
Principles
and

M
oves

If
you

have
been

G
M
in
the

Pow
ered

B
y
the

A
pocalypse,you

m
ay

be
used

to
having

principles
and

m
oves

to
help

keep
you

from
getting

tired
and

off
track

w
hen

needing
to

im
provise

as
fast

as
the

rest
of

the
table.The

follow
ing

are
optional,but

m
ay

be
useful:

Principles

Sprinkle
evocative

details
everyw

here
-
w
hat

glow
s,w

hat
grow

s,w
hat’s

pretty?

M
ake

the
w
orld

seem
real-

w
hat’s

w
orn/dirty,w

hat’s
sm

elling,w
hat’s

strange?

There’s
alw

ays
another

bar
nearby

N
am

e
everyone,m

ake
everyone

hum
an

C
reate

interesting
dilem

m
as

w
here

you
can

B
e
a
fan

of
the

player’s
characters

D
estroy

your
creations,don’t

protect
them

A
sk

provocative
questions

and
build

on
the

answ
ers

Som
etim

es,reflect
a
question

back
on

the
players

M
oves

Put
the

spotlight
on

a
character

A
sk

a
silent

player
to

describe
the

location
ahead.

Split
the

party
/
reunite

the
party

M
ake

their
lives

com
plicated

now

G
ive

them
a
diffi

cult
decision

to
m
ake

O
ff
er

an
opportunity,w

ith
or

w
ithout

a
cost

Tellthem
the

possible
consequences

and
ask

D
escribe

a
challenge/villan’s

action
elsew

here

A
ctivate

stuff
’s
bad

side
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https://opendivesites.org

O
pen

D
ive

Sites
provides

a
w
iki-style

catalog
of

scuba
and

freediving
spots.These

locations
have

nam
es

and
exist

as
know

n
sites

because
they

are
places

that
people

fi
nd

interesting.
O
bviously,this

is
usefulfor

telling
stories

set
prim

arily
or

entirely
underw

ater,but
even

w
hen

this
is
not

the
case,being

aw
are

of
these

kinds
of

sites
is
useful.O

ften,coasts
are

thought
of

like
nationalborders,across

w
hich

w
e
know

little
and

never
venture.D

espite
this

lack
of

culturalaw
areness,these

locations
are

a
part

of
our

landscape,and
have

huge
im

pacts
on

w
here

fi
shing,recreation,and

transit
takes

place.W
hether

giving
characters

som
ew

here
to

retrieve
a
dead

drop
or

just
som

ew
here

to
m
eet

for
a
friendly

chat,existing
dive

sites
can

do
a
lot

to
add

nuance
and

fam
iliarity

to
geologic

features
that

are
often

presented
w
ithout

distinct
character.

https://w
w
w
.ngdc.noaa.gov/gazetteer

This
is
the

N
O
A
A
U
ndersea

G
azetteer,and

atlas
of

undersea
features.It

provides
sim

ilar
value

to
the

open
dive

sites
atlas,but

m
uch

farther
off

land.O
ften,the

ocean
is
depicted

on
m
aps

as
a
gigantic,hom

ogenous
void.In

reality,it
has

m
any

of
the

features
w
e
have

on
land:topography,currents,areas

that
are

fertile
and

flush
w
ith

life
and

those
that

are
harsh

and
unforgiving.If

nothing
else,this

resource
can

help
provide

nam
es

and
inspiration

for
how

people
w
ho

live
off

shore
think

about
their

lands.

https://anydice.com
/

This
reference

is
a
bit

diff
erent,but

it
provides

statisticaldistributions
for

various
dice

rolls.
W
hen

designing
gam

es,it
can

be
usefulto

be
able

to
tune

the
diffi

culty
of

or
probability

of
an

event.This
can

be
a
usefulw

ay
to

do
so.
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H
ow

to
publish

Fully
A
utom

ated!content
Fully

A
utom

ated
is
being

released
directly

into
the

public
dom

ain.That
m
eans

that
anyone

can
create

and
share

stories,alternate
rules,art,or

w
hatever

other
m
aterialthey

like
w
ithout

needing
to

pay
licensing

fees
or

get
approvalfrom

anyone.If
this

interests
you,here

is
advice

on
how

to
get

started.

