
R
oleplay

M
echanics

This
m
anualis

w
ritten

prim
arily

to
aid

w
ith

storytelling,so
the

gam
eplay

m
echanics

are
secondary.The

story
should

w
ork

w
ith

w
hatever

gam
e
m
echanic

you
prefer.B

ut
the

recom
m
ended

system
is
sim

ilar
to

the
d20

system
used

in
D
ungeons

&
D
ragons

and
Pathfi

nder,except
players

rolltw
o
ten-sided

dice
(abbreviated

as
2d10)for

skillchecks
instead

of
a
d20.Though

2d10s
are

recom
m
ended,you

can
use

a
d20

and
it’llstillw

ork.

Perform
ing

SkillChecks
Players

add
the

m
ost

relevantAttribute
to

the
m
ost

relevantSkillto
get

an
Ability

Score,
then

add
their

dice
rollto

this
num

ber.They
m
ay

also
add

one
or

m
ore

m
odifi

ers
if
they’re

using
a
specialability

or
based

on
m
odifi

ers
im

posed
by

the
G
M
based

on
the

situation.The
resulting

totalis
theirtotalscore.For

a
typicalskillcheck,a

totalscore
of

21
-
25

is
a

m
oderate

success,and
a
totalscore

of
26

or
greater

is
a
decisive

success.

For
exam

ple,if
a
player

w
ith

the
character

sheet
show

n
below

w
ere

trying
to

deceive
an

N
PC

,the
G
M
w
ould

tellthem
to

rollfor
[C
harism

a
+
A
cting].The

player
w
ould

add
their

relevant
A
ttribute

(C
harism

a,9
pts)to

their
relevant

Skill(A
cting,5

pts)for
a
totalof

14.
This

w
ould

be
their

A
bility

Score.If
they

rolled
a
6
and

a
7,they’d

add
these

to
the

A
bility

Score
to

get
their

totalscore:27.
If
the

task
being

attem
pted

is
easy,the

G
M
w
ould

likely
consider

this
a
decisive

success.If
it
w
ere

a
very

challenging
deception

to
pulloff

,the
G
M

m
ight

announce
that

the
player

is
attem

pting
it
at

a
disadvantage

of
4.In

this
case,that

w
ould

result
in
a
totalscore

of
23.That

w
ould

typically
stillbe

a
success,but

the
roleplay

outcom
e
w
ould

reflect
that

the
result

w
as

a
m
odest

success
rather

than
a
decisive

one.

20

G
am

eplay
M
echanics

Roleplay
M
echanics

20
Perform

ing
SkillC

hecks
20

Experience
Points

and
Leveling

U
p

24
Creating

a
Character

26
C
haracter

C
oncepts

26
A
ttributes

27
Skills

29
SpecialSkills

34
C
haracter

Types
35

C
reating

your
character’s

backstory
39

G
oals,M

otivations,and
V
ulnerabilities

42
Follow

ers
44

Abilities
and

Augm
entations

46
C
om

bat
Profi

ciencies
47

U
sing

A
bilities

and
A
ugm

ents
48

A
bilities

&
A
ugm

entations
D
escriptions

55
Inventory

&
Carry

68
M
eans

of
C
arrying

Things
68

Tools
and

Equipm
ent

69
C
om

m
on

Item
s

69
Personalelectronics

70
Com

bat
M
echanics

76
Standard

C
om

bat
78

R
unning

C
om

bat
79

C
om

bat
A
ctions

80
Light

C
om

bat
85

C
om

bat
action

fulldescriptions
86

A
n
exam

ple
com

bat
encounter

94
D
ow

ntim
e,Interstitials,and

Rest
103

Cyberspace
&
N
eurospace

106
M
ind

D
iving

/
Skidooing

107
C
onfronting

danger
in
deep

V
R

109
H
ealing

111
Stealth

114
Tech

&
M
entalChallenges

117

These
are

the
rules

that
have

been
developed

to
convey

the
them

es
and

the
w
orld

and
facilitate

a
style

of
play

w
e
think

serves
the

setting.U
se

them
in

w
hatever

w
ay

is
usefulto

you
and

your
table.

