
Character
Types

The
w
orld

of
Fully

A
utom

ated
is
a
character

classless
society:the

gam
e
doesn’t

use
character

classes
in
a
form

alsense,since
it
conflicts

w
ith

the
them

es
of

hum
an

variety,
identity

detached
from

profession,and
of

open-ended
character

self-actualization.B
ut

if
you’re

looking
to

be
usefulin

a
group,here

are
som

e
character

types
that

describe
traits

that
are

w
ellsuited

to
round

out
a
party.

H
acker

You
like

to
m
anipulate

the
technosphere

around
you

to
gain

entry,control,or
advantage.

Som
etim

es
hackers

specialize
in
m
odifying

electronics
and

other
physicaldevices,and

som
etim

es
in
netw

ork
penetration

and
code.

R
ecom

m
ended

Skills:
H
acking

Softw
are;H

acking
H
ardw

are;A
ssess

Tech;D
etection

&
A
nalysis;and/or

Physics
&
Engineering

R
ecom

m
ended

Stats:Intelligence;O
bservation;and

K
now

ledge.

Tinkerers,engineers,technicians,and
any

curious
characters

m
ake

great
hackers.

Investigator

You
see

w
hatothers

m
iss

and
draw

outdata
w
here

others
see

noise.You
can

bring
the

hidden
into

the
lightand

m
ake

sense
ofm

ysteries.

R
ecom

m
ended

Skills:SituationalAw
areness;R

esearch
&
Investigation;D

etection
&

A
nalysis;A

ssess
Tech;C

om
m
unity

C
ontact;and

any
subject

m
atter

expertise

R
ecom

m
ended

Stats:O
bservation;K

now
ledge;and

Intelligence.

D
etectives,journalists,and

puzzle-solvers
m
ake

great
investigators.

H
ealer

You
restore

the
injured.Som

etim
es

it’s
in
a
clinic.Som

etim
es

it’s
unexpectedly

outin
the

w
orld.A

nd
som

etim
es

you’re
friends

w
ith

people
w
ho

getinto
situations

thatrequire
a
lotof

urgentcare.Som
e
healers

depend
m
ore

on
brains,and

som
e
m
ore

on
heart.

R
ecom

m
ended

Skills:C
are;M

edicine;C
hem

&
M
olecular

B
io;Em

pathy;and
som

etim
es

Physics
&
Engineering.

R
ecom

m
ended

Stats:Intelligence;K
now

ledge;O
bservation,or

Strength.

D
octors,m

edics,clerics,nurses,therapists,socialw
orkers,and

generalcare
givers

allm
ake

good
H
ealers.
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Custom
Skills

Players
and

G
M
s
aren’t

lim
ited

to
the

skills
listed

on
the

character
sheet.A

nyone
using

this
system

is
encouraged

to
m
odify

or
replace

any
skills

w
ith

ones
that

m
ake

m
ore

sense.It’s
for

this
reason

that
the

skilllist
on

the
character

sheet
includes

tw
o
blank

spaces.G
M
s

interested
in
encouraging

players
to

propose
interesting

specialty
skills

m
ay

w
ish

to
off

er
a

1
point

bonus
to

up
to

tw
o
custom

skills
(w
hich

m
eet

w
ith

their
approval,obviously).

H
ere

are
som

e
exam

ple
custom

skilloptions:

●
Prestidigitation

●
H
orticulture

●
N
on-hum

an
A
nim

alC
onnection

●
M
athem

atics

●
C
low

ning
&
Pantom

im
e

●
K
not

Tying
●

Logistics
●

Fire
Spinning
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SpecialSkills
The

follow
ing

skills
are

notable
for

off
ering

additionaleff
ects

or
having

an
outsized

value.

Com
bat

-
The

com
bat

skilldeterm
ines

how
m
any

points
players

have
to

spend
on

selecting
C
om

bat
Profi

ciencies.The
cost

of
these

profi
ciencies

are
described

in
the

C
om

bat
section.

Players
m
ay

also
take

a
com

bat
related

ability
for

every
2
pts

allotted
to

the
com

bat
skill.

Athletics
-
For

every
2
points

they
assign

to
the

A
thletics

skill,players
m
ay

take
an

A
bility

from
one

of
the

follow
ing:Endurance-B

ased
A
ugm

entations;A
thletic/Threat-B

ased
A
ugm

entations;Strength
and

D
exterity

A
bilities;or

R
espiration-B

ased
A
ugm

entations.

Psionics
-
Players

m
ay

take
a
psionic

ability
for

every
2
points

they
assign

to
the

psionics
skill.For

instance,if
a
player

assigns
8
skillpoints

to
psionics

they
can

select
four

psionic
abilities.G

M
s
are

encouraged
to

consider
lim

iting
players

to
selecting

am
ong

the
fi
rst

level
of

psionic
abilities

after
Aw

aken
during

character
creation.

Law
&
Crim

e;H
istory

&
G
eography;Physics

&
Engineering;Chem

&
M
olecular

B
io

-
For

every
2
points

placed
into

these
skills,players

can
take

one
ability

from
R
eason

and
Learning

A
bilities,A

ssistance
A
bilities,or

Skill&
A
bility-related

abilities.Points
can

be
distributed

across
these.For

instance,a
player

w
ho

assigns
1
point

to
allfour

can
select

tw
o

abilities
from

the
options

listed.

M
edicine

and
Care

-
Points

in
m
edicine

and
care

are
used

to
healcharacters.H

ealing
actions

can
be

perform
ed

w
ith

m
inim

alresources
using

the
standard

skillcheck
m
echanic.

If
using

a
standard

m
edicalkit

containing
m
edicinalputty,how

ever,the
num

ber
of

health
points

restored
is
equalto

the
sum

of
these

tw
o
skills.