Share
it
freely

O
ption

1
is
to

just
dum

p
w
hatever

you
w
ant

on
the

internet.W
e
recom

m
end

readers
share

content
to

our
Lem

m
y
com

m
unity

at
SLR

PN
K
.net,but

you’re
free

to
put

w
hatever

you
w
ant

on
a
cloud

storage
site

and
share

the
link.

Join
the

FA!O
G
D
ev

G
roup

If
you’d

like
to

be
involved

in
releasing

content
authored

by
the

Fully
A
utom

ated
O
G
D
ev

G
roup,reach

out.O
ur

organizing
structure

is
inform

al,but
w
e
operate

prim
arily

by
seeking

consensus,and
using

a
m
ajority

rules
vote

for
conclusively

deciding
m
ajor

decisions
like

releasing
a
fi
naldraft.To

join,just
join

our
D
iscord

Server
(linked

on
our

w
ebsite)or

contact
us

through
any

of
our

other
channels

and
express

interest.A
nyone

is
w
elcom

e
to

contribute
ideas

and
m
aterials,and

if
som

eone
contributes

in
a
m
eaningfuland/or

regular
fashion

w
e

then
vote

to
add

them
to

the
dev

group.

Publish
professionally

independent
of

the
O
G
D
ev

G
roup

A
lternatively,you

can
publish

your
ow

n
Fully

A
utom

ated
content

independently
from

the
O
G

D
ev

G
roup.This

could
be

an
independent

project
or

w
ithin

an
alternative

developer
team

.
Perhaps

you’re
part

of
an

existing
gam

e
publisher

or
w
ould

like
to

w
rite

gam
e
m
odules

and
pitch

them
to

publishers.M
aybe

you’d
like

to
fork

the
gam

e
and

m
ake

your
ow

n
version

that
is
set

in
a
diff

erent
tim

e
or

place,and
you’d

rather
have

com
plete

creative
freedom

from
us.

Feelfree.It’s
im

possible
for

us
to

know
at

the
tim

e
of

w
riting

this
how

active
the

O
G
D
ev

G
roup

w
illbe

at
the

tim
e
you’re

reading
it,but

open
source

m
eans

open
source:do

w
hat

you
w
ish.

W
e
hope

you’llreach
out

and
collaborate

if
w
e’re

stillactive,but
you’re

under
no

obligation
to.Technically,the

license
requires

you
to

credit
us,but

honestly,do
w
e
seem

like
the

type
to

callour
law

yer?
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R
eal-w

orld
references

W
hen

creating
adventures,a

lot
of

flavor
can

com
e
from

using
real-w

orld
references.Som

e
of

these
m
ay

seem
silly,but

the
naturalw

orld
follow

s
a
lot

of
rules

that
m
ost

of
us

don’t
know

about,let
alone

have
the

m
entalcapacity

to
keep

track
of.W

eather,tides,lunar
phases,anim

alm
igrations,feeding,m

ating,etc.allare
intertw

ined.H
eat,sunlight,rain,

w
ind,foods,and

sm
ells

allim
pact

large
populations.N

aturalphenom
ena

create
skew

s
w
here

a
city

as
a
w
hole

m
ay

feelm
ore

tired,or
anxious,or

restless,or
daring.M

ost
people

don’t
think

about
these

at
a
conscious

level,but
if
you

w
ant

to
create

a
cohesive

w
orld

that
reflects

a
change

in
lifestyle

and
attitude

in
w
hich

w
e’re

allm
ore

connected
to

our
bodies

and
the

environm
ent,it

helps
to

include
these

things.Trying
to

do
so

w
ith

rolltables
is
liable

to
m
ake

environm
entalconditions

that
are

incongruent
and

incoherent
in
w
ays

that
w
e
don’t

recognize
consciously

but
break

the
sense

of
im

m
ersion.This

is
w
hy

w
e
suggest

picking
dates,and

using
alm

anacs
to

supply
som

e
of

these
details.

w
w
w
.openstreetm

ap.org
&
https://earth.google.com

O
ne

of
the

nice
things

about
setting

a
gam

e
in
our

w
orld

is
that

there
is
no

fi
ctionalsetting

w
ith

as
m
uch

backstory
and

geography
as

our
ow

n
w
orld.M

uch
has

changed
betw

een
now

and
w
hen

the
gam

e
takes

place,but
the

layout
of

today
is
a
great

place
to

start
w
hen

looking
for

places
for

things
to

happen.