19



Voidstar
/
Xak

Friedm
an

N
egotiator,H

acker

Voidstar
is
a
cyborg

hacker
influencer

know
n
for

their
love

of
puns

and
their

passion
for

inventing
usefultools

alongside
absurd

joke
devices.

Str
D
ex

C
ha

Int
O
bs

K
now

End

7
8

9
9

5
5

6

8
SkillPoints

7
SkillPoints

6
SkillPoints

5
SkillPoints

C
om

m
unity

C
ontact

H
acking

H
ardw

are
C
harm

H
acking

Softw
are

D
etection

&
A
nalysis

A
cting

Jon
G
iles

Investigator,H
acker

Jon
G
iles

is
an

artisan
repair

specialist
w
ho

can
fi
x
anything,but

specializes
in
restoring

arcane
antique

hardw
are.

Str
D
ex

C
ha

Int
O
bs

K
now

End

8
8

5
8

8
7

5

8
SkillPoints

7
SkillPoints

6
SkillPoints

5
SkillPoints

R
esearch

&
Investigation

D
etection

&
A
nalysis

H
acking

Softw
are

H
istory

&
G
eography

A
ccess

Tech
H
acking

Softw
are

18

U
sing

tw
o
d10

dice
instead

of
one

d20

M
athem

atically,the
gam

e
can

be
played

w
ith

a
d20

instead.W
e
recom

m
end

tw
o
d10

dice
because

the
result

is
biased

tow
ards

m
iddle

values.A
d20

has
a
one-in-tw

enty
chance

of
rolling

a
2,or

a
10,or

a
20.W

hen
rolling

tw
o
d10

dice,the
probability

of
getting

an
11

is
one-in-ten.The

probability
of

getting
a
6
or

16
is
one-in-tw

enty.A
nd

the
probability

of
getting

a
2
or

20
is
one-in-one-hundred.This

m
akes

the
outcom

es
m
ore

predictable,rather
than

characters
regularly

w
ildly

over-
or

under-perform
ing

their
expectations

on
tasks.

U
sing

W
hatever

D
ice

You
Like

In
addition

to
accom

m
odating

d20
rolls,the

gam
e
can

be
run

w
ith

2d6
dice

by
adjusting

the
success

threshold
from

22
to

18.It
can

also
be

played
using

2d8
rolls

by
adjusting

the
success

threshold
to

20.

The
gam

e
also

accom
m
odates

“rollunder”
m
echanics:the

gam
e
w
as

originally
played

by
subtracting

2d10
dice

rolls
from

A
bility

Scores,and
designating

any
rolllow

er
than

the
A
bility

Score
a
success!It

w
orks

great,and
this

is
the

preferred
w
ay

to
play

am
ong

som
e

players.

Putting
this

alltogether

It
should

now
m
ake

sense
how

a
player

w
ould

approach
an

attem
pt

to
detect

deception.
First,they

w
ould

identify
their

best
A
ttribute

and
Skillto

fi
nd

their
A
bility

Score.For
the

character
above,that

w
ould

be
Intelligence

(9)plus
Psychology

(1),for
a
totalof

10.They’d
then

roll2d10.If
they

rolled
a
5
and

a
2
for

a
totalof

7,that
w
ould

add
up

to
17.U

nless
a

benefi
cialm

odifi
er

w
ere

applied,they
w
ould

failtheir
check.

Adding
a
second

skill

Players
can

add
half

a
second

skill(rounded
up)if

they
have

20
m
inutes

to
prepare

(and
the

G
M
allow

s
it).For

exam
ple,a

player
m
ay

rollO
bservation

+
A
ssess

Tech
+
½
of

A
rts,M

usic,
&
C
ulture

if
they’re

trying
to

analyze
hidden

m
essages

w
ithin

an
audio

recording
and

they
can

w
ork

on
it
for

20
m
inutes.

This
is
a
good

w
ay

to
handle

stealth.See
Stealth

for
m
ore

details.

D
eterm

ining
Success

The
default

cutoff
for

success
is
21,w

hich
is
neutral.A

rollof
22

is
a
success,a

rollof
20

and
below

is
a
failure,and

a
rollof

26
or

higher
w
ould

be
a
decisive

success.M
ore

detailcan
be

found
in
D
iscerning

Success
w
ithin

the
R
esources

for
G
M
s.