Charm
;Em

pathy;Psychology;Com
m
unity

Contact;and
SituationalAw

areness
-
These

fi
ve

skills
have

been
som

e
of

the
m
ost

frequently
used

in
gam

eplay.Their
outcom

es
m
ay

not
alw

ays
be

signifi
cant,but

players
should

be
aw

are
w
hen

selecting
skills

of
the

outsized
role

that
these

fi
ve

often
have

based
on

their
frequent

use
and

broad
utility.

G
row

th-focused
character

creation

The
default

skillallotm
ents

are
intended

to
help

new
players

start
the

gam
e
already

feeling
accom

plished
in
the

w
ay

that
m
any

players
w
illstart

a
gam

e
of

D
&
D
by

creating
characters

already
at

their
second

or
third

level.

If
readers

expect
to

play
a
long

cam
paign

in
w
hich

their
characters

progress
from

unnotables
to

legends,players
are

encouraged
to

start
by

giving
them

selves
three

skills
w
ith

6
points

and
no

7
or

8
point

Skills
and

letting
players

build
Skills

up
to

eight
points

gradually
by

spending
experience

points
on

increasing
Skillpoints.
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N
egotiator

G
row

ing
up,you

w
ere

told
to

“use
your

w
ords”,and

you’ve
found

thatreally
w
orks

for
you.

You
know

people,culture,and
w
hatto

say.You
pay

attention
to

those
you

interactw
ith

and
dem

onstrate
high

em
otionalintelligence

to
find

solutions
to

problem
s
you

encounter.

R
ecom

m
ended

Skills:C
harm

;Intim
idation;A

cting;A
rt,M

usic,&
C
ulture;Em

pathy;
Psychology;C

om
m
unity

C
ontact;and

possibly
Psionics

R
ecom

m
ended

Stats:C
harism

a;O
bservation;and

som
etim

es
K
now

ledge
or

Strength.

A
ctors,law

yers,governm
ent

delegates,union
reps,and

other
positions

that
require

cooperation
m
ake

naturalnegotiators.

K
now

er

In
a
w
orld

overflow
ing

w
ith

data,som
e
people

don’tquite
appreciate

the
purpose

of
storing

a
m
ind

fulloffacts.Butbesides
paying

off
w
hen

a
situation

doesn’tallow
for

a
cyberspace

search,you
know

thatdata
isn’tknow

ledge
untilit’s

understood.The
diff

erence
betw

een
grasping

the
w
orld

and
floating

into
ontologicalrelativism

is
context.W

ho?
W
hat?

W
here?

W
hen?

W
hy?

H
ow

?
A
s
D
ecartes

observed,to
think

is
to

be.A
nd

you
like

to
be.

R
ecom

m
ended

Skills:R
esearch

&
Investigation

are
highly

recom
m
ended;along

w
ith

C
om

m
unity

C
ontact;A

rt,M
usic,&

C
ulture;H

istory
&
G
eography;and

any
of

the
other

subject
m
atter

skills

R
ecom

m
ended

Stats:K
now

ledge
&
O
bservation

A
rchivists,Librarians,A

nalysts,and
Scientists

m
ake

good
K
now

er
characters.H

ighly
technicalw

orkers
like

supply
chain

analysts
w
ith

a
hobby

interest
in
one

or
m
ore

esoteric
liberalarts

are
a
fun

w
ay

to
be

the
character

in
a
group

w
ho

has
the

m
ost

understanding
of

the
gam

e
w
orld’s

inner
w
orkings.

Athlete

Your
body

is
a
tool.W

ith
ityou

can
go

places,do
things,survive

and
thrive.You

take
care

of
your

physicalform
to

keep
itready

to
serve

any
need.W

hether
you’re

racing
a
m
ountain

bike
dow

n
a
foresttrailor

leaping
betw

een
rooftops,you

trustyour
m
uscle,bone,and/or

m
etalto

take
you

w
here

you
need

to
go.

R
ecom

m
ended

Skills:A
thletics;W

ill;R
iding

&
Piloting;Stealth

R
ecom

m
ended

Stats:Strength;D
exterity;Endurance

C
om

petitive
athletes,physicaltrainers,dancers,outdoor

enthusiasts,adrenaline
junkies,

explorers,fi
refi

ghters,construction
w
orkers,or

anyone
else

w
ho

enjoys
pushing

their
lim

its
or

challenging
them

selves
can

m
ake

good
athletes.
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Fighter

The
lastarena

ofconflictresolution
is
physicalresolution,and

you
prefer

notto
be

ata
disadvantage

w
hen

such
situations

arise.M
aybe

you
believe

that
projecting

your
ability

to
face

violence
is
the

besttoolofdiscouragem
ent.M

aybe
you

find
joy

in
the

challenge
or

the
m
ovem

ent.O
r
m
aybe

you
justthink

civility
is
a
pretty

m
yth

hum
ans

tellone
another.

Fighters
can

exhibita
variety

ofstyles,such
as

unarm
ed,m

elee,or
ranged.M

ake
sure

to
talk

to
the

G
M
to

determ
ine

w
hether

a
Fighter

w
illbe

usefulto
a
cam

paign.

R
ecom

m
ended

Skills:C
om

bat
and

A
thletics

R
ecom

m
ended

Stats:Strength;D
exterity;Endurance

M
ost

characters
w
ho

w
ould

m
ake

good
athletes

w
ould

also
m
ake

good
fi
ghters,though

characters
w
ho

enjoy
confronting

conflict
or

w
ho

have
a
passionate

m
oralalignm

ent
are

especially
suited.A

dventurers,m
onks,and

other
clergy

m
em

bers
m
ay

m
ake

good
fi
ghter

characters.Soldiers
and

other
m
ilitary

characters
are

a
naturalfi

t,but
be

sure
to

review
the

culture
of

arm
ed

forces
w
ith

other
players

and
m
ake

sure
your

character
concept

w
on’t

create
unw

anted
friction

at
the

table.