https://w
w
w
.w
underground.com

/history

W
underground’s

history
feature

allow
s
anyone

to
see

w
hat

kind
of

tem
perature,hum

idity,
w
ind,etc.w

as
typicalfor

a
location

at
a
given

tim
e.

https://phasesm
oon.com

It’s
easy

to
check

and
see

w
hat

tim
e
the

m
oon

rises
and

sets,and
w
hat

phase
it’s

in
for

a
given

day.If
players

w
ant

a
dark

night
for

som
ething,they

should
consider

this.If
they

know
people

w
ho

live
on

Luna,they’re
probably

m
ore

likely
to

notice
it
in
the

sky,so
telling

them
w
hen

it
is
and

isn’t
visible

helps
w
ith

that.

https://native-land.ca/

This
m
ap

of
historic

lands
is
usefulfor

fi
nding

nam
es

and
influences

in
a
w
orld

in
w
hich

dispossessed
N
ative

A
m
ericans

have
seen

m
uch

of
their

land
and

culture
undergo

a
m
ajor

renew
al.

https://stellarium
.org/

This
popular

free
open-source

planetarium
lets

users
see

exactly
w
hat

the
sky

looks
like

from
any

location
on

earth
at

any
tim

e
in
the

past
or

future.
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A
dvice

for
creating

conflicts
This

w
as

adapted
from

an
ongoing

cam
paign

that
started

w
ith

the
introductory

m
odule

of
the

C
orporation

cyberpunk
R
PG

,but
diverged

from
the

source
m
aterialim

m
ediately

because
the

culture
of

the
future

felt
so

dated
in
its

nihilism
.A

t
the

tim
e,w

e
had

no
fam

iliarity
w
ith

solarpunk
as

a
genre,but

after
playing

a
m
ore

optim
istic

version
of

a
cyberpunk

gam
e
for

years
w
e
discovered

a
nam

e
for

w
hat

I
felt

w
as

strangely
absent

in
the

gam
ing

m
arket.B

ut
the

starting
elem

ent
of

cyberpunk
rem

ains
influential.G

M
s
should

consider
how

m
uch

they
w
ant

to
em

ploy
cyberpunk

as
a
substrate

onto
w
hich

they
w
rite.

There
are

som
e
people

w
ho

w
illgo

out
of

their
w
ay

to
reject

this
com

pletely.B
ooks

like
“Psalm

for
the

W
ild

B
uilt”

provide
a
great

representation
of

a
story

that
fully

rejects
cyberpunk.C

onversely,m
any

stories
–
including

m
any

R
PG

s
–
are

now
fi
nding

new
w
ays

to
use

cyberpunk
tropes

in
a
w
ay

that
m
oves

beyond
its

capitalist
critique

roots
and

explores
liberation

philosophies.This
gam

e
is
m
eant

to
accom

m
odate

diverse
tastes,but

it
should

be
clear

that
using

cyberpunk
for

inspiration
is
no

taboo.It’s
a
body

of
w
ork

that
is
fam

iliar,
w
hich

m
akes

it
useful.

People
have

looked
at

this
gam

e
and

either
asked,“W

here’s
the

conflict
in
a
utopia?”

or
“It

doesn’t
really

seem
that

utopian
if
there’s

this
m
uch

conflict.”
A
nd

w
e
point

out
that

w
e

never
claim

that
this

gam
e
w
orld

is
a
utopia.If

you’ve
read

m
uch

of
it,it

should
be

clear
that

w
e
reject

the
concept.If

som
eone

w
ants

to,they’re
free

to
take

any
or

allof
this

gam
e
and

use
it
for

a
cyberpunk

cam
paign,if

that’s
their

interest.O
ne

could
m
ake

it
a
dystopia,in

the
originalm

eaning
of

the
w
ord:a

fake
utopia

m
asking

a
sinister

reality,often
in
w
hich

com
fort

or
security

has
been

paid
for

w
ith

freedom
.That’s

obviously
not

our
taste,but

it’s
w
orth

stating
it
directly

to
free

anyone
looking

to
w
rite

stories
from

the
burden

of
trying

to
live

up
to

som
e
perceived

ideal.B
anish

the
thought.Just

tellstories.A
nd

if
they

honor
life,this

is
probably

a
good

system
to

use.