Players
and

G
M
s
are

advised
to

treat
checks

flexibly.If
a
player

rolls
a
22

but
the

G
M

doesn’t
feellike

their
perform

ance
in
the

m
om

ent
feels

suffi
cient,they

should
resolve

the
situation

accordingly.A
nd

if
a
player

rolls
a
19,a

G
M
m
ay

treat
that

as
an

underw
helm

ing

21



success
rather

than
a
strict

failure.G
M
s
can

say,“I’m
going

to
apply

a
-2

m
odifi

er”
and

justify
w
hy

they
think

that
a
rollof

22
stillresults

in
a
failure,or

they
can

sim
ply

describe
w
hat

happens
w
ithout

having
to

create
a
m
athem

aticalpretense.The
point

is
to

tella
story,

and
as

long
as

an
outcom

e
doesn’t

feelirrational,it’s
up

to
the

G
M
to

decide
w
hat

happens
in
response

to
any

particular
totalscore.

Accom
m
odating

Varied
Playstyles

(or
role-play

vs.roll-play)

The
authors

of
this

gam
e
and

our
friends

enjoy
storytelling

m
ore

than
scorekeeping,and

this
is
the

playstyle
reflected

in
the

rules.For
instance,as

a
G
M
,you

don’t
have

to
tella

player
in
advance

that
you’re

applying
a
m
odifi

er,as
long

as
you

set
the

players’
expectations.

If
a
player

reports
that

they
passed

a
check

by
one

and
you

report
that

their
attem

pt
to

eavesdrop
failed,they’lllikely

feelbetrayed
if
they

believe
that

a
totalscore

of
22

or
higher

guarantees
success.The

solution
is
to

m
ake

sure
players

understand
that

the
gam

e
is
art,not

m
ath,and

for
G
M
s
to

say
‘Yes,but’m

ore
than

‘N
o’.

Let’s
say

you
tellplayers

to
allm

ake
a
rollfor

im
pressing

an
N
PC

.O
ne

m
ay

use
[K
now

ledge
+
Psychology]

w
hile

a
second

uses
[C
harism

a
+
A
rt,M

usic,&
C
ulture].If

the
fi
rst

rolls
a
totalscore

of
26

and
attem

pts
to

persuade
the

N
PC

using
psychology,w

hile
the

other
rolls

a
22

attem
pting

to
charm

them
over

shared
interests,w

e
m
ight

describe
the

N
PC

responding
m
ore

favorably
to

the
second

player
despite

a
low

er
totalscore

if
it

m
akes

sense
to

the
story.

You
don’t

even
need

to
tella

player
w
hether

som
ething

constitutes
“success”

or
“failure”.

C
onsider

their
skill,consider

the
dice,consider

the
situation,and

im
provise

according
to

your
gut

to
deliver

w
hat

you
think

is
a
satisfying

storytelling
experience

for
the

players.
This

is
the

spirit
in
w
hich

these
rules

are
w
ritten,but

you
do

you.

22

M
ayhem

/
Joaquin

K
rikorian

Fighter,A
thlete

Joaquin
K
rikorian

got
his

nicknam
e
as

an
M
M
A
fi
ghter

for
both

his
fi
ghting

style
and

his
outspoken

anarchist
activism

.A
s
a

protector
w
ith

the
Free

Protectors
N
etw

ork
he

serves
his

com
m
unity

w
ith

his
im

provisationalapproach
to

justice.

Str
D
ex

C
ha

Int
O
bs

K
now

End

8
4

5
6

9
9

9

8
SkillPoints

7
SkillPoints

6
SkillPoints

5
SkillPoints

C
om

bat
W
ill

A
thletics

C
om

m
unity

C
ontact

Intim
idation

Psionics

Ew
an

Reinhart
Investigator,Fighter

A
taciturn

and
philosophicaldetective.

