


This book is intended as an evolving product.  What you have 
here is Phase One of SCRIOS: the core of the game, the 
beginnings of what will hopefully be an entertaining addition 
to the large world of Role Playing Games.  The final chapter 
of this book, The Future of SCRIOS, will give a loose list of 
expectations for future updates, and the website 
SCRIOS.com will have all the latest information on the latest 
updates.

Phase One delivers a fully playable, to-the-point ruleset that 
adds a new element to the hobby, while paying homage to 
the rich history of RPGs. As companions to this book, you can 
find additional supplemental material at our website, 
SCRIOS.com. There you’ll find Character Sheets, QuickStart 
rules, and links to various material to improve your game 
experience, including new missions, custom miniatures, and 
playing aids like dice and maps.

Future Phases will add additional layers to the game: new 
game mechanics, new player options, new equipment. 
These Phases should not be considered “Editions.” They are 
intended to enhance the game, not change the foundation 
of what is presented here, while getting the core of the 
experience in your hands as soon as possible.

The Promise: The rules to SCRIOS will be available for free.  
Always.  In addition to a single double-sided sheet QuickStart 
rules, a PDF of this book will be found at SCRIOS.com. The 
interactive version will be available at no cost on the iBooks 
store for iPad.  SCRIOS will take advantage of iBooks’ update 
feature for digital books to expand and give players new 
options.  New Phases will roll-out in this format without having 
to search for updates.

Updates will not be limited to Phase updates, but anytime 
new material is made available (or even a light editing pass 
for typos or “errata”).  For instance, if a new, paid mission is 
released with a new model of spaceship, that ship will be 
added to the core rule book, so all players will benefit even if 
they don’t invest in that mission experience.

Once additional platforms support interactive, rich media, 
auto-updating eBook formats, we look forward to deploying 
for those as well for your preferred device.

Please visit us at SCRIOS.com, where you can keep updated 
through social media outlets. 

Enjoy!
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• CHAPTER 1 •

A fighter screams out of the asteroid belt, red 
bolts of energy jumping from it’s wing tips, 
surging through you shields, causing your armor 
to bubble and scorch. Your companions race to 
your aid, but seconds may as well be eons.  You 
drive towards your foe, bringing the fight to her.  
Welcome to SCRIOS.

WELCOME



In the tabletop gaming field, there are many 
space war game simulators, where players 
form armadas for the sole purpose of 
beating back the hordes of their opponents. 
There are even several miniature games 
focused on point-buy systems to have 
pitched dogfights, but these games lack 
cohesive story, and still often focus on 

fielding a fleet of spaceships. Several SciFi-
Modern RPGs exist, some on well known 
Intellectual Properties, that feature bands of 
players working in concert to achieve team 
quests, but rarely do the players have the 
autonomy of a single seat FTL-capable 
weapons platform. SCRIOS puts you in the 
cockpit and keeps you there. 

W h a t  y o u ’ l l  n e e d

1. This book! Each 
player should have 
this manual. 
(Which is why it’s 
free!)

2. Random Number 
Generators.  Both 
Players and Space 
Marshals should 
have some 
polyhedral dice or 
dice-rolling app. 

3. Hex grid and 
markers.  SCRIOS 
is a 3D space 
combat simulator.  
Hex grid paper will 
layout your X&Y 
coordinates, while 
your marker will 
show off  it’s own 
Z axis

4. Character Sheets, 
available from 
SCRIOS.com

  3  

• Section 1 •

Background

http://www.scrios.com
http://www.scrios.com


In SCRIOS, the players take on the role of a spaceship pilot, and are the Principle Characters.  A mercenary, a soldier, a pirate, 
a knight errant, why you fly is up to you, but there is safety in numbers, so be sure to pick good wingmen!  The game’s story 
teller, or Space Marshal, will host your setting, control the Supporting Cast, and provide you with the information you need to 
interact with the game world.

For the player, this book will give you the tools you need to create a new character, outfit your ship, and the rules to fly. You can 
download and print out a copy of the character sheet at SCRIOS.com.  This mockup will give you an idea of how the character 
sheet looks.  Please note, that while you can fill data into the sheet in this book, the data is NOT permanent. 
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For the Space Marshal, there is an introductory adventure, Trouble in Tango. In future updates, the back of this book will evolve 
to give you many brushes to paint your universe with.  Several example settings will be presented there, along with many 
suggested tools on how to modify them or create your own from scratch.  We will also go over the basics, the simple, short list of 
elements that will tie all these games together. If the galaxy is crowded with vast human empires, or man has found no need or 
means to escape the gravity well of Sol, or machines have risen to over throw their creators, that’s up to you.  Every player who 
sits down to your table should expect the unexpected, but should feel at home once the dice start rolling.

Things you need to play
SCRIOS is intended to be a BYOT game (Bring Your Own Toys), meaning you’ll want more then this little book. Being gamers 
ourselves, though, we tried to limit it to either the things most gamers would already have, have easy access to, or have been 
looking for an excuse to buy.  

MAPS

You will want a hex-grid about 20 by 20 hexes or larger, which can be found at most gaming stores, as well as many online 
retailers.  You can create your own in most graphics programs.  You can print graph paper for free from online sources such as 
http://incompetech.com/graphpaper/.  Some wonderful printed hexmaps with space backgrounds are available from http://
www.hotzartworks.com/ and http://www.mondayknight.com/ We recommend a 1 inch-hexagon, although that is up to you. 
Erasable surfaces are handy.

DICE

SCRIOS pulls at the heartstrings of gamers by going deep into that raw gamer psyche and putting those primal little lumps of 
resin in your hand to throw about quickly and often. The easiest way to show your position on the map is to use a 20 sided die, 
which many gamers have a few spares of (this is also great for those “spin-down” dice you may have). In addition to the 
familiar polyhedral dice that many gamers know and love, this game also finds a home for some of the less common 
denominations: 3, 5, 7, 14, 16, 24 and 30 sided dice.  You can find these at many game shops, or directly from dice 
manufacturers such as http://www.gamestation.net/ Alternatively, the internet offers many dice rolling simulators.  One of our 
favorites is Mach Dice for iPhone (http://itunes.apple.com/us/app/mach-dice/id287598627?mt=8) 
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MARKERS

Each character on the map will need a marker of some sort. You can use any marker to 
show off your character, from loose change, glass beads, or hand painted miniatures.  
This book assumes that you are going to be using flight-based minis, and has links to print 
recommended models, but the game plays well without.  You will also want missile 
markers, although if your map is a dry erase surface, drawing arrows will work fine. 
Because SCRIOS plays in three dimensions, it is important to track the z axis (or “height”)in 
SCRIOS.  Instead of forcing you to do calculus, we’ve taken the liberty of making this 
really easy with this handy chart.  The best part is, you don’t have to wear any funny 
glasses! We’ll talk more about moving through 3D in Space Flight and Combat. 

If possible, you’ll want a way to show off your range right on the map, either by writing on 
the map or directly on your marker.  SCRIOS miniatures are custom engineered to hold a 
20-sided die on the base to show how “high” the ship is.  Again, we’ll talk more about this 
in a later chapter. 20 oz soda bottle caps work well for this, holding your die, sitting flat on 
the map, and having a little lip to prevent accidentally knocking your die from a stray 
bump.

The Setting
SCRIOS takes place at a time in humanity’s history when we have conquered death it’s self, but find our selves only beginning 
to understand the universe or our purpose in it.  Nuclear and nano technologies have blended a world where the individual has 
power that modern nations can only dream of, yet the principles that drive us have not changed.  Many planets support life in 
domes, or in some cases, through terraforming, and space-based structures mined from asteroids make up many of the stars 
you see from your cockpit.  While huge ships the size of moving cities are not uncommon, and in fact are necessary to house 
the exotic trans-temporal-luminal, or “SlowRun” drives needed for large masses to cross interstellar distances in single life times. 
These city-sized ships are just that--moving cities, requiring the oversight of thousands, and fuel costs that boggle the mind, 
sometimes surrounding a captured or artificial singularity as a primary energy source, but still needing massive reserves in the 
form of antimatter to maintain the delicate balancing act of being mobile and still not imploding.  Antimatter harvesting from 
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the magnetospheres of inner system planets or artificial generation on moons and satellites are the driving force of the 
economy, as the production cannot meet up with demand. As such, antihydrogen futures are a near universal currency in 
civilized space.  Ħ or h-bar, the symbol for antihydrogen, is the denotation for currency.

Space Marshals are encouraged to build their own universe. The SM may decide that some factions in the game have 
exclusive access to certain ships or technology levels, or any number of unique cultural elements. Most SCRIOS support material 
is designed to be portable into most custom campaign settings with little to no work.  However, to make the game resources 
easily accessible to as many games as possible, certain expectations are made: Equipment types, equipment technology 
levels, currency values, basic physics,  and reasonable expectations in scientific advancement (with just a few small leaps of 
faith to keep it fun). Most missions will make some general suggestions on how to incorporate themselves into your existing 
games, or can be run by themselves. The most valuable asset in any RPG is not the rule book, but the collaborative story telling 
talents of those sitting around your table, we are just here to help you have a fun evening a few times a month.
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• CHAPTER 2 •

You will make your mark on the galaxy, and you 
can do it any way you wish; some will become 
barons of industry, pirate kings, champions of 
righteousness, or just a greasy spot on the side of 
an unnamed asteroid.  Who you are and where 
you will go in this Universe is up to you!  

CHARACTER CREATION



The first part of playing any Role Playing Game is usually 
making your first character.  Unlike many RPG systems that 
focus on physical attributes, SCRIOS is concerned with how 
well you can fly a space superiority fighter, so how well you 
arm wrestle or throw a spear are pretty inconsequential.  
Character creation is more focused on the role you are 
taking on in the game, your character’s personal goals. You’ll 
also have the opportunity to pick some of your character’s 
starting skills. 

Questions to ask yourself while you are sitting down to craft 
your first character: What do I want do? Why do I want to do 
it? What do I need to make that happen? You should also 
ask the Space Marshal the following questions: What does 
my character know about the universe, what style of 
campaign will we be playing, what tech level are we starting 
at, and how much money do I start with?