●
Im

agine
a
cyberpunk

story,but
set

it
in
a
w
orld

w
here

such
behavior

is
aberrant.A

w
ealthy

businessm
an

is
perform

ing
unethicalhum

an
experim

entation.A
n
assassin

is
hunting

freedom
fi
ghters.A

m
achine

intelligence
is
paying

a
gang

to
stealparts

for
a

doom
sday

w
eapon.Take

any
cyberpunk

plothook
and

sim
ply

situate
it
in
a
w
orld

w
here

such
crim

es
are

shocking
and

uncom
m
on,and

accountability
for

perpetrators
and

justice
for

victim
s
is
the

status
quo.

●
Think

of
the

dissidents.A
group

of
hum

ans
w
illnever

be
in
fullagreem

ent.W
ho

disapproves
of

the
status

quo?
A
narcho-capitalists

w
ho

w
ish

to
return

to
a
form

of
capitalism

?
N
ativists

w
ho

disapprove
of

free
m
igration?

Low
er

class
revolutionaries

w
ho

think
the

current
order

doesn’t
go

far
enough?

N
ihilists

seeking
chaos

for
entertainm

ent
or

to
prove

som
e
point?

Im
agine

anyone
intent

on
im

posing
their

w
ill

on
others

and
how

they
m
ight

go
about

doing
it.

●
A
sk

w
hat

tem
ptations

exist.W
ho

holds
pow

er,and
w
hat

circum
stances

could
lead

them
to

use
it
in
a
w
ay

that
they

shouldn’t?
A
scientist

m
ight

attem
pt

to
build

a
dangerous

energy
source

out
of

a
hubristic

insistence
that

it
w
illbenefi

t
society.A

chef
m
ay

hire
a
spy

to
sabotage

a
rivalor

stealtheir
greatest

recipe.The
chair

of
a
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D
iscerning

Success
W
hile

m
any

gam
es

w
illclassify

a
strict

dice
rollthat

constitutes
success,w

e
strongly

encourage
G
M
s
to

avoid
perpetuating

the
expectation

am
ong

players
that

a
specifi

c
num

ber
entitles

a
player

to
getting

the
specifi

c
result

that
they

m
ay

w
ant.Players’rolls

w
ill

vary
substantially

based
on

the
num

ber
of

players
in
a
party,their

specifi
c
specialties,

bonuses
they

m
ay

get
from

a
tool,and

the
abilities

they
acquire

as
they

progress
in

experience.So
although

a
22

is
a
reasonable

m
athem

aticalbenchm
ark

for
success,w

e
think

it’s
folly

to
expect

G
M
s
to

let
m
ath

boss
them

around.If
players

are
consistently

rolling
m
uch

higher,G
M
s
should

adjust
their

storytelling
to

m
aintain

tension
and

challenge
w
hile

still
reflecting

that
the

players
are

excelling
in
their

perform
ance.

A
dditionally,w

e
recognize

that
som

e
players

m
ay

prefer
to

use
diff

erent
dice

or
system

s.
A
nd

on
top

of
allof

that,som
e
d10

dice
range

from
1
to

10,w
hile

others
are

num
bered

from
0
to

9.It’s
for

allof
these

reasons
that

in
our

w
ritten

story
m
odules,w

e
don’t

present
outcom

es
to

dice
rolls

as
specifi

c
num

bers,but
descriptive

term
s
instead.The

table
below

provides
recom

m
ended

values
to

help
G
M
s
interpret

the
m
anual.

Total
Score

Classifi
cation

Exam
ple

Rolls

12
D
ecisive

Failure
A
very

low
roll(~6)on

a
very

low
A
bility

Score
(~6)

14
Failure

A
low

roll(~7)on
a
low

A
bility

score
(~7)w

ith
no

m
odifi

ers
or

a
low

rolland
low

A
bility

Score
w
ithout

m
odifi

ers,or
m
ediocre

rolls
and

A
bility

Scores
w
ith

negative
m
odifi

ers.
1618

M
odest

Failure
A
low

rollon
average

A
bility

Scores
or

vice-versa.