Assigning
Skills

and
optim

izing
characters

W
hen

deciding
w
hich

skillpoints
to

assign
to

w
hich

skills,players
m
ay

recognize
that

the
desire

to
accurately

reflect
w
hat

a
character

is
best

at
com

es
into

conflict
w
ith

eff
orts

to
assign

skills
in
a
w
ay

that
m
akes

a
character

successfulw
ithin

gam
eplay.A

character’s
backstory

m
ay

im
ply

that
they’re

strongest
skills

are
in
a
series

of
subject

m
atters.Players

m
ay

be
conflicted

about
reflecting

this
if
these

skills
happen

to
be

far
less

com
m
only

used
than

m
any

others.W
e
recom

m
end

these
tw
o
approaches:

O
ption

A
:fi

rst
select

the
overallset

of
skills

that
fi
t
the

character,then
assign

points
w
ithin

them
in
w
hatever

w
ay

seem
s
likely

to
m
ake

them
successfulat

gam
eplay.For

instance,they
m
ay

be
an

expert
m
artialartist

w
ho

is
pretty

good
at

hacking,but
you

can
stillgive

them
8

points
in
hacking

and
just

5
in
com

bat
if
that

gives
you

the
m
ove

set
that

you
w
ant.Players

are
under

no
obligation

to
m
ake

their
ranking

of
abilities

directly
m
atch

their
relative

ability
levels

at
various

tasks.The
skillsheet

is
a
toolto

play
a
character

in
a
w
ay

that
feels

fun
and

m
akes

sense,so
as

long
as

they’re
not

incom
petent

at
som

ething
for

w
hich

they’re
supposed

to
have

m
astery,the

relative
rankings

shouldn’t
m
atter.

O
ption

B
:don’t

w
orry

about
gam

eplay.A
ssign

skills
as

authentically
as

possible
and

disregard
how

this
w
illim

pact
play.The

diff
erence

of
a
few

points
probably

w
on’t

radically
im

pact
your

experience
of

playing
the

gam
e,and

w
illbe

fun
either

w
ay.

W
e
prefer

option
B
.In

the
process

of
m
aking

the
tem

plate
characters

for
the

gam
e,though,

w
e’ve

applied
option

A
.
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H
acking

H
ardw

are
-
H
ardw

are
hacking

operates
sim

ilarly
to

H
acking

Softw
are,but

applies
to

physicaltechniques.R
ollIntelligence

+
H
acking

H
ardw

are
to

disable
a
bom

b,or
D
exterity

+
H
acking

H
ardw

are
to

pick
a
physicallock.

M
edicine

-
The

m
edicine

skillaids
any

task
that

relies
on

a
character’s

know
ledge

of
the

fi
eld

of
m
edicine.R

ollK
now

ledge
+
M
edicine

to
diagnose

a
condition.R

ollD
exterity

+
M
edicine

to
perform

surgery.A
long

w
ith

C
are,the

M
edicine

skilldeterm
ines

how
m
any

points
a
character

can
restore

w
hen

healing
som

eone.

Law
&
Crim

e
-
The

Law
&
C
rim

e
skillis

another
subject

m
atter

know
ledge-based

skill.R
oll

for
K
now

ledge
+
Law

&
C
rim

e
to

know
w
hat

legalconsequences
m
ight

apply
to

a
given

action.R
ollIntelligence

+
Law

&
C
rim

e
to

devise
a
legalstrategy,or

C
harism

a
+
Law

&
C
rim

e
to

negotiate
a
contract.

Psychology
-
The

Psychology
skillallow

s
characters

to
apply

an
understanding

of
cognition

and
behavior

to
understand

and
persuade

sentient
creatures.R

ollO
bservation

+
Psychology

to
assess

a
character’s

state
of

m
ind

or
Intelligence

+
Psychology

to
identify

w
hat

kind
of

appeala
character

m
ight

fi
nd

m
ost

persuasive.

H
istory

&
G
eography

-
The

H
istory

&
G
eography

skillassists
w
ith

any
check

that
requires

a
factualor

intuitive
understanding

of
the

past
events

that
shape

the
present

and
the

landscape,w
ithin

w
hich

allsuch
events

transpire.R
ollK

now
ledge

+
H
istory

&
G
eography

to
understand

the
context

that
inform

s
w
hy

a
character

of
a
given

identity
group

is
distrustful

of
a
specifi

c
profession.R

ollO
bservation

+
H
istory

&
G
eography

to
fi
nd

a
secret

building
entrance

through
a
forgotten

subw
ay

access
tunnel.

W
ilderness

-
The

W
ilderness

skillapplies
to

actions
used

to
live

and
survive

w
hen

cut
off

from
m
ost

of
the

built
w
orld.R

ollfor
D
exterity

+
W
ilderness

to
start

a
cam

pfi
re,or

Intelligence
+
W
ilderness

to
navigate

by
the

stars.

Physics
&
Engineering

-
The

Physics
&
Engineering

skillis
used

to
com

plete
checks

that
require

an
understanding

of
m
echanical,electrical,opticalproperties

that
shape

the
w
orld.

R
ollIntelligence

+
Physics

&
Engineering

to
attem

pt
to

bounce
a
radio

signaloff
a
canyon

w
allto

reach
a
target.R

ollStrength
+
Physics

&
Engineering

to
apply

leverage
to

m
ove

a
heavy

ferm
entation

tank
blocking

a
pathw

ay.

Chem
&
M
olecular

B
io.-

The
C
hem

&
M
olecular

B
io
skillassists

w
ith

checks
that

depend
on

an
understanding

of
chem

istry
and

m
icrobiology.R

ollIntelligence
+
C
hem

&
M
olecular

B
io

to
determ

ine
the

function
of

a
protein-coding

gene.R
ollEndurance

+
C
hem

&
M
olecular

B
io

to
m
ake

dietary
choices

to
stave

off
dehydration

if
stranded

in
the

w
ilderness.
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Creating
your

character’s
backstory

The
biographicalsection

on
the

fi
rst

page
of

the
character

sheet
is
m
eant

to
help

guide
players

in
im

agining
w
ho

their
character

is
and

com
m
unicating

that
to

others.It
begins

w
ith

a
space

to
describe

Fam
ily,N

eighbors,and
Acquaintances.Players

should
use

this
space

to
describe

w
ho

m
akes

up
their

closest
circle

of
trust.These

are
the

people
that

often
defi

ne
how

w
e
are

shaped
and

view
ed

by
the

w
orld.