Roles
We are soft, wet things trying to bend a hard, harsh galaxy to 
our will.  You cannot move a mountain with your muscles or 
mind, but given a long enough lever, you can move the 
world! Modern medicine can keep you alive indefinitely, yet a 
thousand faceless enemies are trying their damnedest to kill 
you. Cunning, guile, and luck are the tools that will keep you 
alive in this universe. In the coming days, we will all have our 
roles to play.

Choosing your character's role in the game defines the most 
important question: why are you playing this game, what 
motivates your character? Are you driven by money, a 
personal vendetta, a need to explore? Your options are 
limitless. These are just a few themes to help you decide.

The Soldier

You fly for an organized military force; for your government, 
for your militia, for your company’s security force.  You 
undertake missions with clear objectives that advance the 
interests of your organization.  

The Mercenary

Soldiers of fortune, you are either a free agent or part of a 
paramilitary, fighting other peoples battles in exchange for 
being able to pay your bills. It’s not always blood money, 
sometimes it’s escorts for timid travelers, or courier duty. At the 
end of the day, you pick who you work for.

The Pirate

Might makes right, and you intend on being right.  You didn’t 
ask to be where you are now, but you are going to make the 
best of it, one way or another.  Weather you made up your 
own gang or are trying to climb the ladder of a large 
syndicate, the risk is worth the reward.

The Independent
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You make your own way in this galaxy, staying inside the lines 
as best you can, but there’s one thing you’ve learned: space 
is big and mean, and it never hurts to have someone by your 
side (preferably with a full rack of missiles). Maybe you shuttle 
cargo, maybe you prospect for minerals, maybe you’re just 
hoping to strike it rich in an alien archaeological find. 

The Knight Errant

The galaxy is a wild thing, a maelstrom of evil and guile that 
demands to be brought to order.  Children should not fear 
the boogy man, and someone needs to bring light to the 
darkness.  Weather flying in the name of a patron, a holy 
cause, or simple concepts such as goodness, righteousness, 
or rule of law, you will fly into danger knowing the universe will 
be better place because you tried to make it so.

The Observer

Journalist? Poet? Scientist? Some people go about their day 
to day lives without considering the vastness and beauty that 
is the heavens.  You have strapped in to see it first hand, to 
find out what it all means, and maybe try to explain it to 
those who have the time to buy you a drink in the bar at next 
station.

These are "the why," just some themes to explain why your 
character is out there, risking their life among the stars.  These 
don’t come from dice, from a point buy system, or from a 
matrix.  Your character is not a collection of stats on a page, 
a column of numbers. The spark of character begins with 

imagination, but while imagination is limitless, your characters 
are not. Sucking vacuum will kill your character just as dead 
the first day you name them to playing her 30 years later.

Background & Goals
Now that we know what we are going to do in the game, 
why are we doing this? Where did we come from, and where 
are we going? Let your imagination run wild! As a general 
rule, Space Marshal's have the final say on what does or 
doesn't fit in the rules of the universe. SM’s are always 
encouraged to take the classic improvisation approach of 
"Yes, but..." before ruling out anything. For example, if your 
character is the heiress to a large antimatter production 
facility, your SM may suggest that your board of directors has 
banned you from the company and locked out your assets 
after a rumored scandal. If your character is psychic, well, 
maybe HE believes he is, and has picked an evasive 
maneuver skill that lets him subconsciously calculate 
weapons vectors, so it almost looks like he KNEW where the 
laser bolt was going to be before it was fired. However, if your 
character has to be the love child of an encounter with an 
alien supreme overlord and can destroy all his enemies with a 
single thought... maybe your character could be insane? Or 
this might not be the game for you. Let us know how that one 
works out at SCRIOS.com

To help get some ideas for your characters' backgrounds, 
what follows is a small list of suggestions. If your stuck for 
ideas, try rolling a d24 and see what comes up.
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Backgrounds

Royalty Pauper Orphan

Parent Spouse Merchant

Miner Minor War criminal

War hero Anti war activist Poet

Musician Craftsman Model

Test pilot Apprentice Farmer

Bounty hunter Bounty target Lawyer

Reporter Bureaucrat Executive

Goals tell us what direction we are heading. These can differ 
or reaffirm our backgrounds. Also, some people have multiple 
goals, sometimes even contradictory; a mercenary who's 
goals are Stability and Professional Excellence might feel they 
are trying to make the galaxy a little safer for their kids, but in 
actuality is working for one of the most violent criminal 
masterminds the galaxy has ever seen.

Here are some sample goals, feel free to use one or more, 
but do not feel limited to this list.

Goals

Personal vendetta Vengeance Stability

Money
Professional 
excellence

Fame

Thrills Peace Parenthood

Acceptance Artifacts Obligation

Skill selection
Each character starts the game with the Mulligan skill, the 
ability to re-roll one die role during a play session. Characters 
can look through the Skills section, and select one additional 
trait that you feel makes sense for your character. The item 
you select will be your first Fortune. Skills are techniques you 
have mastered and can never lose, while Fortunes may 
become skills in the future. Until Fortunes become Skills, they 
are easily lost. The Fortunes and Skills chapter describes this in 
greater detail. Remember, your characters will learn new 
techniques as they journey through the cosmos, so try to find 
something that fits your characters personality, rather than 
worry about which is the most valuable in combat.

Currency
While currency is rarely the same everywhere, value is a 
universal concept. Most of the known universe is based on 
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the antihydrogen futures market, but backwater planets, 
pirate bases, and many other locals may have never heard 
of this idea before. Your character will start off with a basic 
ship, and some change for upgrades.

Each player starts with a little bit of pocket change to outfit 
their ship or purchase additional gear. While you may spend 
up to 15000 to outfit your character initially, you will only start 
the game with your equipment and up to 1000 in pocket 
money. Be careful how you spend it. If you spend your entire 
starting equipment funds, you will be penniless, and docking 
fees can add up.

Equipment purchasing
Now that we know who we are and what we want to 
accomplish in this universe, it’s time to get some of the tools 
to we need to help with this. The SCRIOS economy breaks 
down into different levels of technology. Characters who are 
starting out begin the game with a ship one level below the 
current tech level, and some money to purchase upgrades.  
Most games start at the MicroFusion technology level, 
meaning characters will pick ships from the earlier Toroidal 
Fusion level. Your Space Marshal can tell you what tech level 
you should select for your starting equipment.

Flesh and bone
Before we start picking out your new wings, there’s just one 
more matter we want to touch on: Character Mortality. When 

you play SCRIOS, the only thing separating you from certain 
death is a thin layer of armor and some defensive shielding. 
You may be one of the smartest pilots in the known universe, 
but outside of your ship, your odds of getting taken down by 
a knife to the back or a laser beam to the forehead are 
about as good as everyone else’s.  

Modern medicine has advanced to the point where anyone 
who can find medical attention soon enough has a pretty 
good chance of getting back in the cockpit in fairly short 
order. Sadly, technology hasn’t advanced far enough to 
replace that special spark once it’s gone.

To this end, it is assumed that all characters have a 1 in 3 
chance of surviving a lethal attack, with diminishing returns. 
Its in your characters best interest to avoid these kind of 
situations (ie, finding cover, laying down cover fire, 
negotiation, superior fire power, or exercising the better part 
of valor). The Space Flight & Combat chapter will explain the 
mechanics of this in more detail.
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• CHAPTER 3 •

A hard bank right when a missile is just meters from your nose. Spinning your ship into oncoming fire to 
spread the impact against different shield emitters.  Diverting power from life support to goose another 
G out of the engines for just a second. Pilots learn tricks in the void just as well as at the Academy. 
Some of them pan out and become life long friends...others leave you hanging, engines stalled, 
staring down the barrel of a Neutron Gun.  These advantages are known as “Fortunes” and “Skills.”

FORTUNES AND SKILLS



SKILLS

Skills are knowledge your players have that never goes away, 
and that you can only increase through extensive training. All 
pilots have the "Mulligan" Skill. \Space Marshals may assign 
additional Skills to players as needed.

FORTUNES

All players pick one Fortune when creating a character. 
Tactics and Skills are vital to any pilot, but Fortune plays a 
role, too. Easily earned and easily lost, Fortunes come and 
go, and don't always go your way.  In SCRIOS, this is played 
mechanically identical to Skills, but are more transient; should 
you fail your mission, you loose any Fortunes you used. 
Successful use of Fortunes can lead to new Skills, staying with 
you for life.

Play
You may attempt to play one Skill or Fortune during your 
action or movement phase in addition to a normal action. 
Fortunes or Skills with the <INTERRUPT> tag can be played 
during another player (or the SM’s) turn.

Skills and Fortunes are played with the same mechanic: each 
one has a name, a description, and a probability of success.  
Each trait is represented on a record sheet,  with the trait 
printed on a strip of paper (like that found in a Fortune 
cookie), or on specially made SCRIOS coins.  The probability 

of success is determined using one of several methods, up to 
the player: coin flip or die roll. The common probabilities of 
success are formatted  as the number of necessary successes 
out of number of attempts: 1:1, 1:2, 1:3, 2:3, 1:5, 3:5. Some 
traits are automatic (1:0), and offer no chance of failure.

Mulligan (1:0) <INTERRUPT> The Player can force the re-roll of 
any one die just rolled. (every player starts with this SKILL)

So, a “Mulligan (1:0)” lets you automatically  re-roll.  

Coin method: flip a coin, heads is a success, tails is a failure. 
Flip as many times as indicated by the second number 
(SCRIOS coins either have the Fortune or Skill written on them, 
or are generic, sometimes with a slot to insert a slip of paper 
in the coin).

Dice method 1: Roll the appropriate number of even sided 
dice. Evens numbers are a success, odd numbers indicate 
failure.

Dice method 2: Roll the dice with the appropriate number of 
sides (d3 or d5). High roles are successful.  The number of 
necessary successes corresponds to the number that you 
have to beat to succeed in your goal.