19
M
inor

Failure
A
slightly

below
average

rollon
an

average
A
S
or

vice-versa.
2021

N
eutral

A
n
A
bility

Score
of

11
w
ith

a
slightly

below
average

roll

22
M
inor

Success
A
n
average

person
perform

ing
averagely

at
an

unchallenging
task

2324
R
egular

Success
A
capable

person
(A
S
of

11)perform
ing

w
ell(rollof

14)
A
n
expert

(A
S
of

17)w
ith

a
bad

roll(8).
2628

D
ecisive

Success
A
capable

person
(A
S
of

11)in
rare

form
(rollof

~17
or

w
ith

a
m
odifi

er);A
profi

cient
person

(A
S
of

14)perform
ing

w
ell(~14)

3032
O
utstanding

Success
A
n
expert

on
a
good

day
or

a
profi

cient
person

at
their

best.
(17

+
17,

or
15

+
14

and
a
+4

m
odifi

er)
3436

Epic
Success

A
m
aster

at
w
ork:a

rollof
18

on
top

of
an

A
bility

Score
of

19.
3840

Legendary
Success

This
is
only

achievable
w
ith

m
axed

out
A
bilities,m

axed
out

Skills,an
outrageously

rare
rollA

N
D
a
m
odifi

er
bonus

on
top.
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food
co-op

m
ight

m
ake

a
dealbehind

the
m
em

bership’s
back

to
aw

ard
a
m
ajor

contract
to

a
blackm

ailer.Even
in
paradise,hum

an
w
eakness

can
alw

ays
create

opportunities
for

bad
actors.

●
C
onsider

problem
s
that

aren’t
caused

by
a
person

or
persons.A

ccidents,natural
disasters,and

m
edicalem

ergencies
can

create
the

need
for

a
hero

to
spring

into
action

w
ithout

a
villain

causing
the

problem
.

●
R
ecognize

that
not

allantagonists
are

villains
and

every
villain

has
their

reasons.
There

are
stilldisagreem

ents
in
any

w
orld,and

instances
w
here

justice
isn’t

available.
D
esign

the
antagonist

(or
antagonists)so

they
are

the
hero

of
their

ow
n
story.

C
onsider

a
problem

or
m
oralinjury

and
then

envision
a
righteous

crusader
unshackled

from
ethicalboundaries.G

ravitate
tow

ards
plausible,interesting

conflicts
betw

een
w
ellintentioned

parties
w
hose

interests
have

set
them

on
a
collision

course.
If
you

go
too

far
and

the
players

decide
the

antagonist
is
right,that’s

not
a
problem

at
all.A

crisis
of

conscience
leading

to
the

team
sw

itching
sides

is
a
fun

story
to

play

M
iscellaneous

The
follow

ing
articles

and
presentations

don’t
have

any
naturalplace

in
this

m
anual,but

interested
us

in
som

e
w
ay

that
felt

usefulenough
to

share.Som
e
have

links
to

interesting
ideas,som

e
neat

im
ages.N

one
are

m
eant

as
direct

endorsem
ents

of
any

project
or

com
pany.

W
hat

is
Solarpunk?

O
ne

thing
or

m
any?

[Solarpunk
Stories]

7
Flavours

of
Solarpunk

Setting
[B
A
K
EFO

LD
PR

IN
T]

W
hat

Is
Solarpunk

A
rchitecture

and
H
ow

D
oes

It
Fit

Into
the

B
uilt

Future?
[A
rchitizer]

A
gritecture

C
onsulting

Portfolio

To
Each

A
ccording

to
Their

Space-N
eed:C

om
m
unes

in
O
uter

Space
[Space

Policy]

Porous
Public

Space:People
+
R
ainw

ater
+
C
ities

[A
m
erican

Soc.of
Landscape

A
rchitects]

Streets
Illustrated:Seattle

Illustrated
Street

Types
&
Standards

[C
ity

of
Seattle]

C
am

den’s
O
rganisationalD

esign
in
2053

[Ian
G
ilson

on
M
edium

]

2022
U
topia

Aw
ard

N
om

inees
[A
ndroid

Press]263

Preparing
m
aps

in
a
V
irtualTabletop

These
instructions

are
based

on
R
oll20,but

should
w
ork

for
other

virtualtabletop
program

s
as

w
ell.

1.
Im

port
the

fullm
ap

im
age

w
ithout

the
hex

grid
overlay

2.
Set

the
hex

grid
overlay

using
the

num
ber

of
hexes

or
dim

ension
settings

in
the

table
above.