The
second

space
is
for

a
Curriculum

Vitae.In
the

present
day,a

C
V
is
com

m
only

used
in

academ
ic
jobs

in
place

of
a
resum

é.It
is
latin

for
“course

of
life”

and
players

are
encouraged

to
list

out
their

characters’academ
ic
and

professionalpath
in
a
w
ay

that
explains

w
hat

roles
they

generally
serve.A

C
V
m
ay

tella
story

of
som

eone
w
ho

excelled
academ

ically
and

then
pursued

a
traditional

career
in
m
edicine,law

,science,etc..
H
ow

ever
it
m
ay

also
describe

som
eone

of
varied

passions
or

an
aversion

to
narrow

com
m
itm

ents
w
ho

has
chased

m
any

interests
through

unconventionalpaths.It
is

assum
ed

that
studying

and
perform

ing
are

not
distinct,and

that
characters

are
not

expected
to

regim
ent

their
lives

into
separate

eras
of

learning
and

doing.For
exam

ples
of

how
a
C
V
m
ay

look,
refer

to
the

tem
plate

characters.

N
ext

to
follow

ers,players
are

encouraged
to

list
the

size
and

style
of

their
socialnetw

ork.
D
etails

can
be

found
later

in
this

section
under

Follow
ers.M

ore
inform

ation
on

socialm
edia

can
be

found
in
the

section
Inhabiting

the
W
orld

under
SocialM

edia.

A
fter

that
is
a
space

to
describe

a
character’s

living
arrangem

ent.Sim
ilar

to
one’s

fam
ily

and
friends,w

here
one

lays
their

head
at

night
heavily

shapes
the

groove
they

carve
in
the

w
orld,and

that
w
hich

the
w
orld

carves
in
them

.Players
m
ay

live
in
an

apartm
ent

in
the

city
w
ith

fam
ily;on

a
productive

com
m
une;in

a
m
inim

alist
basem

ent
w
here

they
spend

m
ost

of
their

tim
e
in
cyberspace;at

a
professionalresidence

like
a
fi
re

station;living
nom

adically
out

of
a
vehicle

or
on

friends’couches;and
so

on.

The
fi
nalspace

is
a
generalone

for
listing

equipm
ent

they
favor

or
a
short

explanation
of

w
hat

they’re
about.
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Fam
ily,Com

m
unity,&

Living
Arrangem

ents
A
llof

this
is
for

roleplay
purposes.This

gam
e
is
m
eant

to
im

m
erse

players
in
a
diff

erent
w
ay

of
living

life.In
Fully

A
utom

ated,it
is
assum

ed
that

characters
have

a
strong

and
healthy

socialnetw
ork

that
m
eets

their
needs.For

som
e,that

m
ay

m
ean

four
generations

of
biologicalfam

ily
and

inlaw
s
living

on
a
shared

floor
of

an
apartm

ent
tow

er.For
others,that

could
be

a
best

friend
w
ho

they
hang

out
w
ith

m
ostly

in
cyberspace

and
a
neighbor

w
ho

checks
in
on

their
cat

w
hile

they
travel.

W
hen

you
sit

dow
n
to

play,ask
w
ho

you
see

regularly.It
could

be
a
barista,a

food
cart

vendor,an
anim

alcom
panion

or
a
chess

group
that

m
eets

in
the

park.In
order

to
play

as
a
person

connected
to

their
com

m
unity,ask

w
here

you
lay

your
head

at
night

and
w
ho

w
ould

be
the

fi
rst

person
to

notice
if
you

disappeared.

Fam
iliars

Players
m
ay

w
ish

to
have

a
synth

assistant
or

anim
alcom

panion.B
oth

are
encouraged.A

ll
that

is
necessary

is
that

they
give

fam
iliars

a
nam

e
and

describe
their

physicality
to

allow
the

G
M
to

incorporate
them

into
the

story.If
the

player
has

a
com

bat-capable
anim

al
com

panion
like

a
dog,that

com
panion

is
assum

ed
to

be
able

to
play

the
C
law

attack.This
is

a
renam

ed
version

of
the

“Trained
Strike”

attack.

Education,Roles,&
Associations

H
ow

a
character

has
dedicated

their
tim

e
in
the

past
and

present
says

a
lot

about
w
hat

is
im

portant
to

them
.It

tells
us

w
hat

interests
or

roles
they

invested
in
learning

and
perform

ing.A
dditionally,w

ho
you

affi
liate

w
ith

helps
establish

a
character’s

form
of

interaction
w
ith

various
com

m
unities.For

the
C
V
section,players

are
encouraged

to
ask

how
they

arrived
at

w
ho

they
are.They

likely
started

out
being

shaped
by

a
hom

e
life

w
ith

fam
ily

and
an

educationalexperience.From
there,m

ost
people

begin
to

discover
their

unique
path.It

m
ay

be
a
deliberate

path
to

w
hich

they
dedicated

early,or
it
m
ay

be
a

confusing
set

of
tw

ists
and

turns.They
m
ay

have
signifi

cant
form

ative
experiences,such

as
seeing

a
certain

w
ork

environm
ent

or
m
eeting

som
eone

w
ho

inspired
them

to
pursue

the
sam

e
calling.Players

should
im

agine
how

,in
a
w
orld

that
prioritizes

giving
allyoung

people
access

to
education

and
tools

to
self

actualize,their
character

grew
from

childhood.A
dd

jobs,degrees,achievem
ents,or

just
descriptions

of
experiences

as
desired.