1:3 fail on 1

2:3 fail on 1 and 2
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1:5 fail on 1

3:5 fail on 1, 2, and 3.

FAILING A FORTUNE ATTEMPT

If in attempting to use the Skill or Fortune, the character 
cannot get the required number of successes (i.e, only gets 
tails on all their coin flips), the attempt fails. If you fail a Skill or 
Fortune, mark it as attempted. You may not attempt to use 
this Skill or Fortune again during this engagement.  You do not 
lose these Skills or Fortunes, and may attempt to use them in 
future engagements. 

LOSING AN ENGAGEMENT

Should you lose the engagement for any reason (eject, run 
away, fail your objective, die), the surviving opponents may 
copy your Skills and steal your Fortunes away from you--it is 
assumed that in the course of the failure, the character 
doubts their abilities or sees a flaw in their understanding of 
the Fortune, and no longer has the confidence to 
successfully carry out the task. Fortunes are easily learned, 
and easily lost, while Skills will stay with a character 
indefinitely.

SUCCESS

Should you meet the requirements for the attempt, mark a 
Fortune as successful. A great way to mark this as successful is 

to place the Fortune in front of the player on a sheet of 
paper. This lets other players know they can learn this Fortune 
from the player by defeating her. Skills are similar.  Should the 
character using the Skill lose to an opponent, the opposing 
character can learn that Skill as a Fortune. SCRIOS.com has 
the entire list of Fortunes and Skills available to download and 
cut out as game aids (and, through no coincidence, look like 
the little pieces of paper found in fortune cookies).

WINNING: EARNING FORTUNES AND SKILLS

When you defeat your opponent, you learn from your enemy 
and become better for the experience. Divide the Fortunes 
among the victors, either randomly, or by consensus. Make a 
note that you successfully used any of your Fortunes. Once 
you have successfully used the Fortune 5 times, it becomes a 
Skill, and will be with you for the life of your character. 

TRAINING FOR SKILLS

If you successfully used a Fortune and succeeded in the 
engagement, mark the Fortune with a hash. Once the you 
have successfully used a Fortune in five separate 
engagements, it becomes a Skill. Note that you may have 
several Fortunes with an identical name ("marksmanship" for 
example), but you must treat each one as a unique Fortune.  
You cannot use five different marksmanship Fortunes in one 
engagement and turn it into one Skill. After five successful 
engagements, you would have trained all five of those 
Fortunes into five separate Skills. 
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Trainers can teach their Skills to others (but not Fortunes). A 
trainer who has mastered a Skill of the same name twice, 
may teach a person that Skill one time. The trainee learns this 
Skill as a Fortune automatically, and must practice it as they 
would any other Skills. The trainee can only learn this Skill 
again from an instructor if they had lost the Fortune. 

A note on duplication: The Name of a skill signifies a theme, 
not a specific “trick.” For example, a pilot may have the 
Angle Shields fortune, and defeat a foe who also used the 
Angle Shields Skill. The surviving pilot can add Angle Shields to 
his Fortunes bag-of-tricks a second time--she has learned a 
new method of improving her defense from her enemy.  Even 
though you can’t learn the same skill from a TRAINER several 
times, even defeating another student of the same trainer 
would net the player a new skill.

INTERRUPTS

Most Skills and Fortunes can only be played during the action 
phase of your turn. Some will include the tag <INT> meaning 
they can be played at anytime, during movement or action 
of any players turn. You may only play one interrupt per 
round. Interrupts are never trainable as Skills, except when 
assigned during character creation.  This means that all 
Interrupts you learn will forever be are Fortunes. 

Skills and Fortunes List
Mulligan (1:0) <INT> The Player can force the re-roll of any 
one die just rolled. (every player starts with this SKILL)

I…MEANT to Do That (1:2) <INT> Play this to overturn a 
Mulligan or other action that would affect your die rolls.

Overruled (1:1) <INT> Force another player to re-roll any of 
their die (A player cannot use it to re-roll their own rolls.)

Goose the Engines (1:2) You are able to direct power to 
boost your top speed by one point of movement this round.

Angle Shields (1:5) <INT>By angling your ship at just the right 
moment, you increase your defense by one point this round.

Smart Targeting (1:3) You drop your missile with a better 
chance of hitting.  Reroll one missile attack die. (Use during 
attack)

Shake ‘Em (3:5) When targeted by a missile, you increase your 
speed AND defense by one point this round.

Dodge missile blast (2:3) <INT> Drop (do not re-roll) the 
highest die of a missile blast

Sharp Shooting (1:3) Add one to your mounted weapons 
attack.
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Damn the Torpedoes (1:1) Divert power from all Weapons to 
Engines. Add 2 points to speed, but you cannot attack.

Evasive Maneuvers (1:1) While you cannot travel farther on 
the Map, you increase your defense by 1 point

Improved Aim (2:3) Replace your 2nd highest attack die with 
the maximum for that die.

Hit the Breaks (2:3) You can move up to 2 spaces, and can 
add an additional 2 points to Evasive Maneuvers (on top of 
normal)

Dodge a Bullet (2:3) <INT> Drop (do not re-roll) the highest die 
of a Mounted Weapon attack

Perfect Aim (3:5) Replace your lowest attack die with the 
maximum for that die.

Death Spiral (3:5) Spinning your ship, you can target one 
enemy with each gun, +2 each shot, +2 points to Evasive 
Maneuvers.

Missed It By THAT Much (1:3) <INT> Drop (do not re-roll) the 
lowest die of a Mounted Weapon attack

Line of Sight (1:1) Take one Evasive Maneuver point and add 
it to a mounted weapon attack. Needs 1 Evasive Maneuver

Wild Weasel (2:3) Take 2 points of Evasive Maneuvers and put 
it into your Mounted Weapons attack.

Improved Scanning (1:1) Increase the scanning bonus by 1

  17  



• CHAPTER 4 •

Are you a sleek, top of the line fighter?  A tramp 
freighter, hauling illicit goods beneath the noses 
of the security forces? Heavy gun for hire?  They 
say the clothes make the man, but you are what 
you fly. These pages will walk you through 
purchasing a ship, and kitting it out to make it 
your own.

SHIPS AND EQUIPMENT



Here you will find prices, statistics, and other 
information for the various equipment you 
will encounter in SCRIOS. This chapter takes 
the ship technologies and breaks them down 
into the different levels: Fission, Toroidal 
Fusion, MicroFusion, Antimatter, and 
Singularity. Each level is then broken down 
into Ships and Equipment sections. 

Most people playing the game will start with 
Toroidal Fusion powered space ships, in an 
age dominated with MicroFusion drives.  As 
you progress, you may start to find more 
technology, or even bring it to the galaxy 
yourself, depending on how your universe 
unfolds.

Te c h n o l o g i e s

1. Fission: Ancient 
tech, not much 
better then 
chemical rockets, 
but it has it’s uses

2. Fusion: Older 
technology, was 
very pricy in it’s 
day, but built to 
last.  There are 
some great deals 
from this classic 
age of  space 
travel.

3. Antimatter: The 
next generation in 
space flight, 
enabling faster 
then light travel 
and a host of  
other exotic tech.

4. Singularity: 
Carrying around a 
collapsed star in 
your pocket just 
got easier!
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Using this chapter



Purchasing a ship
Demand for autonomous craft means there are plenty of 
people making a living building them, trying to find the niche 
that gives them the edge.  

On the next few pages you will find several commercially 
available spaceships, weapon upgrades, and ship system 
upgrades.  

Hull

Personal space fighters come in three different size 
categories: Scouts, Fighters, and Gunships.  Scouts are light 
armored craft that emphasize speed over strength. Fighters 
sacrifice speed for heavier weapons and armor. Gunships are 
over powered platforms utilizing a pair of fusion reactors to 
allow for massive armor, defensive screens, and weapon 
load-outs, including support for one Capital Ship gun.  
Anything larger then a gunship requires a crew to maintain, 
and is outside the scope of SCRIOS.

Armor

Ship frames are lined with tiles of self-organizing nanoparticles 
that act as an ablative armor.  This armor can spread 
damage out across large portions of the hull, effectively. The 
design of the ship limits the maximum amount of armor.  
Failure of the ship’s armor can spell disaster for the pilot.

Shields

Most ships come with defensive screens to reduce or 
completely counter the large variety of weapon systems 
available on the market. These screens utilize diverse 
technologies, including magnetic fields, inverse field 
harmonics, and particle field production to reduce threats of 
all known types with equal ability.

Guns

Ships have sockets for interchangeable weapon modules.  
Most energy weapons are linear particle accelerators. 
Sockets are uniform in size and energy output, and include 
direct ties to the ships fusion reactor. Medium and Large 
sockets can down-step to accept smaller weapons, but not 
Capital Ship weapons.

Hardpoints

Launched weapons, like missiles and rockets, are fired from 3 
sizes of hardpoints: Light, Medium, and Heavy. Larger 
hardpoints can mount smaller weapons.  Some payloads, 
marked Heavy+, require multiple heavy launch hardpoints, 
are deployed in multiple firings, and self assemble on launch, 
deploying in roughly the area of space as the launch vehicle.

While some weapons and upgrades are only available to 
certain technology levels, what follows is a handy over-view 
of all the stock weapons in SCRIOS.
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Weapon

Lepton

LARGE

Tauon

Muon

Kievon

CAPITAL 
SHIP

Neutron

Anti-proton 

Gamma 
cannon

Damage Range Description

1d10 8 Leptons are are electrons and 
related particles.  This cannon pulls 
these particles straight out of your 

fusion reactor.

1d12 4 More massive then electrons, 
tauon weapons isolate just these 
dense matter particles from the 

leptons created by the fusion 
reactor.

1d14 4 This weapon condenses the 
particles of a normal Lepton 

cannon generating heavy quanta 
particles traveling at the speed of 

light

1d16 4 Kievons are a a recently 
discovered phenomena not yet 

fully understood.

1d20 3 Dense particle canon that can 
inflict significant damage.

1d24 3 Anti matter weapons do 
considerable damage by reacting 

the the targets own matter, 
releasing the energy through 

mutual annihilation.