3.
Adjust

the
size,num

ber,and
dim

ensions
if
needed.You

m
ay

w
ant

to
com

pare
the

hex
grid

to
the

gridded
m
ap

im
age,but

ultim
ately,set

it
to

your
liking.

D
esigning

com
bat

m
aps

There
are

m
any

guides
online

for
m
aking

com
bat

m
aps.H

ere
is
the

approach
that

w
e’ve

found
eff

ective
for

this
gam

e.

1.
D
ecide

on
a
setting

:A
n
apartm

ent,a
library,a

forest,a
park,an

alley,a
m
useum

,a
farm

,
a
restaurant

kitchen,a
locker

room
,a

brew
ery…

w
hatever.

2.
Search

for
floor

plans
of

the
environm

ent
you

have
in
m
ind.You

can
start

from
scratch

if
you

like,but
architecture

is
a
subtle

and
challenging

art.R
eal-w

orld
places

are
designed

w
ith

purpose
and

functionality
in
m
ind,and

their
proportions,exit

routes,and
layout

have
a
realism

to
them

that
is
hard

to
m
atch.

3.
Create

a
new

fi
le
in

a
vector

graphics
program

in
one

of
the

standard
sizes

listed
above.The

four
sheet

size
is
recom

m
ended.You

don’t
need

to
use

the
entire

space,but
starting

w
ith

less
than

four
pages

can
be

confi
ning.

4.
Paste

one
or

m
ore

floor
plans

into
your

preferred
vector

graphics
program

,and
begin

adjusting
the

size.If
you’re

using
a
real-w

orld
floorplan,try

adjusting
the

size
so

that
a

single
hex

m
atches

a
door

fram
e.Then

try
scaling

a
bit

larger
and

a
bit

sm
aller,and

see
w
hat

feels
right.

5.
Start

draw
ing

over
the

floorplan.U
sing

the
floorplan

as
a
generaltem

plate,lay
out

the
w
alls,doors

and
furniture.This

process
helps

m
ake

sure
barriers

and
objects

align
to

the
hex

grid
a
bit

m
ore

closely
and

avoids
having

objects
positioned

w
here

it’s
unclear

if
they

are
or

are
not

adjacent
or

overlapping
w
ith

a
given

hex
space.In

Inkscape
and

m
any

other
program

s,you
can

also
convert

raster
im

ages
into

vectors.

6.
Share

your
fi
nished

m
ap.R

eaders
are

encouraged
to

post
their

com
bat

m
ap

to
our

Lem
m
y
com

m
unity

on
SLR

PN
K
.net

or
w
herever

else
others

can
fi
nd

it.Please
consider

sharing
a
version

w
ith

and
w
ithout

the
hex

grid
overlay.
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Preparing
C
om

bat
M
aps

The
standard

com
bat

m
aps

consist
of

hexes
that

each
represent

0.75
m

in
space,and

are
intended

to
occupy

0.75
inches.Standardized

m
ap

sizes
are

m
ade

in
relation

to
standard

8
½

x
11”

print
paper

sheets.B
elow

are
m
ap

sizes
based

on
the

num
ber

of
8.5”

x
11”

printer
pages

they
require.

M
ap

Size
Printable

D
im

ensions
[in]

In-gam
e

D
im

ensions
[m

]

In-gam
e

D
im

ensions
[ft]

H
exes

A
rea

[ft 2]
A
rea

[m
2]

O
ne

sheet
10

x
7.5

10
x
7.5

33
x
25’

15
x
10

hex
825

sq
ft

75
m

2

Tw
o
sheets

16
x
10

16
x
10

53
x
33’

24
x
15

hex
1750

sq
ft

160
m

2

Tw
o
sheets

(Long)
32

x
7.5

32
x
7.5

66’x
25’

30
x
10

hex
1750

sq
ft

160
m

2

Foursheets
21

x
16

21
x
16

70
x
53’

30
x
24

hex
3700

sq
ft

345
m

2

S
ix
sheets

24
x
21

24
x
21

80
x
70’

36
x
24

hex
5600

sq
ft

520
m

2

Printing
pre-m

ade
m
aps

To
prepare

printed
copies

of
prem

ade
m
aps:

1.
Print

out
a
PD

F
version

w
ith

the
sm

allest
m
argin

your
printer

w
illallow

.B
ecause

diff
erent

printers
have

diff
erent

dim
ensions

for
their

printable
area,the

PD
F
im

ages
extend

to
the

edge
of

each
page,and

users
are

advised
to

instruct
their

printer
to

shrink
the

page
to

the
printable

area.