B
elow

is
a
sam

ple
of

organizations
that

players
m
ay

fi
nd

usefulas
inspiration

for
w
hat

kind
of

roles
a
character

m
ay

fi
llin

their
com

m
unity

that
m
ake

sense
in
an

adventure
context.

Protection
Agencies

&
O
ther

Service
O
rganizations

Volunteer
protectors

fi
llthe

crisis-response
role

currently
fi
lled

by
police

offi
cers.

These
protection

agencies
off

er
structuralbenefi

ts
and

justifi
cation

for
players

to
be

called
into

em
ergencies

that
can

be
very

usefulto
players

(and
G
M
s).See

Service
O
rganizations

for
details.
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Art,M
usic,&

Culture
-
This

skillallow
s
characters

to
m
ake

use
of

their
understanding

and
appreciation

of
elem

ents
of

culture.R
ollIntelligence

+
A
rt,M

usic,&
C
ulture

to
interpret

clues
hidden

in
a
painting.R

ollK
now

ledge
+
A
rt,M

usic,&
C
ulture

to
dem

onstrate
cultural

literacy
in
a
sensitive

diplom
atic

situation.

Com
m
unity

Contact
-
C
om

m
unity

contact
is
the

skillof
know

ing
people

and
being

know
n.

It
describes

the
size

of
a
character’s

socialnetw
ork

and
their

ability
to

rely
on

friends
and

friends-of-friends
for

aid.R
ollK

now
ledge

+
C
om

m
unity

C
ontact

to
know

w
ho

in
a

neighborhood
is
likely

to
have

an
ear

to
the

ground.R
ollC

harism
a
+
C
om

m
unity

C
ontact

to
build

trust
w
ith

a
character

based
on

reputation
or

shared
acquaintances.

Care
-
C
are

is
the

skillof
perform

ing
physicaltasks

associated
w
ith

care
as

w
ellas

the
m
entaland

em
otionalacts

of
care.R

ollIntelligence
+
C
are

to
identify

m
edicinalherbs

and
roots

in
the

w
ild,or

C
harism

a
+
C
are

to
reassure

a
grieving

person.Skillpoints
in
C
are

are
also

used
to

determ
ine

the
H
P
a
character

can
restore

through
healing

actions.

SituationalAw
areness

-
This

skillallow
s
characters

to
take

in
and

integrate
a
holistic

understanding
of

their
surroundings.R

ollO
bservation

+
SituationalAw

areness
to

passively
perceive

things
about

a
m
om

ent,from
threats

to
concealed

passages.Situational
Aw

areness
is
the

m
ost

com
m
on

skillem
ployed

w
hen

entering
a
new

environm
ent

to
perceive

the
w
orld

around
you,how

ever
it
is
m
eant

for
observing

things
passively

or
in
a

broad
sense

rather
than

deliberately
or

narrow
ly
searching

for
som

ething.

D
etection

&
Analysis

-
D
etection

&
A
nalysis

is
an

observationalskillused
for

observing
specifi

c
things

w
ith

high
sensitivity,w

hether
through

naturalor
technologicalsensors.R

oll
O
bservation

+
D
etection

&
A
nalysis

to
attem

pt
to

follow
a
scent,hear

a
faint

sound,or
detect

the
faint

radio
signature

from
a
hidden

device.D
etection

and
A
nalysis

can
be

used
as

a
substitute

for
SituationalAw

areness
as

a
player’s

typicalrollfor
perceiving

new
environm

ents,how
ever

they’llneed
to

specify
w
hat

they’re
focusing

their
attention

on,and
inform

ation
given

m
ay

be
m
ore

quantitative
in
nature.

Assess
Tech

-
This

skillis
used

to
exam

ine
and

understand
technology

and
apply

that
understanding.R

ollIntelligence
+
A
ssess

Tech
to

fi
gure

out
how

a
m
ysterious

device
operates.R

ollO
bservation

+
A
ssess

Tech
to

obtain
advantage

for
a
character

or
their

ally
before

attem
pting

to
disable

a
dangerous

device.

Research
&
Investigation

-
This

skillis
used

to
learn

m
ore

about
a
subject

through
searching

and
integrating

recorded
inform

ation.R
ollfor

Intelligence
+
R
esearch

&
Investigation

to
understand

a
com

plex
scientifi

c
theory.R

ollfor
K
now

ledge
+
R
esearch

&
Investigation

to
fi
nd

and
interpret

new
s
stories

about
a
person,group,event,etc.

H
acking

Softw
are

-
This

skillis
used

to
em

ploy
a
character’s

acum
en

in
understanding

and
m
anipulating

softw
are

and
data

transm
ission.R

ollIntelligence
+
H
acking

Softw
are

to
attem

pt
to

decrypt
fi
les

a
character

is
not

supposed
to

be
able

to
access,or

O
bservation

+
H
acking

Softw
are

to
identify

a
backdoor

in
a
system

.
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Athletics
-
R
ollan

athletics
check

to
perform

feats
of

physicalprow
ess.R

ollStrength
+

A
thletics

to
pullopen

a
heavy

gate,or
D
exterity

+
A
thletics

to
grab

on
to

an
aw

ning
w
hile

falling.

R
iding

&
Piloting

-
R
ollfor

R
iding

&
Piloting

w
henever

a
character

em
ploys

their
acum

en
in

controlling
a
vehicle.R

ollD
exterity

+
R
iding

&
Piloting

to
steer

a
flying

disk
out

of
the

w
ay

of
an

oncom
ing

vehicle,or
C
harism

a
+
R
iding

&
Piloting

if
trying

to
convince

another
character

of
ones’acum

en
at

piloting
a
catam

aran.