1d30 3 The strongest known type of 
energy, these weapons can take 

down unshielded fighters in a 
single shot.

Weapon Damage Range Description

Hand 
Weapon

Heavy hand 
weapon

Mounted 
artillery 

SMALL

Deuterium

Ion

Anti-
neutrino

MEDIUM

Positron

Laser

1 pt 0 Most hand weapons (laser pistols, 
knives, etc.) fall under this 

category

1d2 2 Rifles, small grenades

1d3 3 Light vehicle or power suit 
mounted weapons

1d4 12 Stealing hydrogen from the ship's 
fusion reactor, this cannon delivers 
a physical kinetic force in the form 

of condensed rarified plasma

1d5 12 An evolutionary step past the 
mass driver, the ion cannon 

separates the charged particles 
(electron and protons) and 

accelerates them independently. 
While having higher power 

requirements, these weapons 
deliver a stronger punch, at a 
better power/damage ratio.

1d6 12 Generated from an on-weapon 
"clean" fission reactor, the 

antineutrinos are liberated from 
neutron decay, and decelerated. 

The resultant particles transfer 
noticeable damage, unlike 
naturally occurring neutrino 

phenomena.

1d7 8 Antimatter electrons, the weapon 
destroys electrons on contact, 

destabilizing armor integrity.

1d8 8 “Old Faithful”



WEAPON SIZE COST DAMAGE SPEED FUSE DESCRIPTION

Rocket Light 50 4d4 5 1 Adjustable fuse

Mrk 1 Light 100 3d4 8 3

Mrk 2 Med 200 3d7 6 3

Heavy 
Rocket

Med 200 6d6 6 1 Adjustable fuse

Mrk 3 Med 400 3d10 8 3

Mrk 4 Med 600 3d14 6 3

Torpedo Heavy 1000 10d4 5 3

Rocket 
Cluster

Heavy 400 4d12 5 1 Adjustable fuse

Swarm mrk1 Heavy 400 3d4 8 3 3 light missiles packaged together, independent targeting.

Swarm mrk2 Heavy 700 3d7 6 3 3 light missiles packaged together, independent targeting.

Laser Mine Heavy 500 1d8 0 1800 Armor 10, Shields 0, Range 8

Drone Mrk 1
Heavy

+
1500 2d3 8 30 Uses 2 Hardpoints, Armor 20, Shields 0, Range 12

Laser Buoy
Heavy

+
2000 2d8 0 30 Uses 4 Hardpoints, Armor 60, Shields 10, Range 8 

Launched weapons are typically made of 3 parts: Warhead, propulsion, optional avionics.

 Rockets are short range, low cost self propelled bombs which blow up on contact or at the end of their one second fuse. A 
rocket’s fuse can be modified to have a lower charge and higher range (ie, speed 6, 3d4 damage, speed 4 5d4 damage).  
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Missiles are designed to pursue and overtake targets. Nimble light fighters may out run some missiles, but most ships will need to 
perform evasive maneuvers to reduce damage from a missile (explained in the combat section in more detail).

Torpedoes are heavy, guided missiles capable of taking out a ship in one blow, but intended for use against large, slow targets, 
and unlike missiles or rockets can be destroyed if targeted with a single hit. Torpedoes ignore the effected of shields.

Swarm missiles package 3 light missiles into the magazine slots of heavy launchers. Medium missiles can not be packaged 
together.

Laser Mines are small pods equipped with a laser. When launched, they become relatively stationary, and can target and fire 
upon objects targeted by their launch craft. Great for adding just a little extra fire power to a dog fight.

Mark 1 Drones are small self-assembling craft with energy weapons that can be launched from two heavy launchers.  They can 
follow simple commands via the launching ship’s weapons system.  Basic onboard navigation systems allow drones to track as 
a missile, and evasive commands provide a minimum defense capability in the absence of onboard shielding by sacrificing 
effective range. They come equipped with 2 light artillery weapons, the same found on power armor. Drones have enough fuel 
onboard to last 30 seconds. 

Buoys are much like large mines with regenerative energy capacity and defense screens. Once activated, a buoy can target 
on hostile ships for up to 30 seconds before requiring a recharge.  This recharge length varies on a number of factors, but is 
typically a full day. Buoys also can be equipped with sensor and communication packages, often with a sensor range of 50 to 
100 meters

Heavy+ class self-configuring payloads like Drones and Buoys cannot disassemble and reattach to their launching ships.  The 
parts of the payload do not have to be carried by the same ship. Two or more ships can share the load.

Mines and drones self destruct at the end of their fuel reserves, to avoid capture or becoming navigation hazards. Some buoys 
are equipped with high yield self destruct systems that can cause damage to all vessels within 100 meters (10 hexes).
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CARGO and UPGRADES
Your ship has an externally accessible bay, measured in cubic meters. Your cargo hold has a set of manipulators for loading 
and unloading of cargo, and a universal docking collar, to transfer cargo back and forth from your ship to another. Smaller 
ships, like scouts, may only have 1 cubic meter of storage space, while the larger gunships may have much more. 

The ship’s cargo hold is equipped with one or more interface sockets, allowing you to plug in extra abilities.  While you may 
trade off some hauling space for larger upgrades, having an onboard repair system, or a better targeting system can be well 
worth it. 

A word of advice: You might want to keep at least one cubic meter of storage space in your hold--you never know when your 
wing mate might need to ditch his craft and hitch a ride home in yours.

UPGRADES

Some of the basic upgrades include:

Repair kits are basic, automated first aid kits for your ship.  

SlowRun Drive uses waste from the Antimatter drive on the ship to sidestep the light speed barrier.

Active Scanner allows the pilot to perform the Scanning action. Some advanced scanners improve this technology, giving 
bonuses.

Electronic Counter Measures enable a host of skills and fortunes, from spoofing a missile to stop following you, to taking control 
of enemy drones. These skills have the <ECM> tag.  WIthout a Electronic Counter Measures upgrade, you cannot use these 
skills.
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Previous models of starships were built 
around around passive and active fission 
techniques. Fission decay batteries powered 
most passive systems including sensors and 
attitude control ion drives. Micro fission 
explosive pulses drove the primary thrust 
needs of the vehicle. Most of these 
technologies were designed with large scale 

vessels in mind--large crews, storage of 
volatile propulsion medium, massive 
radioactive shielding. Smaller and smaller 
ships were demanded and while many 
refinements went into miniaturization of the 
tech, the single pilot long range multirole 
vehicles of this era were dinosaurs compared 
to modern technologies. The cheap entry 

C o r e  Te c h n o l o g y

1. Typically found in 
junkyards, 
museums, or very 
old militia depots.

2. Very large, 
expensive, 
massive 
spaceships with 
limited range, 
power, and space 
for crew facilities.  

3. Some very short 
range fighters or 
drones, 
sometimes 
equipped with 
chemical rockets 
for supplementary 
propulsion.

4. Basic Laser 
weapons

5. Chemical 
explosives
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Fission



price, durability, and abundance of these first generation personal transports make these an uncommon but not not unheard 
of sight in the space lanes and starports. A word of advice: Red wine has radiation absorbing properties and is a great way for 
passengers to enjoy a waltz through the stars, but iodine tablets are far safer for pilots. 

Most ships of the time had self contained weapon systems, which added additional bulk to the vessels.  Massive dedicated 
power plants were needed for low-power energy weapons, restricting them to larger military forces. Most private citizens opted 
for chemically propelled weapons for self defense: lower costs of equipment were a strong selling point, and anyone who 
wasn’t trying to wage a private war in space didn’t need to worry too much about the ammunitions costs. 

While single pilot crafter were few and far between, unpiloted craft controlled by artificial intelligence were not uncommon. 
These devices could drift unpowered through space until they reached their objectives, sometimes decades after launching. In 
fact, many modern buoys and turret mines are just slightly upgraded versions of these early space-born weapons platforms.

  26  



  27  

Main fuselage

Fission power

Artillery Weapons

Class  1  Drone

2 light gun mounts

Speed: 5

Armor: 27

Shields: 0

Cargo: 1

Sockets: 0

Cost: 5000

Drones can be found in a dazzling number of 
designs and load outs, limited only by the buyer’s 
budget.  Fission powered drones are often large, 
slow, unpiloted craft with limited armament.



Toroidal Fusion reactors started the personal 
space-transport revolution. Unlike fission 
reactors on the first generation of space 
superiority fighters, the fusion reactor 
produces no heavy decay elements with 
dangerous half lives. The toroidal fusion 
reactors were originally designed to power 
lunar industrial anti-hydrogen production, 

being the size of a city block. The class-3 
fusion reactor was designed to be a 
modular, linkable design for unmanned 
orbital facilities.  Only four or five meters 
wide, the small size of the C3s, with their 
heavy shielding and revolutionary energy 
output, became the gold standard in high-
end personal space flight. Bulky by modern 

C o r e  Te c h n o l o g y

1. Long range, 
somewhat bulky 
personal 
spaceships, with 
large ring-shaped 
power systems.  
Either the “classic 
collectables” or 
the “jalopies to the 
stars”depending 
on the hull

2. Weapons of  the 
era include 
Lasers, plasma 
weapons, and 
small artillery 
typically found on 
ground vehicles

3. Launch 
mechanisms 
supported basic 
missiles and 
variable-fuse 
rockets
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Toroidal Fusion Ships



standards, these personal nuclear power plants would form 
the backbone of the first generation of personal spacecraft.

Costs did not reach mass market levels until the introduction 
of the low cost, half meter diameter Class 4 MicroFusion 
reactor. The smaller profile also allowed designers to stack 
drives inside the fuselage, and move away from the 
"doughnut" designs that were being viewed as a mark of 
snobbish self superiority.  Most characters will start their 
careers in SCRIOS with a Toroidal Fusion powered spaceship, 
and quickly move up to a MicroFusion-powered ship.