2.
If

the
m
ap

is
a
m
ulti-page

m
ap,trim

off
unprinted

areas
w
here

they
overlap

w
ith

an
adjacent

page.

3.
Align

adjacent
pages.The

edge
hexes

of
adjacent

m
ap

pages
are

present
on

both
sides

of
the

seam
to

ease
w
ith

alignm
ent.If

necessary,a
bit

of
backlighting

can
assist

w
ith

aligning
adjacent

pages.Secure
the

pages
tem

porarily
w
ith

m
asking

tape
or

sticky
notes

so
that

they
can

be
adjusted

before
perm

anently
securing

them
.

4.
Secure

the
pages

w
ith

perm
anent

tape.O
nce

allpages
are

satisfactorily
aligned,use

perm
anent

tape
to

secure
the

pages
on

their
back

side,and
clear

tape
to

secure
the

seam
s
on

the
front

side.
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A
tax

auditor
investigating

claim
s
of

w
aste

dum
ping

C
ost

A
ttack

R
ange

W
eapon

Threat
profi

le
Portability

/
C
oncealability

2
Im

provised
throw

able
4

Yes
1

3
0

C
law

s
2

Yes
1

2

A
reservist

called
out

to
a
biorefi

nery
explosion

C
ost

A
ttack

R
ange

W
eapon

Threat
profi

le
Portability

/
C
oncealability

0
Sticky

Foam
Spray

2
Yes

1
2

0.5
K
nife

1
Yes

1
2

0.5
C
row

bar
1

Yes
1

1

A
reservist

called
out

for
a
m
issing

child
search

C
ost

A
ttack

R
ange

W
eapon

Threat
profi

le
Portability

/
C
oncealability

0
Punch

1
N
o

0
3

2
Sonic

Spear
2

Yes
2

1

A
beach

and
parklands

w
arden

keeping
stakeholders

safe

C
ost

A
ttack

R
ange

W
eapon

Threat
profi

le
Portability

/
C
oncealability

0*
C
hitin

A
rm

1
N
o

0
3

1
E-baton

1
Yes

1
2

1
R
ifle

6
Yes

2
0

A
courier

tasked
w
ith

getting
a
rare

syn-tissue
across

LA
in
a
storm

C
ost

A
ttack

R
ange

W
eapon

Threat
profi

le
Portability

/
C
oncealability

0
Punch

1
N
o

0
3

2
G
ecko

W
hip

4
Yes

2
1
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N
PC

C
om

bat
A
ction

Starter
Packs

B
elow

are
a
collection

of
w
eapon

skills
that

could
be

used
for

a
variety

of
character

types.
N
ote

that
they

include
num

erous
w
eapons

that
aren’t

am
ong

those
found

in
the

provided
attack

descriptions.U
ltim

ately,those
w
eapons

and
attacks

are
m
eant

to
be

a
starting

point
for

players
and

G
M
s
to

m
ake

w
hat

interests
them

.For
som

e,readers
m
ay

prefer
to

sim
ply

reskin
an

existing
attack

w
ith

a
new

nam
e.B

ut
don’t

be
afraid

to
m
ake

up
new

attacks
w
ith

interesting
eff

ects,and
then

share
them

w
ith

the
developers

and
com

m
unity.

A
n
undercover

investigator
infi

ltrating
a
m
onster

breeding
group:

C
ost

A
ttack

R
ange

W
eapon

Threat
profi

le
Portability

/
C
oncealability

0
Punch

1
N
o

0
3

1
Sling/Slingshot

5
Yes

2
2

0.5
N
erve

Spray
C
anister

2
Yes

2
2

A
trained

peacekeeper
stew

ard
at

a
large,inebriated,

concert

C
ost

A
ttack

R
ange

W
eapon

Threat
profi

le
Portability

/
C
oncealability

0
Punch

1
N
o

0
3

(1)
E-baton

1
Yes

1
2

2
Trained

Strike
(C
om

es
w
ith

E-baton)
1

N
o

0
3

A
n
traum

a
investigator

called
out

to
a
psychotic

breakdow
n.