Stealth
-
Stealth

includes
any

activity
m
eant

to
be

done
in
a
discreet

m
anner.R

ollD
exterity

+
Stealth

to
enter

a
building

through
a
skylight

w
ithout

being
detected.R

ollC
harism

a
+

Stealth
to

blend
into

a
crow

d.

Em
pathy

-
Em

pathy
is
the

skillof
em

otionally
understanding

sapient
creatures

and
m
aking

them
feelunderstood.R

ollStrength
+
Em

pathy
to

disarm
an

aggressive
person

in
a
state

of
distress.R

ollK
now

ledge
+
Em

pathy
to

predict
the

actions
of

another
character.

W
ill-

W
illis

the
resolve

that
allow

s
one

to
im

pose
one's

desires
into

the
w
orld

through
the

pow
er

of
their

determ
ination.R

ollEndurance
+
W
illto

sw
im

through
an

icy
river.R

oll
C
harism

a
+
W
illto

rally
a
crow

d.

Com
bat

-
The

prim
ary

purpose
of

the
com

bat
skillis

to
determ

ine
how

m
any

points
a

player
can

spend
on

C
om

bat
Profi

ciencies.B
ut

this
skillcould

stillbe
used

outside
of

a
com

bat
encounter

by
rolling

for
Strength

+
C
om

bat
to

tackle
som

eone
in
a
bar

fi
ght

or
D
exterity

+
C
om

bat
to

dodge
an

attack
if
fi
ghting

occurred
outside

of
a
planned

com
bat

encounter.O
ne

could
also

rollfor
O
bservation

+
C
om

bat
to

interpret
w
hat

happened
w
hen

surveying
a
scene

after
a
fi
ght

took
place.

Psionics
-
Psionics

applies
w
henever

a
character

w
ishes

to
m
ake

use
of

their
profi

ciency
w
ith

em
pathic

m
entalabilities

or
related

topics.R
ollIntelligence

+
Psionics

to
tune

a
m
indscape

in
neurospace.R

ollEndurance
+
Psionics

to
resist

a
psionic

attack.

Acting
-
This

skillallow
s
players

to
convince

an
audience

of
w
hatever

the
player

is
trying

to
convince

them
.R

ollC
harism

a
+
A
cting

to
successfully

deceive
w
ith

a
lie.R

ollO
bservation

+
A
cting

to
assess

w
hether

som
eone

is
concealing

som
ething.

Charm
-
C
harm

is
a
character’s

ability
to

persuade
through

positive
encouragem

ent.R
oll

for
C
harism

a
+
C
harm

to
earn

a
w
ary

stranger’s
trust

or
to

rally
a
group

to
follow

you.R
oll

Intelligence
+
C
harm

to
try

to
flatter

som
eone

based
on

a
deductive

assessm
ent

of
their

interests.

Intim
idation

-
Intim

idation
is
a
character’s

ability
to

persuade
through

negative
pressure.

R
ollC

harism
a
+
Intim

idation
to

convince
another

character
to

stop
doing

som
ething

based
on

the
fear

of
legalconsequences

or
dam

age
to

their
reputation.R

ollStrength
+

Intim
idation

to
perform

a
physicalfeat

intended
to

frighten
a
character

into
cooperating.
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The
LA

Protectors
League

(LA
PL)is

a
w
ell-disciplined

organization
of

volunteers
regularly

trained
in
de-escalation

and
preservation

of
light

and
life.

The
Free

Protectors
N
etw

ork
(FPN

)is
a
loose

confederation
of

authority-skepticalprotectors
w
ith

standards
of

conduct
that

are
as

high
as

(or
arguably

higher
than)the

m
ore

m
ainstream

protectors
league,but

w
ith

broad
latitude

in
tactics.

The
LA

Civilian
O
rder

of
Protectors

(LA
C
O
P)is

a
traditionalist

protector’s
league

that
is
m
ostly

m
eant

to
off

er
potentialantagonists,though

players
are

free
to

join
it
if
it
suits

them
.

M
edic

and
Firefi

ghter
netw

orks
aren’t

defi
ned

as
specifi

cally
in
the

text
as

the
protector

agencies,since
it’s

assum
ed

that
there

isn’t
as

m
uch

politics
or

ideology
tied

up
w
ith

these
kinds

of
services

as
those

that
m
ay

encounter
or

em
ploy

violence.B
ut

players
w
ho

play
as

a
m
edic

or
fi
refi

ghter
are

stillencouraged
to

com
m
unicate

culturalsignifi
ers

through
the

netw
ork

they
affi

liate
w
ith.This

can
be

done
by

associating
w
ith

one
of

the
protector

netw
orks,a

spiritualor
religious

institution,a
specifi

c
neighborhood,etc.

M
edicalor

Scientifi
c
Affi

liations

Players
w
ho

are
m
em

bers
of

m
edicalnetw

orks,care
collectives,hospitals,clinics,universities,

labs,scientifi
c
bodies,etc.can

leverage
these

connections
for

access
to

data,expert
assistance,

and
advanced

scientifi
c
or

m
edicalequipm

ent.

U
nions

M
em

bership
in
unions

provides
a
trusted

connection
to

a
w
ide

array
of

frontline
technical

experts
em

bedded
everyw

here,keeping
essentialgoods

and
services

flow
ing.

Liberty
Com

pact
Signatories

Signatories
to

the
Liberty

C
om

pact
agree

to
w
ays

of
interacting

w
ith

other
signatories

that
m
odify

the
socialcontract

betw
een

them
selves.They

authorize
certain

behaviors
that

are
otherw

ise
prohibited

(such
as

dueling)and
prohibit

certain
behaviors

that
are

otherw
ise

authorized
(such

as
calling

on
protectors

other
than

affi
liates

of
the

Free
Protectors

N
etw

ork).
H
aving

a
player

in
a
party

w
ho

is
a
m
em

ber
of

this
ideologicalaffi

liation
m
ay

provide
fun

character
m
om

ents
and

advantages
in
negotiating

w
ith

others
of

the
sam

e
persuasion.