The advent of the personal spacecraft also introduced the 
first mass market laser cannons and plasma weapons. 
Drawing power from from the ships engine, ship-board 
weapons no longer need independent energy systems. 
Weapons-grade lasers have become a defacto standard, 
but high energy deuterium plasma directly from the pre-
fusion chamber was easily weaponized.
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Light Hardpoint

Toroidal Fusion Ring

2 Small Guns

Class  1  Scout

2 Small Guns

1 Light Hardpoint

Speed: 6

Armor: 30

Shields: 1

Cargo: 1

Sockets: 1

Cost: 6500

Buy the miniature here

http://www.sculpteo.com/en/design/entry-scout-3/tCdoUYCg
http://www.sculpteo.com/en/design/entry-scout-3/tCdoUYCg
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2 Light Hardpoints

Toroidal Fusion 
Engine 2 Small Guns

Medium Gun

Class  1  F ighte r

2 Small Guns

1 Medium Gun

2 Light Hardpoints

Speed: 4

Armor: 45

Shields: 2

Cargo: 3

Sockets: 1

Cost: 11000

Buy the miniature here

http://www.sculpteo.com/en/design/entry-fighter-2/oJ8G3Aav
http://www.sculpteo.com/en/design/entry-fighter-2/oJ8G3Aav
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SHIPS CLASS Cost GUNS HARDPOINTS Armor Shield Speed Cargo Sockets

Class 1 Scout

Class 2 Scout

Class 1 Fighter

Class 2 Fighter

Class 3 Fighter

Scout 7000 2S 1L 30 1 7 1 1

Scout 6500 2S 1L 30 1 6 1 1

Fighter 12000 2S/1M 4L 50 2 5 8 1

Fighter 13500 2M/1L 2L/2M 55 3 5 4 1

Fighter 11000 2S/1M 2L 45 2 4 3 1

GUNS DAMAGE COST Size RANGE

Mounted 
Artillery

Deuterium

Laser

1d3 100 Small 3

1d4 200 Small 12

1d8 400 Medium 8

MISSLE DAMAGE COST Size SPEED Fuse

Rocket

Mrk 1

4d4 50 L 5 1

3d4 100 L 8 3

UPGRADES COST SIZE DESCRIPTION

Repair Kit

Active Scanner

200 1 Cargo/1 Socket Automated repair kit, with mobile appendages

500 1 Socket Allows scan action

PAYLOADS COST HARDPOINTS DESCRIPTION

Buoy

Patch kit

2000 4 Heavy Launch a rechargeable dual laser platform.

100 1 Small Add 10 Armor points to target. Range: 3 Fuse: 1



Modern private spacecraft use a class 4 
laser-induced hydrogen fusion reactor for 
clean, unlimited in-system energy.  
Significantly smaller then the previous 
generation of Toroidal Fusion drives, the 
MicroFusion drives fit affordably inside the 
hulls of single seat ships, and have much 
lower costs. Where the old fusion drives 

brought space travel to the public, this 
engine brings space travel to reach of the 
masses.

Advances in portable weapon systems also 
introduced several new swappable gun 
types: With greater power, and more flexible 
design options, engineers quickly came up 

C o r e  Te c h n o l o g y

1. Cheaper, smaller, 
evolutionary step 
up in fusion.  No 
more “doughnut” 
ships.

2. Better power/size 
ratio supports the 
Gunship-class of  
personal 
spacecraft, 
including weapons 
normally found on 
large vessels, like 
the Neutron Gun.

3. Energy weapons 
include Ion, 
Positron, and 
Tauon guns.

4. Heavy rockets, 
more advanced 
missiles, and large 
torpedoes 
available to the 
public.
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MicroFusion Ships



with a new hull-style: The Gunship.  By doubling the number 
of reactors, and configuring hull strength to support larger 
weapons instead of the engine core it’s self, designers were 
able to devise a way to mount weapons of incredible 
destructive power normally reserved for much larger vessels.  
No where near as nimble as the Scouts and Fighters, these 
over powered, over gunned space frames were still simple 
enough for a single pilot to control. 
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Main thrusters

2 Small Guns

Medium Gun

Class  1  Scout

1 Medium Gun

2 Small guns

Speed: 6

Armor: 50

Shields: 2

Cargo: 3

Sockets: 1

Cost: 11500

Buy the miniature here

http://www.sculpteo.com/en/design/microfusion-class-1-scout/cSKzjsjQ
http://www.sculpteo.com/en/design/microfusion-class-1-scout/cSKzjsjQ
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Heavy Missile 2 Medium 
Missiles

Light Guns

MicroFusion

Large Gun

Class  1  F ighte r

2 Small Guns

1 Large Gun

2 Medium Hardpoints

1 Heavy hardpoint

Speed: 5

Armor: 63

Shields: 3

Cargo: 5

Sockets: 2

Cost: 15000

Buy the miniature here

http://www.sculpteo.com/en/design/level-1-fighter-adaptor-copy/WVtxWD6C
http://www.sculpteo.com/en/design/level-1-fighter-adaptor-copy/WVtxWD6C
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2 Heavy 
Hardpoints2 Small Guns

MicroFusion Engine

2 Large 
Guns

Capital Ship Gun

2 Medium 
Hardpoints

Gunsh ip

1 Capital Ship Gun

2 Large Guns

2 Small Guns

2 Heavy Hardpoints

2 Medium Hardpoints

Speed: 4

Armor: 90

Shields: 5

Cargo: 8

Sockets: 4

Cost: 23500

Buy the miniature here

http://www.sculpteo.com/en/design/gunship-with-adaptor-1/oKkss8G2
http://www.sculpteo.com/en/design/gunship-with-adaptor-1/oKkss8G2
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SHIPS CLASS Cost GUNS HARDPOINTS Armor Shield Speed Cargo Sockets

Class 1 Scout

Class 2 Fighter

Gunship

Scout 11500 2S/1M None 50 2 6 3 1

Fighter 15000 2S/1L 2M/1H 65 3 5 5 2

Gunship 23500 2S/2L/1C 2M/2H 96 5 4 8 4

MISSLE DAMAGE COST Size Speed FUSE

mrk 2

Heavy Rocket

Torpedo

3d7 200 M 6 3

6d6 150 M 6 1

10d4 1000 H 5 3

GUNS DAMAGE COST Size RANGE

Ion

Positron

Tauon

Neutron

1d5 300 Small 12

1d7 200 Medium 8

1d12 1000 Large 4

1d20 5000 Capital 15

UPGRADES COST SIZE DESCRIPTION

Advanced Scanner 1000 1 Cargo/1 SOCKET Ship can move while scanning.

PAYLOADS COST HARDPOINTS DESCRIPTION

Mrk1 Drone

Repair Drone

Tracking tag

1500 2 Heavy Pilot commanded miniature ship

300 1 Small Expendable repair kit.

100 1 Small Rocket propelled tracking device.  On contact, tag will attach 
and broadcast location of target until removed (requires EVA, 

Repair Droid, or similar action) Range: 3 Fuse: 1



Antimatter drives have long been the staple 
of large freighters, military battleships, even 
starposts. Recently becoming the staple of 
the most expensive military fighters, all major 
shipwrights have designs and a handful of 
prototype space frames by now. Rumors 
persist that entire production lines are poised 
to begin manufacturing, just waiting for 

someone to push the start buttons. Industry 
analysts feel that the only thing holding back 
these personal craft is no one wanting to be 
the first to the party, but there will be a 
massive sea change when the first 
commercial shops float off the assembly line.

C o r e  Te c h n o l o g y

1. Faster-Than-Light 
“SlowRun” 
capable.

2. Larger ships with 
more power, with 
little to no 
drawback.

3. Anti-netrino, 
Lepton, Muon 
guns, and Anti-
Proton Capital 
ship weapons 
introduced.

4. 3rd-generation 
missiles, and new 
Swarm missile 
(bundled 
independent 
missiles for 
gunships)
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Antimatter Ships



The power density of antimatter allows for much larger 
spaceships, being able to carry more and heavier weapons.  
Making gunships even deadlier, missiles can be bundled to 
launch multiple warheads with the new Swarm missiles.

The single largest payoff of antimatter technology is the 
creation of a new subatomic particle, the Kievon.  
Discovered while doing nuclear experiments with antimatter, 
the Kievon is an artificially created, short lived product that 
has the unique property of bending space/time such that it 
can speed up time while negating mass.  In large enough 
quantities, this particle can create the SlowRun effect that 
allows for faster then light travel.
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2 Small Guns

2 Light hardpoints

Antimatter Engines

2 Medium Guns

Heavy HardpointClass  1  F ighte r

2 Medium Guns

2 Small Guns

1 Heavy Hardpoint

2 Light Hardpoint

Speed: 6

Armor: 70

Shields: 3

Cargo: 6

Sockets: 4

Cost: 17000

Buy the miniature here

http://www.sculpteo.com/en/design/antimatter-class-1-fighter/Vp7GUqx6
http://www.sculpteo.com/en/design/antimatter-class-1-fighter/Vp7GUqx6


  42  

Capital Ship Gun

Medium Guns

Large GunsHeavy Hardpoint

Antimatter Engine

Class  1  Gun  Sh ip

2 Medium Guns

2 Large Guns

1 Capital Ship Gun

4 Heavy Hardpoint

Speed: 4

Armor: 110

Shields: 6

Cargo: 6

Sockets: 4

Cost: 27000

Buy the miniature here

http://www.sculpteo.com/en/design/antimatter-class-1-gun-ship-1/9i6JC5Vk
http://www.sculpteo.com/en/design/antimatter-class-1-gun-ship-1/9i6JC5Vk
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GUNS DAMAGE COST Size RANGE

Anti- 
neutrino

Lepton

Muon

Anti- 
proton

1d6 400 Small 12

1d10 400 Medium 8

1d14 1200 Large 4

1d24 8000 Capital 20

MISSLE DAMAGE COST Size FUSE Speed

mrk 3

Swarm

3d10 400 M 3 8

3d4 each 400 H 3 8

UPGRADES COST SIZE DESCRIPTION

SlowRun Drive

AntiMatter Upgrade 
with SlowRun

1000 1Socket This small black box allows AntiMatter powered craft to travel faster 
than light travel

5000 1 Cargo/1Socket This overhaul of the MicroFusion Drive system allows some older ships 
to use Faster then Light technology.  This upgrade cannot be 

undone, and requires some cargo space and upgrade resources as 
well.  Toroidal Fusion drives cannot accept this upgrade.