Str
D
ex

C
ha

Int
O
bs

K
now

End

9
4

4
7

9
7

8

8
SkillPoints

7
SkillPoints

6
SkillPoints

5
SkillPoints

Situational
Aw

areness
R
esearch

&
Investigation

Psychology
C
om

bat
Law

&
C
rim

e
H
acking

Softw
are

K
now

H
ound

/
M
arigold

Sinclair

Investigator,H
acker

M
arigold

Sinclair
is
a
teen

journalist
eager

to
get

their
scoop.

Though
young,they’ve

already
begun

to
build

a
reputation

for
their

m
ix
of

data
analytics

and
shoe-leather

investigation.

Str
D
ex

C
ha

Int
O
bs

K
now

End

5
7

6
8

8
8

7

8
SkillPoints

7
SkillPoints

6
SkillPoints

5
SkillPoints

H
acking

Softw
are

D
etection

&
A
nalysis

A
ssess

Tech
R
esearch

&
Investigation

H
acking

H
ardw

are
Psionics

17



Father
M
uscles

/
G
eorgie

Sinclair
H
ealer,A

thlete

Father
M
uscles

is
a
servant

of
C
hrist

w
ho

believes
that

there
are

m
any

paths
to

the
Lord,but

his
is
through

the
consecration

of
his

body
and

the
m
ending

of
others,both

physically
and

spiritually.

Str
D
ex

C
ha

Int
O
bs

K
now

End

10
7

8
4

5
7

10

8
SkillPoints

7
SkillPoints

6
SkillPoints

5
SkillPoints

C
are

M
edicine

A
thletics

Em
pathy

W
ill

Psionics

M
r.W

inner
/
M
im

iN
guyen

N
egotiator,Investigator

M
im

iN
guyen

is
a
charism

atic
com

edian
and

lounge
singer.A

s
the

stage
perform

er
M
r.W

inner,M
im

iis
a
prom

inent
u-chim

panzee
entertainer

w
ith

fans
around

the
system

.

Str
D
ex

C
ha

Int
O
bs

K
now

End

6
4

9
6

9
8

7

8
SkillPoints

7
SkillPoints

6
SkillPoints

5
SkillPoints

C
harm

Situational
Aw

areness
A
rt,M

usic,&
C
ulture

A
cting

C
om

m
unity

C
ontact

Intim
idation

H
ypebot420

/
G
uy

Bangalter

Investigator,K
now

er

H
ypebot420

is
a
D
J
looking

for
fun,adventure,and

novel,
distinctive

sounds
for

sam
pling.

Str
D
ex

C
ha

Int
O
bs

K
now

End

8
4

5
6

9
9

9

8
SkillPoints

7
SkillPoints

6
SkillPoints

5
SkillPoints

A
rt,M

usic,&
C
ulture

D
etection

&
A
nalysis

R
esearch

&
Investigation

Physics
&

Engineering
H
istory

&
G
eography

A
ssess

Tech
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SkillCheck
Exam

ples

W
inona

is
trying

to
pick

a
lock.She

uses
D
exterity

(8)and
H
ardw

are
H
acking

(3),w
hich

adds
up

to
11.The

player
rolls

a
5
and

a
5
and

reports
thatthey’ve

rolled
a
totalscore

of21.
The

G
M
reports:

“The
lock

is
trickier

than
you

expected.The
pick’s

piezoelectric
reader

is
reporting

low
confidence

in
the

pin
setting,forcing

you
to

rely
alm

ostentirely
on

feel.You’re
able

to
get

the
lock

open,butittakes
nearly

ten
m
inutes.You

don’thave
m
uch

tim
e
before

W
ayne

returns
from

lunch.”

~

R
icky

H
ands

is
attem

pting
to

avoid
draw

ing
attention

to
them

selves,butthe
dunk-tank

clow
n
is
a
rem

arkably
good

troll.The
player

attem
pts

to
use

Endurance
(7)and

W
ill(1)to

actunphased
by

the
clow

n’s
cutting

jokes
aboutR

icky’s
am

ateur
body

paintjob.The
player

rolls
a
7
and

a
4
for

a
totalscore

of19.Recognizing
thatR

icky
is
aboutto

lose
their

com
posure,Icicle

uses
the

ability
“H

elping
H
and”

to
give

their
ally

a
+4

m
odifier

for
a
total

score
of23.The

G
M
reports:

“R
icky

opens
his

m
outh

to
begin

yelling
back

atthe
clow

n,butIcicle
steps

in
frontofhim

and
rem

inds
him

thatthe
clow

n
isn’tw

orth
it.R

icky
m
akes

a
fist,then

turns
aw

ay
and

continues
w
alking

tow
ards

the
big-top.”