See
The

Liberty
C
om

pact
for

m
ore

inform
ation.

D
eep

Roleplay
Associations

In
a
w
orld

of
leisure,there

are
a
lot

of
Live

A
ction

R
olePlay

groups.If
a
character

engages
in
a

frequent
(or

fulltim
e)roleplay

as
a
w
erew

olf,tim
e
traveler,soldier

in
the

G
lobalC

lim
ate

W
ars,

furry
or

m
em

ber
of

the
fae,they

can
justify

connections
to

like-m
inded

m
ake-believers.W

hich,
as

w
e
allknow

,extend
invisibly

across
every

socialstrata
and

through
allhalls

of
pow

er.
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The
second

page
of

the
character

sheet
The

second
page

of
the

character
sheet

is
m
eant

to
provide

plenty
of

space
to

expand
on

w
ho

the
character

is
and

how
they

becam
e
that

person.M
uch

of
the

inform
ation

is
redundant

w
ith

the
fi
rst

page,but
w
ith

less
of

a
constraint

on
space.Players

are
encouraged

to
w
rite

out
a
succinct

biography
of

how
they

cam
e
into

the
w
orld

and
how

they’ve
navigated

it
since.

The
second

section
invites

players
to

say
m
ore

about
their

com
m
unity.Players

m
ay

w
ish

to
say

m
ore

about
the

personality
of

their
close

connections
or

list
a
greater

num
ber

of
them

.
It
can

include
key

individuals
as

w
ellas

groups.Players
are

strongly
encouraged

to
think

hard
about

their
extended

com
m
unity

in
reallife

and
draw

inspiration
from

w
hat

they
like

and
w
hat

they
m
ight

im
prove.They’re

also
w
elcom

e
to

describe
heartbreaks

and
traum

as.
Even

in
a
better

w
orld,neglect,abuse,abandonm

ent,and
loss

w
illhappen

from
tim

e
to

tim
e.

B
elow

this
is
a
section

to
describe

drivers
of

action:goals,m
otivations,and

w
eaknesses.

Follow
ing

this
is
a
space

to
list

violations
they

m
ay

have
com

m
itted.Lastly,there’s

a
space

to
w
rite

augm
entations

and
abilities

a
player

m
ight

w
ant

later.

O
ften,players

w
ish

for
som

ething
in
gam

e,but
have

trouble
rem

em
bering

these
w
hen

it’s
tim

e
to

spend
X
P.Players

can
w
rite

these
here

to
help

rem
ind

them
selves

later.

G
oals,M

otivations,and
Vulnerabilities

C
haracters’goals,m

otivations,and
vulnerabilities

provide
narrative

fuelfor
the

players
and

G
M
.They

help
players

apply
their

characters’ideologicalinvestm
ents

and
relationships

to
the

situations
they

encounter,and
off

er
G
M
’s
tools

to
m
ake

a
story

personalto
each

character.

M
otivations

Players
are

encouraged
to

invent
or

m
ix
m
otivations.The

key
elem

ent
of

a
m
otivation

is
that

it
is
stronger

than
self

preservation.This
allow

s
players

and
G
M
s
to

understand
w
hat

w
ould

inspire
a
character

to
face

dow
n
danger,and

w
hat

concepts
a
character

w
ould

fi
nd

em
otionally

im
pactful.Exam

ple
m
otivations

include:

●
Ego

or
pride

●
Justice

or
other

principles
●

A
rtistry

●
M
aterialgain

●
C
uriosity

●
R
eputation

w
ith

a
person

or
a
com

m
unity

●
Love

for
a
person,thing,or

group
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Skills

Skills
are

used
by

adding
a
relevant

Skillto
a
relevant

A
ttribute

to
defi

ne
the

character’s
A
bility

Score
for

the
task

in
question.Players

roll2d10
dice

and
add

the
result

to
their

A
bility

Score
along

w
ith

any
m
odifi

ers
to

determ
ine

their
degree

of
success.It

is
up

to
the

G
M
’s
discretion

to
adjust

the
ability

rating
w
ith

m
odifi

ers
appropriate

for
a
situation

and
to

interpret
w
hat

the
resulting

rolls
m
ean

in
term

s
of

the
story.

The
Skills

off
ered

are
m
eant

to
off

er
a
usefulset

of
actions

and
subject

m
atters

that
allow

characters
to

contribute
to

a
variety

of
situations.They

are
m
eant

to
be

interpreted
creatively,w

hich
is
w
hy

Skills
are

not
tied

to
a
specifi

c
A
ttribute.Em

pathy
can

be
based

on
Intelligence

or
on

Strength.A
player

attem
pting

to
sneak

across
an

area
could

rely
on

Stealth
and

D
exterity

to
m
ove

acrobatically
or

C
harism

a
to

blend
into

a
crow

d.Skillin
A
rt,

M
usic,&

C
ulture

could
be

applied
using

D
exterity

to
perform

a
dance,K

now
ledge

to
understand

the
historicalcontext

of
a
poem

,or
Intelligence

to
com

pose
m
usic.

Players
get

to
select

one
Skillto

w
hich

they
apply

8
points,one

to
w
hich

they
apply

7
points,

and
one

to
w
hich

they
apply

6
points.They

then
pick

three
skills

to
w
hich

they
apply

5
points,4

points,and
3
points.Finally,they

m
ay

pick
four

skills
to

w
hich

they
apply

2
points

and
1
point.8

pts
1
skill

5
pts

3
skills

2
pts

4
skills

7
pts

1
skill

4
pts

3
skills

1
pt

4
skills

6
pts

1
skill

3
pts

3
skills

The
available

skills
and

exam
ples

of
their

use
are

described
below

.G
M
s
should

be
com

fortable
suggesting

the
relevant

skillfor
an

action
but

are
also

encouraged
to

invite
players

to
suggest

skills
and

attributes
w
hich

they
think

w
ould

be
fi
tting,provided

that
they

can
explain

how
they’d

go
about

applying
the

skillthey
propose.
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Ability
Points

Consequence

4
Very

poor.Likely
the

w
orst

in
any

crow
d
of

100
random

people.