PAYLOADS COST HARDPOINTS DESCRIPTION

Laser Mine

Higgs Generator

500 1 Large Equipped with 1 Laser Damage 1d8, Armor 10, Shields 0, Range 8 Fuse 
1800.  Self destructs at end of fuse, cannot redock with launching ship.

200 1 Medium On contact, particle accelerator attaches and begins producing radical 
Higgs Bosons which neutralize the particles generated by SlowRun drive, 

and reduces speed by 1. Range: 3 Fuse: 1 Effect lasts 1 minute.

SHIPS CLASS Cost GUNS HARDPOINTS Armor Shield Speed Cargo Sockets

Class 1 Fighter Fighter 17000 2S/2L 2L/1H 95 5 6 3 1



• CHAPTER 5 •

The Universe started with a 
big bang, and that’s 
probably how you’ll go out. 
In the mean time, here’s how 
to dish it out.

SPACE FLIGHT AND COMBAT



Playing SCRIOS takes you into the farthest depths of space, 
and tackles a game mechanic that has long been left out of 
most tabletop games: three dimensions.  SCRIOS takes a 
simple approach, taking the math out it.  If you can count, 
you can play!

TAKING TURNS
In SCRIOS, your turn comes in two parts, a movement round 
and an action round. It is assumed that each turn takes a 
total of 1 second of game time, and everything done . The 
first move goes to the Space Marshal, your story teller.  She 
will set the scene, lay out the map, and other tasks as 
needed.  Play will proceed to the player on the left until it 
comes back to the Space Marshal.  Alternatively, players 
who want to vary the order of play may have a roll off, re-
rolling any ties, to determine who plays directly after the 
Space Marshal.

THE MAP AND YOUR PLACE IN THE 
UNIVERSE
Flying in space uses a hex grid. You can use any size grid you 
like, but we find that a 1 inch grid gives you enough space to 

fit a 20 sided die as 
your marker on the 
map, along with 
displaying your 
“height”  (technically, 
a “reference Z-Axis,” 
but we will call it 
height or depth from 
here on out). 
Regardless of the size 
of the hexes on your 
map, each hex will 
represent a 10 meter column of space. For the physics nerds 
in the audience (we love you! Everyone else may want to 
skip to the next paragraph, you’re not missing anything), 
assume the map is an XY plane moving at a velocity relative 
the ships in play, with the plane marking an arbitrary 1-point 
on a positive Z-axis. For dramatic effect, the Space Marshal 
will likely place the center at a point of interest in the 
scenario at hand, marking the height of the point of interest 
at 10.  

A word on using square grid maps: using a grid of squares is 
perfectly acceptable for the simple reason that everyone 
playing at your table is playing by the same rules, so no one 
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is at a disadvantage.  Hex grids work better due to our good 
friend Pythagorus: If your ship flies 100 meters in a diagonal 
line, you really shouldn’t be moving ten diagonal squares, but 
seven.  Trust us, we’ve done the math, and you don’t want to 
each time it’s your turn to play.  For simplicity sake, we 
recommend that on square grids, players cannot move 
diagonally, only to facing squares (up, down, left, right).  But 
that’s not as fun or realistic. Trust us, you’ll want to check out 
a hex grid map, and you can even print them for free online!  

There are many ways to show your character’s height in the 
game.  Like the flat map, we assume that every 10 meters is 1 
unit.  SCRIOS miniatures have cut outs in the base 
engineered to hold a standard 16mm 20 sided die.  To show 
your ship’s height above the map, place the die with the 
number of units up on the base. If you are using wipe-off 
markers, you can write directly on your ship’s token or even 
on the map, but this slows the game down. We really like 
using soda bottle caps in absence of a mini, as your 20 siders 
will rest easy in them, and they come in a variety of colors to 
distinguish players.

Ships can occupy the same column or even the same 10 
cubic meter square without harm to one another, but your 
minis probably can’t.  In this case, you can place your ship 
token in an adjacent grid, and place a small marking arrow 
(physical or drawn) to indicate the correct grid.

MOVING IN 3D

When moving your ship around the map, you move in three 
dimensions. This chart shows you how this is accomplished. 

 The chart can also be downloaded as a PDF from 
SCRIOS.com 

Here are several examples to help make sense of this chart. 
Remember that you ALWAYS move the shortest number of 
hexes on the map during your turn. You don’t have to loop-
de-loop or zig zag on the map, your evasive maneuverability 
takes this into account by taking any leftover movement and 
adding it to your defense.

Example 1: If your ship has a movement rating of 5, you are 
limited to moving the number of spaces over and vertical (up 
and down).  Looking at the chart, you see that if you move 5 
spaces away, you can move 1, 2, or 3 spaces up and down 
and still use your entire move rating.

Example 2: If your ship has a movement rating of 5, and you 
choose to fly 4 spaces below your current position, you can 
still move up to 4 spaces along the map away from your 
current position.  If you flew 3 spaces up, you could move as 
many as 5 spaces away from from your current hex.
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Moving off the map/Duels

There are no significant boundaries in space.  The 20 by 20 
grid map is just a small section of space to focus on the 
action at hand.  At times, you may find that one or two 
players might take part of the action away from the main 
group.  For example, an enemy might cut and run, but a hero 
may have a faster ship and be able to catch up with him. 
Space Marshals should have 1 or 2 spare “dueling maps” on 
hand, something that will fit on the table without interfering 
with the larger play at hand. These maps can also be used to 
extend your main map to allow players the freedom to 
venture beyond the main focus. You can print these on a 
single standard sheet of paper, or get them as part of a 
SCRIOS box set.
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MOVING
Each ship has a movement rating, or maximum acceleration, 
in multiples of 10 meters per second per second.  This rating 
determines how many hexes you can travel each turn you 
play. The Space Marshall will move all objects not directly 
under player command, then the players will be able to 
react in their respective turns. 

Evasive Maneuvers

During your move phase, you can choose to only move a 
part of your movement rating.  In doing so, don’t fly in just a 
straight line, you perform increasingly complex feats of stunt 
fly. When flying evasively, for every point of movement you 
don’t use, you can add that to your ship’s defensive rating.

Example: Your ship has a range of 6. You move 4 spaces 
forward, and drop down 2 spaces. You have only used 4 
spaces of your available range that turn.  You may take the 
unused range (2, in this case), and add it to your defense 
rating, reducing damage your opponents may inflict.  

Note that some conditions and abilities will add bonuses and 
penalties to these ratings as well.

Cut and Run (5 second burn)

Running away or chasing down a stray, sometimes you just 
have to push your ship for all it’s worth, in a straight line.  On 
you first move, move your maximum speed in a straight line. 
On your first action, declare your are running, take no 
additional action. On your second move, move your max 
speed again, continuing your straight line.  On your second 
action, move your max speed again and continue in the 
same line.  On your third turn, move DOUBLE your max speed. 
On your third action, move your max speed again. On your 
forth turn, move TRIPLE your max speed. On your forth action, 
move your max speed.  On your fifth and final movement 
round (if you are still on the map), move quadruple your max 
speed, and again travel your max speed on your fifth action 
round.

You cannot perform many actions during this process, 
including firing any weapons. Once complete, you are 
traveling at a completely different speed from anyone else 
on the map, and would have to commit another 5 second 
burn to return to their original velocity, and then travel back 
to the map at max speed, taking at least another 10 
seconds.
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 If you abort, you must spend as many rounds slowing down 
as you did moving. it could be a long trip back to the 
action...

Hiding in Shadows

For the most part, it is difficult to place a moving object 
between you and another moving object, but doing so can 
give you a significant tactical advantage. For instance, a 
freighter with a leaking reactor may be spewing hard 
radiation across the map, lowering the effectiveness of shields 
by 2 or 3 points; a handy asteroid might provide cover from 
this penalty. Also, a scout ship on the other side of the 
freighter may be undetectable to your sensors without 
actively scanning the area.

Generally speaking, it is rare for one single pilot ship to 
provide a significant area of coverage to shield another ship 
behind it. To do so, the two ships must occupy the same grid, 
and the ship providing the shielding MUST spend their entire 
movement action on evasive maneuvers. In essence the 
shielding pilot will be actively trying to place themselves 
between the two ships.  The shielding ship will then take all 
damage intended for the object it is trying to 
protect. Alternatively, the reverse is possible--a ship can 
actively fly around a stationary object of approximately the 
same size, and keep the stationary object between it and 
another target, but this would require the entire movement 
rate.

The SM is the sole arbitrator on any Line of Sight calls--If they 
feel there is partial coverage, they can apply bonuses or 
penalties as they feel appropriate. If a player would like to, 
they may ask the SM before making a movement if coverage 
would be possible; the SM only has to tell the player if the 
character would BELIEVE there would be coverage.  For 
example, a player may ask if moving to a spot on the map 
might put another object between them and an incoming 
missile.  The SM may provide assistance to the player, at his or 
her discretion. For example, the SM might say “Yes, you can 
hide behind this rock, but you must move here” or “No, you 
don’t have enough range to accomplish that intended 
maneuver.” It may also make in-game sense to inform the 
player that it’s too hard to tell.  For example “That gas cloud 
COULD hide you from the missile, but the only way to know is 
to try it.”  Or “Even if you moved here, you would still need to 
spend some movement on evasion...and your character isn’t 
sure exactly how much.”

ACTION ROUND
After all pieces have been moved, repeat the order and 
commit actions. There are several actions that can be 
performed during this round.

FIGHTING

You may either fire one of your ships gun types or launch a 
weapon during your turn. Your ship cannot launch a weapon 
at the same time it fires a gun.
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FIRING GUNS

While some ships have only one type of gun, most ships have 
a mix of Small, Medium, and Large guns.  Your ships energy 
stores can only fire one gun type at a time.  In other words, if 
your scout fighter has 2 light weapons and 1 medium 
weapon, you may only choose to fire the 2 light weapons or 
the medium weapon, not both. 