~

O
rbw

eaver
w
ants

to
know

w
ho

could’ve
setup

the
data

sniff
er

outside
D
elegate

D
elgado’s

offi
ce.Their

Intelligence
is
an

8
and

they
have

4
points

in
A
ssess

Tech.The
player

rolls
a
3

and
a
5,for

a
totalscore

of20.The
G
M
reports:

“You
turn

over
the

sniff
er

in
your

hands.Its
construction

is
incredibly

com
m
onplace.The

enclosure
looks

like
the

defaultenclosure
style

autogenerated
by

the
m
ostpopular

3D
fabricator

program
s.Butyou

now
have

a
scan

ofthe
m
icrocircuitry

and
com

ponents.If
you’d

like,you
can

share
thatw

ith
the

restofyour
team

to
provide

a
+2

advantage
to

another
player’s

Research
&
Investigation

check.”
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Com
bining

Skills
w
ith

Prepared
Checks

If
a
character

is
perform

ing
a
task

w
ith

m
ore

than
20

m
inutes

of
preparation

tim
e
available

the
G
M
can

choose
w
hether

to
allow

them
to

add
half

of
another

skillto
their

ability
total.

Favored
and

D
isfavored

Checks

If
a
G
M
w
ants

to
im

prove
or

discourage
success

on
a
check,one

alternative
to

applying
a

m
odifi

er
is
to

have
players

rolltw
ice

and
take

the
higher

or
low

er
of

the
tw
o
rolls.R

olling
for

a
check

tw
ice

and
taking

the
higher

value
is
called

m
aking

a
favored

rollor
favored

check,
and

the
opposite

is
a
disfavored

rollor
check.

Letting
Players

Lighten
the

Load

R
ather

than
try

to
keep

track
of

every
character’s

A
bility

Scores
and

calculate
the

outcom
es

of
rolls,G

M
s
are

encouraged
to

ask
players

to
do

this
m
ath

and
then

report
the

outcom
e.Sim

ilarly,G
M
s
m
ay

fi
nd

it
preferable

to
ask

players
com

fortable
w
ith

the
gam

e
to

suggest
w
hat

Skills
and

A
ttributes

to
use

for
a
skillcheck

rather
than

instructing
them

w
hich

to
use.G

M
s
m
ay

invite
players

to
suggest

things
that

they
m
ight

see
in
a
scene

or
politely

ask,w
ithout

em
barrassm

ent,that
players

roleplay
lightly

w
hile

the
G
M
looks

som
ething

up.

These
exam

ples
are

individually
m
inor

actions,but
can

have
a
large

cum
ulative

eff
ect.

The
authors

of
Fully

A
utom

ated
w
ant

to
see

players
previously

too
intim

idated
to

try
running

gam
es

give
it
a
shot,and

learning
to

share
the

m
entalload

w
ith

players
is

especially
im

portant
w
hen

trying
to

create
new

G
M
s.

Experience
Points

and
Leveling

U
p

A
s
characters

acquire
experience

points
(X
P),they

can
spend

them
on

A
bilities

and
A
ugm

entations.These
give

characters
specialcapabilities.Som

e
allow

players
to

perform
a

specialaction
once

per
rest,w

hile
others

m
odify

a
character’s

A
ttributes

or
alter

w
hat

they
can

do
w
ithin

role
play.The

term
s
A
bilities

and
A
ugm

entations
should

be
considered

synonym
ous,and

m
ay

appear
in
the

text
interchangeably.

Each
A
bility

(or
A
ugm

entation)costs
30X

P,and
unlocks

the
next

A
bilities

in
its

tree.Players
can

also
spend

20X
P
to

double
an

A
bility

they’ve
already

purchased.This
allow

s
a
character

to
play

an
exhaustible

A
bility

an
additionaltim

e
before

resting.,sim
ilar

to
the

w
ay

additionalspellslots
allow

the
sam

e
spellto

be
cast

an
additionaltim

e
betw

een
long-rests

in
D
nD

.