5
Poor.Typically

the
w
orst

in
any

random
group

of
10

people.

6
Below

average.Likely
to

rank
7th

or
8th

in
a
crow

d
of

10.

7
Average.

8
M
ildly

above
average.

9
Very

good.Signifi
cantly

above
average.In

the
90th

percentile.

10
G
reat.In

the
95th

percentile.

11
Incredible.Likely

the
best

in
any

crow
d
of

100
people.

12
Legendary.In

the
99.9th

percentile.

SkillPoints
Consequence

0
Below

average.Totally
unskilled.

1
Average

for
som

eone
w
ith

little
or

no
experience.

2
M
ildly

above
average.Average

for
som

eone
w
ith

any
practice.

3
Above

average.C
apable.

4
Profi

cient.Professionally
qualifi

ed.In
the

75th
percentile.

5
Excellent.H

olds
a
reputation

am
ongst

peers.In
the

85th
percentile.

6
Exceptional.Q

ualifi
ed

to
teach

the
skill.In

the
90th

percentile.

7
Expert.A

ble
to

advance
their

fi
eld.In

the
95th

percentile.

8
M
aster.In

the
99th

percentile.

TotalAbility
Score

Perform
ance

at
a
given

task

4
Abysm

al.U
nlikely

to
succeed

even
w
ith

assistance.

8
Just

about
average.Success

is
unlikely

but
very

possible.

10
B
etter

than
average.Equally

likely
of

success
or

failure
at

a
challenging

task.

12
Very

good.Fully
capable

of
a
given

task
under

routine
conditions.

14
Excellent.U

sually
capable

even
under

com
plicating

circum
stances.

16
G
ifted.Likely

capable
even

under
extrem

e
circum

stances.

20
W
orld-class.C

apable
under

nearly
im

possible
conditions.

M
in-M

axing

Players
are

advised
to

start
w
ith

attributes
betw

een
5
and

9
if
they’d

like
to

play
as

a
balanced

character.G
iving

a
sm

allset
of

attributes
values

of
4
and

others
of

10
is
liable

to
create

characters
w
hich

are
eff

ectively
hopeless

at
certain

tasks
and

guaranteed
success

in
others.W

hether
this

is
fun

for
the

player,the
rest

of
the

table
and

the
G
M
is
subjective,but

as
w
ith

everything,it’s
up

to
each

G
M
and

their
table.
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Vulnerability

Players
are

encouraged
to

propose
at

least
one

undesirable
quality

w
hich

can
underm

ine
a

character’s
interests.A

vulnerability
m
ay

be
a
tendency

that
runs

against
a
character’s

better
judgm

ent,a
feature

susceptible
to

exploitation,or
a
condition

that
could

m
ake

the
character

desperate.G
ood

vulnerabilities
are

ones
that:

●
H
elp

the
player

and
other

participants
get

to
know

a
character

m
ore

fully
●

Justify
a
character’s

actions,especially
w
hen

they
are

ill-advised
●

M
ake

sense
in
com

plem
ent

w
ith

their
strengths

Present
G
oals

A
character’s

present
goals

are
specifi

c,achievable
occurrences

w
hich

they
can

pursue
w
ithin

a
session,such

as
collecting

a
souvenir

for
their

son
to

fulfi
lla

prom
ise,or

trying
to

get
a
date.These

present
goals

can
m
ake

good
B
-stories

during
a
quest.They

give
players

additionalthings
to

think
about

and
aff

ect
how

they
interact

w
ith

the
w
orld.They

off
er

w
ays

to
tie

a
generic

story
into

things
that

are
personalto

characters,or
possibly

highlight
that

the
players

have
larger

personallives
that

take
place

beyond
the

m
ission

itself.

Long-term
G
oals

Long-term
goals

help
allparticipants

understand
their

character’s
hopes

and
dream

s.It
also

off
ers

G
M
s
a
roadm

ap
on

how
to

tie
gam

es
into

a
player

character’s
developm

ent.
U
nlike

short-term
goals,these

are
not

things
a
player

could
achieve

during
a
gam

e,
how

ever
G
M
s
m
ay

fi
nd

w
ays

to
present

players
w
ith

serendipitous
events

that
m
ay

provide
som

e
relevance

to
the

character’s
life-long

am
bitions.

A
s
an

exam
ple,if

a
character

dream
s
of

one
day

becom
ing

the
chair

of
the

International
Society

of
Investigators,the

G
M
could

establish
that

the
ISI

has
an

internship
program

for
som

eone
at

the
character’s

professionallevel,and
then

m
ake

som
e
criteria

of
the

application
fulfi

llable
w
ithin

a
gam

e
session.

V
iolations

The
character

sheet
includes

a
space

to
describe

actions
in
the

past
for

w
hich

a
character

has
faced

rapproch.These
can

be
relatively

m
inor

transgressions
or

serious
m
isdeeds.They

m
ay

be
the

result
of

a
m
istake,a

m
oralfailing,a

m
isunderstanding,or

a
principled

stand.
V
iolations

round
out

characters
by

highlighting
blem

ishes
or

m
essy

parts
of

their
past.

They’re
optional,but

included
in
part

to
recognize

the
norm

alcy
of

rule
violations.This

gam
e
assum

es
that

a
better

future
is
not

one
totally

free
of

m
isbehavior,but

rather
one

that
prioritizes

correction
and

context.It’s
a
w
orld

that
has

discarded
a
fram

ing
that

sorts
people

into
crim

inals
and

innocents
and

recognizes
that

people
w
ho

contribute
to

their
com

m
unity

are
also

som
etim

es
people

w
ho

occasionally
fallon

the
w
rong

side
of

a
social

boundary
line.
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