Gun Ships are unique in that when firing guns, they can either 
fire their Capital Ship gun, or all of their other guns, regardless 
of type.  These guns also can target independently.  For 
instance, if the Gun Ship is equipped with two Small guns, 
and two Large guns, the Gun Ship may choose to target one 
vessel with all four of these guns. Alternatively, the same ship 
could target one ship with both of it’s Large guns, as well as 
two different ships further away with each one of it’s light 
guns.  

When you fire guns, check the range of your weapons, and 
select one target in range.  Roll all the dice for each of your 
chosen weapons.  That is how much damage you deal to 
your target! 

LAUNCHING WEAPONS

You can launch rockets, missiles, drones, mines.  Place the 
marker for these on the map.  Rockets have a 1 second fuse 
before they go pop, meaning they can have damage 
resolution during the first action phase. You can adjust the 
range of a missile by decreasing or increasing the number of 

damage dice you will use.  For example, the basic Rocket 
has 4d4 damage dice, with a range of 5.  If your target is only 
4 spaces away, you can shorten the fuse, and  increase the 
damage to 5d4.  If the target is 7 spaces away, you can 
increase the range by two, by reducing the damage to 2d4.

You will be able to move missiles and torpedoes during your 
next ACTION turn, in addition to any other actions. Players 
control their own missiles, unless there are special 
circumstances. A missile’s 3-second fuse starts the turn they 
are launched, so most play sequences will usually look like: 
Launch, Move, Move-Bang. 

You will move Drones on your next MOVEMENT turns, and 
may control your drone’s weapons during your future action 
phases, just as you will your own ship. 

CAPITAL SHIP GUNS AND TORPEDOES

These weapons are really only effective against large, multi-
passenger craft or non-mobile installations like buoys.  A 
torpedo is a very slow missile that have technology allowing 
them to pass through the shields of large vessels, thus ignoring 
any shield related defense. One shot from any weapon type 
is enough to destroy a torpedo.

Capital Ship guns are the heaviest artillery, but have very 
limited range when mounted to single pilot craft.  When 
mounted aboard true Capital Ships, these cannon fire 
magnetically jacketed energy packets that can travel over 
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300 meters (30 hexes) before decomposing. Aboard Gun 
Ships, the jacketing technology is incompatible with the ship’s 
shielding, meaning the energy can only be effective for 
about one second, forcing the Gun Ship to be in very close 
range of it’s target. When successfully fired, however, a Gun 
Ship can completely obliterate the armor of a small Scout 
vessel, if the Scout’s pilot were stupid enough to be that 
close.

EJECTION

He who fights and ejects away, lives to fly another.  After 
ejecting from your craft, you drift through the void, 
defenseless, awaiting pickup.  Your flight suit has a small 
maneuvering unit, a communication system, and life support 
for up to 24 hours.  You are almost motionless. You are virtually 
invisible to anyone else unless you turn on your 
communication’s distress beacon.  Hope that someone 
reaches you in time.  Pray that person is friendly...  Your 
colleagues can open their cargo bays and let you crawl 
aboard if they have any remaining space in their hold.  Your 
enemies can only find you after scanning the area for 10 
seconds, and either shoot you down, scoop you up, or laugh 
as they leave you to die.

SCANNING

There are many factors that can effect your ability to act: 
solar flares, radiation belts, asteroids, nebula interference, 
sensor jamming buoys. Your ship’s onboard sensor package 
can benefit both yourself and your colleagues if you park 

your ship and wait for several seconds.  You may move into 
position on the first round, but your second round must not 
perform any movements INCLUDING evasion. This has a great 
tactical advantage: every two rounds your ship sits and 
scans, you and all your colleagues gain a +1 firing solution 
bonus to each weapon on the third round.  Some sensor 
upgrades or other factors can increase this bonus.

ELECTRONIC WARFARE AND COUNTER MEASURES

The science of technical systems is upgraded into your 
computer every time you land, but there is still an art that 
computers cannot match. Your character may have 
Electronic Warfare or Counter Measure skills.  These require 
your ship be outfitted with an upgrade to perform or learn. 
The skills will give you specific instructions on how to perform 
their actions. Without a skill or fortune, the upgrades are 
worthless.

Taking damage and Destruction
When hit, your ship has several defenses before you take 
damage.  First, your attacker rolls the damage dice for that 
attack, adding up the total.  You can then subtract the 
following from the damage dice: Your Shield rating, and your 
Evasive Maneuvers.  Your shields absorb some of the 
damage, and your maneuverability lets you dodge or deflect 
some of the damage.  Subtract the remaining damage from 
your armor.  
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Remember that all damage is happening at about the same 
time during play in SCRIOS. If a player receives damage, or is 
destroyed in the Action round, the consequences do not 
come into play until next round. By letting the Space Marshal 
go first, players have the benefit of taking dramatic, heroic 
action. For instance, should your ship take a fatal rocket blast,  
you may have a choice to either take one last shot at your 
attacker, or try to eject to safety.  

TAKING DAMAGE

When your armor is at zero, your ship starts taking damage on 
each successful attack. You may also take damage from 
special attacks. Roll a 3 sided die to determine which system 
is damaged, in this sequence: 1) Weapons, 2) Propulsion, 3) 
Shields. For each damage, you reduce the effectiveness of 
the system by one.  It is recommended that the Space 
Marshal keep track of this damage by placing Red, Orange, 
and Yellow markers in front of the player as a reminder to 
themselves and their fellow players.  

A ship will be destroyed when armor is down to 0 and the ship 
has more then 3 damage points.  A ship with any armor can 
still fly, regardless of how much damage it’s taken.

It is best that Supporting Characters damage level is not 
made obvious to the players unless it makes sense in the story 
to do so. Players are encouraged to keep track of the hurt 
they dish out, but having some doubt as to when the enemy 
will go boom adds a little excitement to the game. 

REPAIRING DAMAGE
IN FLIGHT

If your ship is equipped with a repair kit upgrade, you ship 
can affect some of it’s own repairs.  The repair kit can reduce 
one point of damage to each of the three main components 
with about one hour per component.  Repair kits cannot 
replenish armor.

Examples:

Your ship took 1 point of damage to the engines, reducing 
your speed from 5 to 4.  After an hour, your ship is back at full 
speed.

You took 2 points of engine damage, and 1 point to your 
shields.  After 1 hour, work on your engines has reduced the 
damage from 2 points to 1. After 2 hours, your shields are at 
full strength.  Your engines will need to be serviced the next 
time you land to repair the remaining damage. 

Your friends may also carry mobile repair kits. These are 
essentially robots with a small rocket motor that can act as a 
one time use repair kit. Mobile repair kits cannot repair 
damage beyond what the onboard repair kit could do. In 
the example above  Mobile repair kits take up on hardpoint 
on the ship they are launched from, and can be programed 
to repair the launching ship if needed.
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Armor patch kits are similar to the mobile repair kit, but will 
supplement your ship with more armor. Your ship’s defense 
system cannot support more than the maximum armor for 
that ship type, so any excess armor will simply “fall off.”

LANDING

Once you land your ship, effecting repairs is fairly simple. 
Once you find a professional Ship Wright, you should be able 
to pay them to fix your ship. Each Ship Wright may have their 
own price list for labor, but these are typical component 
costs:

Armor: 10 per point of armor

Guns: 10% of the cost of the most expensive gun for the first 
point, 20% for the second point, and increasing accordingly 
(i.e., if the guns have 3 points of damage, the cost would be 
60% of the cost of the most expensive non-Capital Ship gun 
equipped) 

Ship Systems (Propulsion or Shields):  10% of cost of Ship for 
each point of damage, up to 2 points per system. Any Ship 
System that has 3 or more points of damage might be a total 
loss, at the Space Marshals discretion. Guns can be swapped 
out, but the Engines and Shields are integrated systems, and 
have replacement costs of about half that of the ship’s 
value. If both Shields and Weapons have over 3 points, it 
would be just as expensive to purchase a new ship of the 

same make then to repair this extensive damage (assuming 
the pilot lived through the ordeal).  

SALVAGE

Should your vessel be a total loss, the raw materials are 
generally worth 10% of the original first-sale price, due to the 
extensive reclamation efforts needed to break it down into it’s 
constituent components.
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• CHAPTER 6 •

The next several pages are dedicated to 
adventures to play in the SCRIOS game. If you 

are not planning on playing as the Space 
Marshal in this game, reading beyond this 

page may decrease your enjoyment of this 
game.

You have been warned.

SAMPLE ADVENTURE



The mission begins, like all good RPGs, in a 
bar, with a job offer from a shadowy figure. 
The players are requested by a simple 
Antimatter prospector to find out why his 
magnetic traps are not netting their normal 
yield.  

This mission is intended as an introductory 
step into the SCRIOS universe, and can be 
approached with as many or as few players 
as desired.  It is assumed that all players are 

using starting level technology, but this 
scenario focuses more on exploration and 
tactics than on combat scenarios.

Please note that the Supporting Cast 
character sheets included here are for 
reference only, and will not record data.  
Please download the full sheets for free at 
SCRIOS.com

What  You  Need

1. 20X20 hex Map

2. 20 sided dice 
markers for each 
player, and 3-5 for 
Supporting Cast 
(including 
“props”) 

Opt iona l  
Mate r ia l s

3. Minis

4. Pregenerated 
Characters

5. Maps
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Trouble in Tango
"Tango Waystation, a fuel depot orbiting in the shadow of 
Mercury, too small to generate artificial gravity. 10 Docking 
berths just big enough for single pilot vessels like yours jut out 
haphazardly from the stations central core; freighters, like the 
tanker parked near by, have to shuttle in their goods, if they 
ever bothered to stop here. All ship access feeds into a 
cramped central room, poorly lit, and having the slightest 
odor of old bacon. The dock master tends bar in the center. 
Lounge spaces cover the walls, with individuals or small 
groups huddled around data terminals, or sipping their drinks. 
Your group is relaxing, taking in some R&R, looking for a break 
on a budget, or a big break to help increase your budget."