Players
also

have
the

option
to

spend
30

X
P
to

add
1
skillpoint

to
any

skillw
ith

four
points

or
few

er.Players
seeking

to
gain

new
com

bat
actions

can
do

so
by

increasing
their

C
om

bat
skill.They

can
then

reselect
their

desired
C
om

bat
Profi

ciencies
w
ith

the
assistance

and
approvalof

their
G
M
.
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B
yteScythe

/
G
ailBecker

H
acker,K

now
er

B
yteScythe

is
an

experienced
hacker

w
ith

a
dark

sense
of

hum
or.A

side
from

playing
w
ith

her
grandbabies,there’s

nothing
she

loves
m
ore

than
having

a
front-row

seat
to

w
atch

dram
a

unfold.A
nd

if
she

can
help

w
hile

she’s
rubbernecking,it’s

a
plus.

Str
D
ex

C
ha

Int
O
bs

K
now

End

5
6

6
9

8
8

7

8
SkillPoints

7
SkillPoints

6
SkillPoints

5
SkillPoints

H
acking

Softw
are

H
istory

&
G
eography

A
ssess

Tech
H
acking

H
ardw

are
Law

&
C
rim

e
Psychology

M
iss

G
rant

/
Elizabeth

Tisha
G
rant

Investigator,N
egotiator

M
iss

G
rant

is
know

n
as

one
of

the
fi
ercest

and
m
ost

exacting
consum

er
advocates

in
LA

.A
nd

after
dark,she

is
know

n
as

one
of

the
m
ost

alluring
professionalsubm

issives
in
Pacifi

ca.

Str
D
ex

C
ha

Int
O
bs

K
now

End

4
7

9
7

7
8

7

8
SkillPoints

7
SkillPoints

6
SkillPoints

5
SkillPoints

R
esearch

&
Investigation

Intim
idation

A
ssess

Tech
C
harm

Law
&
C
rim

e
D
etection

&
A
nalysis

H
iro

Yasuke
/
N
aeem

Freem
an

H
acker,Fighter

H
iro

is
a
seasoned

spaceship
m
echanic

and
anim

e
nerd

w
ith

skills
in
tech

and
sw

ords.

Str
D
ex

C
ha

Int
O
bs

K
now

End

6
9

6
7

6
7

8

8
SkillPoints

7
SkillPoints

6
SkillPoints

5
SkillPoints

C
om

bat
H
acking

H
ardw

are
Psionics

H
acking

Softw
are

A
ssess

Tech
Physics

&
Engineering

15



Prem
ade

C
haracters

Prem
ade

characters
are

available
to

use
as-is

or
to

m
odify.

Pulsação
/
Pulsa

/
Aide

Fuentes

Fighter,N
egotiator

Pulsação
is
a
C
apoeira

artist
skilled

in
dance,m

artialarts,and
sports

m
edicine.She’s

a
friend

to
anyone

in
a
tight

spot
and

enjoys
serving

others
through

the
LA

Protectors
League.

Str
D
ex

C
ha

Int
O
bs

K
now

End

7
10

8
6

7
5

7

8
SkillPoints

7
SkillPoints

6
SkillPoints

5
SkillPoints

C
om

bat
C
harm

A
thletics

Em
pathy

A
rt,M

usic,&
C
ulture

Situational
Aw

areness

D
usty

/
D
ustySpokes

/
Chelsea

Lin

Investigator,A
thlete

D
usty

is
a
bike

courier
and

problem
solver

living
life

a
kilom

eter
at

a
tim

e.She’s
a
M
ars

dream
er

w
ith

an
ear

to
the

ground
w
ho

is
know

n
to

be
faster

than
anyone

in
fi
xing

a
flat

or
chasing

a
lead.