Supporting Cast:

Marcus Bradford: Tango Waystation Dock master. He runs the 
depot almost single handedly, setting up fuel transactions. He 
is a fair business man, but busy, and isn't interested in trouble. 
He keeps a wide burst stun rifle under the bar--he can taze 
the whole room in 10 or 12 shots. 

Darlene Grist: Arms dealer. She has most of the current tech 
available for sale or trade. Nothing fancy, just what you need 
to survive. If you need to buy a ship, she could have one 
delivered in a day or two.

Al Roberts: Mechanic, errand boy. Al doesn't officially work for 
Marcus, but he's making a meager living doing odd jobs, 
offering repairs for travelers to the station. 

Bounty Hunter: a gruff looking guy, not really up for much talk. 
If pressed for his name, he might give an alias, or just a one 
fingered solute. He may know a few things about the local 
area, but won’t give Jeb the time of day.

Jeb Crawley: fuel prospector. Jeb used to fly in the military. 
After a modest career, he started building Bussard collectors 
around Mercury, capturing fuel from the solar wind. Recently, 
his collectors have started coming up empty: the wind is 
there, the collectors work, but almost nothing is in the tank. 

Celina & Brett Pierce: married couple, on their way to the 
surface of Mercury to work on a research project. The shuttle 
to pick them up is late. She's a geophysicist, he's a writer. He 
confesses he's apprehensive about being away from home.

Suggested Variations:

 The setting is generic, any small hole in the wall, but 
something close to a primary star is good. Emphasize the lack 
of artificial gravity, the gritty frontier-feel. 

If the group is a military force on leave, the prospector used 
to fly for their squadron. He says he'd buy the pilots a drink, 
but he's had some rough times recently.
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If role playing an introductory meeting, Jeb has posted a 
help wanted sign, looking for the players.   

The Mission
Jeb will approach the characters early on, eager for help.  
He’s become a bit of a paranoid coot since his collectors 
have started going empty, and doesn't want to get caught in 
the void by himself. He will offer the players 100 credits each if 
they will do a patrol around his 
three collectors. If asked, he'll 
accompany them, but they'll only 
get half. (He could be talked up 
to 75 per person). Jeb is anxious 
to get to the bottom of it. He 
doesn't want the players to radio 
back to him, for fear of giving 
away his collectors locations, so 
he wants the players to come 
back and see him personally 
after visiting each collector. Jeb is 
willing to teach one skill if 
asked (or as a bargaining 
tip), and can even give the 
group an IOU he has from 
Grist for a few rockets. He's 
also willing to barter some 
services from Al the 
mechanic, but Al doesn't 
believe he owes Jeb any 

favors.

Collector 1

Place collector in center of the map, height 10. Players may 
start along any one edge and determine their own height. 
The collector creates an intense magnetic field to draw in 
solar wind. Everything on the map must reduce its shield 
rating by 1. Anything within 5 spaces of the collector must 
reduce their shields by 2.

If anyone decides to scan, they will detect a drone docked 
to the collector. Otherwise the drone will not be apparent 
until the players fly within 5 spaces of the collector, at which 
time it will detach and fly directly away from the players, in a 
cut-and-run maneuver.  The drone is not programed to 
attack, and will only try to out run the players, even if it is 
destroyed. It will flee to open space, so as not to tip the 
players off to who is behind 
the operation. 

Once alerted, Jeb will be 
upset and confused why 
he’s being targeted. He’s 
also not afraid to voice his 
paranoia that the robotic 
drones could be working 
against him on their own, as 
some kind of crazy robot 
uprising. Jeb’s a little kooky.
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Collector 2

The players have a second chance, but t have the 
advantage of knowing what to expect. Again, if anyone 
decides to scan, they will detect a drone docked to the 
collector. Otherwise the drone will not be apparent until the 
players fly within 5 spaces of the collector, at which time it will 
detach.  This time, the drove is programed to fight to it’s 
destruction or the destruction of any witnesses.

Furious that the drone is out for blood, Jeb promises to stop 
the drones at the source.

"Collector 3"

Jeb has a plan to tag a drone. He's worried that the drones 
will keep coming, so he's had Al rig up a rocket that can 

attach itself to the drone 
and broadcast its position. 
The players just have to fly 
up to 2 spaces from the 
collector, fire Jeb's rocket 
at a drone or attach it to 
the collector and go 
home. The rocket will take 
one light missile mount, has 
a non-adjustable range of 
2, and cannot be 
launched from a cargo 
bay. Firing at the collector 

will allow the rocket to reattach to a drone when one docks.

The collector has already been paid a visit, and been 
weaponized by the unseen enemy before the players arrive. 
Two possible configurations of the "collector" are possible. If 
any of the drones escaped, their owner knows Jeb has help 
and has set a bigger trap equipping the collector with 1 
Mark2 missile per character. Otherwise the collector is only 
equipped with two medium weapon turrets, each with two 
guns. Each turret can target one ship per turn. The collector 
will wait to fire until one ship is within 5 spaces of the collector. 
After the collector has been active for 4 turns, 2 drones 
appear from the same side of the map the players did 

(space at least 8 hexes apart, one set at 5 height, the other 
at 15), possibly indicating they followed the players from 
Tango Station. The drones will ignore anything outside of it's 
weapon range, dock with the collector for two rounds, and 
return to the freighter parked near Tango Waystation.
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WHAT'S NEXT
Who is controlling the drones? Do the players have time to 
investigate? What will happen to Jeb? These questions are 
up to you. While it's envisioned that this introductory 
adventure is just a side note on the character's longer journey 
through the galaxy, certainly this could open up into more 
story opportunities. Perhaps the drones are controlled by a 
crime syndicate that doesn't appreciate the players' 
meddling. Maybe the bounty hunter was actually hired to 
take out the group (or a single member of the group). The 
Pierces could use a ride down the gravity well to Mercury, or 
Al might be interested in tagging along with the players on 
their journey. Bradford may have some work for the players as 
well.
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• CHAPTER 7 •

Now what? You’ve had your first taste of 
combat, you’ve made your mark on the galaxy. 
Your imagination will carry you quite far, as your 
character grows.  But to help you on your 
journey, SCRIOS will grow, too, adding more 
options while striving to keep things simple.

THE FUTURE OF SCRIOS



You’ve been playing Phase One of SCRIOS.  Phase One 
focused on Space Flight rules, and basic character 
generation.

During the first year of SCRIOS’ launch, HaHaRich LLC will 
offer several gaming products: The free SCRIOS core rules, 
unique custom 3D-printed miniatures available on-demand 
for each spaceship that appears in the rules, and the first 
SCRIOS box set: Trouble in Tango, based on the introductory 
mission found in the SCRIOS core rules. 

Trouble in Tango will be available for order online, and 
include a double sided 20x20 map (broken into 4 10x10 
sheets, giving Space Marshals multiple play options in any of 
their games), several cardboard tokens to help with game 
play, a copy of the quick start rules, printed game aids, and 
pre-generated characters to jump into the game with.  A 
special, limited edition of the Trouble in Tango boxed set will 
also be available to a select few when HaHaRich LLC will 
demo the game at Origins Game Fair, and will include 
several plastic playing pieces, molded on the 3D-printable 
miniatures. See SCRIOS.com for more information.

The next piece of SCRIOS is to add tools to help Space 
Marshals shape their universe. These chapters will roll out over 
the next few months, helping SMs tailor the look and feel of 
their universe to their player’s tastes.

Phase Two will add several new and exciting game 
mechanics that will literally take your game to “the next 

level.” We don’t want to give away too much, but we 
promise things will get BIGGER and better, but stay true to 
what you’ve already seen. Also, expect expanded material 
to help inspire Space Marshals to design and evolve their own 
universe.

New missions will be rolled out as well, both free and paid. 
Low cost, rich content missions will bring new experiences, 
and offer jumping off points for Space Marshals to 
incorporate into their own worlds. The missions will focus on 
unique interactions, offer universe changing decision points, 
and are designed to be dropped into any SCRIOS game with 
a little tweaking--no one is going to ask you to go out and kill 
10 rats. Anyone who downloads the SCRIOS core rules from 
Apple’s iBooks will get updates when any new materials like 
ships, skills, or equipment are added to the game universe by 
new missions.

The Antimatter technology level will be fully fleshed out, and 
a great deal of story development tools will be provided to 
support the SlowRun drive technology.

Phase Three will bring the focus back on the characters.  
Phase Three will introduce new low cost books that focus on 
making richer, deeper characters, and help Space Marshals 
to design new space ships that fit in the game world. 

The Electronic Warfare skills and equipment will be available, 
adding a new layer of game play for those who want a more 
cloak-and-dagger feel to their combat experience.
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A new player technology level will be deployed, the Artificial 
Singularity drive.  Previously retained only for cutting edge, 
top secret capital ships, like all good technology, the Artificial 
Singularity technology opens a large swath of consumer 
goods for your players to further customize their ships. 

Players will always be able download the Core Rules for free, 
but for those who would like access to the entire catalog of 
Core eBooks, a flat-rate priced omnibus will be available 
through iBooks, and will automatically update when new 
material is made available.  File size restrictions may require 
that several volumes be made at reasonable intervals 
depending on how often new material is produced, but 
those volumes will always be made at significant discount to 
the per-item price of the material in the book.

Phase Four will introduce the first departure from the generic-
universe approach of SCRIOS, offering two fleshed out 
universes for players to explore. The first, a large, many-
factioned universe with a great deal of areas to explore, 
populated with many people with unique agendas.  The 
second, set in a multi-front all-out war, placing the players on 
the front lines. Support materials for these will be unique, and 
not included in the core game Omnibuses, but drawing from 
the rich set of tools provided by the mature game system. 
Game development will continue on three branches: 1) the 
core game system, adding and maintaining as needed to 
provide more material for any player to use in any setting. 2) 
The open world, with its many planets and factions. 3) The 
always-at-war setting. 

Thank you for taking the time to read through this book. We 
hope you enjoyed playing this game as much as we helped 
making it.
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SCRIOS

SCRIOS is a Tabletop role playing game focused on space superiority fighter combat
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