Str
D
ex

C
ha

Int
O
bs

K
now

End

8
8

6
7

7
6

8

8
SkillPoints

7
SkillPoints

6
SkillPoints

5
SkillPoints

Situational
Aw

areness
C
om

m
unity

C
ontact

A
thletics

R
esearch

&
Investigation

Em
pathy

R
iding

&
Piloting

W
indrush

/
G
illian

Phong

N
egotiator,H

ealer

W
indrush

is
an

aguam
odo

port
w
orker

w
ho

likes
to

discover.
W
hether

getting
to

know
other

w
orkers

over
a
beer

or
exploring

kelp
forests

w
ith

her
kids,she’s

alw
ays

up
for

adventure.

Str
D
ex

C
ha

Int
O
bs

K
now

End

6
7

8
7

7
6

8

8
SkillPoints

7
SkillPoints

6
SkillPoints

5
SkillPoints

C
are

C
harm

A
thletics

M
edicine

C
om

m
unity

C
ontact

Intim
idation

14

A
lthough

both
A
bilities

and
C
om

bat
Profi

ciencies
are

both
unlocked

during
character

creation
based

on
allotm

ent
of

skillpoints
(described

under
A
bilities

&
A
ugm

entations),
increasing

skillpoints
w
ith

X
P
does

not
unlock

new
A
bilities

for
free.

It
does

unlock
changing

C
om

bat
Profi

ciencies
that

let
players

play
attack

actions
w
ithout

an
autom

atic
disadvantage.M

aybe
a
character

accidentally
hurt

som
eone,and

decided
to

never
draw

a
knife

again.

There
are

no
specifi

c
features

associated
w
ith

levels,but,inform
ally,players’levels

can
be

m
easured

by
every

100
X
P
acquired.Players

w
ith

100
-
199

X
P
are

levelone,200
-
299

are
leveltw

o,and
so

on.G
enerosity

w
ith

X
P
is
up

to
the

G
M
’s
discretion,but

in
practice

G
M
s

using
this

system
have

typically
aff

orded
~20

X
P
per

session.
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C
reating

a
C
haracter

M
aking

characters
is
often

one
of

the
m
ost

appealing
elem

ents
of

an
R
PG

,and
Fully

A
utom

ated
aim

s
to

m
ake

the
technicaland

narrative
elem

ents
fun

and
easy.

Blank
Character

Sheets
can

be
found

here.

Prem
ade

character
sheets

can
be

found
here.

A
sim

plifi
ed

low
-form

atting
text-only

character
sheet

can
be

found
here.This

is
m
eant

to
be

copied
and

pasted
or

w
ritten

out
by

hand
on

lined
paper.

The
fi
rst

page
of

the
character

sheets
lists

a
character’s

attributes,skills,com
bat

actions,
specialabilities,and

a
short

biography.

The
second

page
provides

room
for

an
extended

character
bio.

The
third

page
is
the

A
ctions

&
Item

s
page.This

page
provides

a
helpfulquick

reference
for

w
hat

item
s
a
character

has
on

them
and

w
hat

actions
they

can
perform

.It’s
m
eant

to
help

players
easily

rem
em

ber
the

tools
and

abilities
available

to
them

m
om

ent-to-m
om

ent.

Character
Concepts

Players
are

encouraged
to

look
at

the
prem

ade
characters

as
a
source

of
inspiration.

A
dditionally,talk

to
the

rest
of

a
playgroup

about
w
hat

kind
of

contributions
each

player
m
ight

off
er

and
w
hat

sim
ilarities

and
diff

erences
in
personality

m
ake

sense.
You

m
ay

build
a
character

around
a
set

of
abilities

that
seem

fun
to

play,a
personality

that
appeals

to
you,a

sim
ple

gim
m
ick,or

just
lifted

from
a
w
ork

of
fi
ction

of
w
hich

you’re
fond.

If
creating

a
character

that
is
a
m
achine,refer

to
the

section
on

Synthetic
Intelligence

in
the

w
orld

guide
and

U
nderstanding

Synthetic
Intelligence

in
Inhabiting

the
W
orld.If

creating
an

intelligent
anim

alcharacter
(also

know
n
as

an
e-species,parahum

an
anim

alor
“parahum

an”)refer
to

the
section

on
A
nim

alU
plifting

&
Enhancem

ent
in
the

W
orld

G
uide

and
the

section
on

U
nderstanding

Parahum
ans

in
Inhabiting

the
W
orld.In

either
case,use

the
character

creation
instructions

as
you

w
ould

for
a
hum

an
character

w
hile

m
aking

changes
as

necessary.

M
ost

players
can

list
as

their
sapience

“S5”.This
is
the

category
for

basic
hum

an
consciousness.Players

are
w
elcom

e
to

play
as

non-hom
inid

and/or
low

er-sapiance
characters

like
an

heirloom
dog,pum

a,parrot,beehive,or
delivery

drone.For
advice

on
playing

characters
that

don’t
have

the
fulllevelof

intelligence
com

m
on

to
hum

ans,synths,
or

enhanced
chim

ps,see
the

section
on

U
nderstanding

Sapience.
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12

Attributes
A
ttributes

are
the

seven
stats

w
hich

players
add

Skillpoints
to

w
hen

rolling
for

checks.
A
dditionally,the

Strength,D
exterity,and

Endurance
A
ttributes

determ
ine

a
character’s

health
points

and
speed.

Players
have

49
points

to
allocate

betw
een

their
A
ttributes,w

ith
each

having
a
m
inim

um
of

4
and

a
m
axim

um
of

10.A
n
easy

w
ay

to
allocate

these
is
to

start
by

assigning
a
value

of
7

to
allof

them
and

then
m
oving

points
around

w
hile

keeping
allattributes

w
ithin

the
4
-
10

range
untilsatisfi

ed.A
ttributes

can
exceed

10
w
ith

augm
ents,and

m
ax

out
at

12.

Strength
-
Strength

describes
a
character’s

ability
to

apply
brute

force,both
physically,

m
entally,and

spiritually.Players
use

Strength
to

push
and

heave
as

w
ellas

sum
m
oning

internalstrength
to

overcom
e
fear

or
doubt.

D
exterity

-
D
exterity

is
the

ability
to

apply
precise,controlled

fi
nesse.It

can
be

used
for

w
hole-body

m
ovem

ent
such

as
parkour

or
fi
ne

m
otor

tasks
such

as
surgery.

Charism
a
-
C
harism

a
is
the

ability
to

express
oneself

in
an

intended
m
anner.It

can
be

used
to

charm
or

seduce,or
it
can

be
used

to
irritate,intim

idate,or
off

end
(if

so
desired).

Intelligence
-
The

Intelligence
attribute

describes
a
character’s

ability
to

apply
reason

and
process

inform
ation.Intelligence

can
be

used
to

infer,synthesize,analyze,and
deduce.

O
bservation

-
O
bservation

encom
passes

a
character’s

ability
to

collect
inform

ation
from

the
w
orld

around
them

.It
can

be
used

to
see,hear,taste,and

sm
ell.It

can
also

be
used

to
recognize

patterns,interpret
body

language,or
apply

technicalskills
to

extracting
signals

from
noisy

data.

K
now

ledge
-
K
now

ledge
is
a
character’s

access
to

preexisting
factualinform

ation.
K
now

ledge
allow

s
a
character

to
recalllessons

in
biology

from
their

schooling
and

w
ho

on
the

block
is
the

localyenta.W
ithin

Fully
A
utom

ated,there
is
a
m
uch

m
ore

fluid
connection

betw
een

personally
rem

em
bered

facts
and

inform
ation

stored
w
idely

in
publicly

available
databases

or
collective

know
ledge.So

K
now

ledge
can

be
used

by
a
player

both
for

direct
recollection

as
w
ellas

to
perform

a
quick

look-up
or

to
phone

a
friend.

Endurance
-
Endurance

is
a
character’s

ability
to

w
ithstand

an
assault.It

can
be

a
physical

assault
or

an
assault

on
the

senses.Endurance
can

be
used

to
perform

an
attem

pt
to

avoid
being

throw
n
off

by
a
strong

w
ind,w

ithstand
self-doubt,or

w
eather

discouragem
ent.

A
character’s

starting
num

ber
of

H
ealth

Points
(H
P)is

their
Strength

plus
tw

ice
their

D
exterity,and

their
Speed

is
their

Strength
plus

tw
ice

their
Endurance.
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