C
ost

A
ttack

R
ange

W
eapon

Threat
profi

le
Portability

/
C
oncealability

0
Punch

1
N
o

0
3

2
W
rap

Staff
2

Yes
1

1

A
n
ecology

auditor
m
apping

a
sew

er
com

plex

C
ost

A
ttack

R
ange

W
eapon

Threat
profi

le
Portability

/
C
oncealability

0.5
R
ock

Pick
1

N
o

0
1

0.5
Flash

gun
4

N
o

0
2

A
representative

trying
to

calm
tensions

betw
een

tw
o
feuding

hab-blocks

C
ost

A
ttack

R
ange

W
eapon

Threat
profi

le
Portability

/
C
oncealability

0
Punch

1
N
o

0
3

1
D
isarm

/Pin
1

N
o

0
3

1
M
icrodarter

Pistol
6

Yes
2

0
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89
Plungjet

is
a
Psilocybin

farm
er

and
operator

of
a

sem
i-therapeutic,sem

i-hedonistic
trip-space.O

n
spare

days
he

volunteers
at

the
anim

alshelter.

Skilled
H
orticulturist,

Psychic,

90
H
ollyw

ood
Spider-m

an:acrobatic
perform

er
w
ho

busks
along

the
touristy

part
of

H
ollyw

ood
B
lvd.dressed

as
M
iles

M
orales

2199.Som
etim

es
out

of
tow

n
touring

w
ith

various
circuses.D

oes
not

respond
to

anything
else

w
hen

in
character.Is

alw
ays

in
character.

Perform
er,R

esponder

91
Iceray

/
R
aym

ond
C
abling:a

generalneighborhood
fi
xer

located
in
B
everly

H
ills.Serves

as
a
protector

w
ith

the
LA

C
O
P.Typically

found
at

the
W
est

H
ollyw

ood
park

along
La

C
ienega.

R
esponder,Shady,

M
echanic

92
K
elsey

Vanezuela.B
lind

concert
prom

oter
and

architecture
buff

.K
elsey

lives
in
the

valley,but
can

be
found

at
the

best
classicalm

usic
concerts

in
Pacifi

ca.

Educated,Yenta

93
H
ealth

inspector
G
rant.G

rant
Toyota

is
a
health

inspector
that

can
show

up
anyw

here
in
the

city.They
take

their
role

seriously,but
can

be
a
little

proud
of

their
ow

n
abilities

in
evidence

hunting.

Educated,Investigator
A
ug:enhanced

sm
ell

94
B
ison

C
ow

stein,is
a
D
rag

Q
ueen

in
B
urbank.In

the
early

hours
of

the
m
orning,they

take
on

client
w
ork

in
m
ediation

and
legalservices.

Perform
er,Psychology

95
B
igsby

M
anuṣya

is
a
chim

p
param

edic
w
ho

lives
in
G
riffi

th
Park

w
ith

the
M
anuṣya

troupe,but
travels

allover
the

city
w
hen

on
EM

T
duty.They

take
the

lift
w
hen

they
can.

R
esponder;H

ealer
A
ug:bionic

heart

96
B
enny

G
oldenrod

is
a
jitney

driver
based

out
of

Los
Felitz.

H
e
can

be
found

biking
folks

around
centralLA

,and
at

the
Slick

D
uct

B
ikeshop

if
its

raining.

M
echanic

97
V
ina

Second
carries

out
C
onstituent

services
supporting

LA’s
current

congressionalreps.She
attends

m
uslim

,
protestant

and
catholic

services
in
strict

rotation.She’s
good

at
discrete

enquiries.

Educated,stealth

98
G
ary

Pesci,fi
sh

farm
er,runs

the
‘Friday

C
athedralof

A
quaponics’on

B
anta

R
oad.H

e
is
alw

ays
keen

to
link

up
w
ith

new
restaurants

and
w
illtake

days
to

tour
the

city
to

fi
nd

new
chefs

and
food

trucks.

M
echanic,H

orticulturist,
O
bservation

A
ug:C

law
s

99
Polo

R
olo,“inform

ation
trader”

of
claim

ed
M
artian

extraction,G
nostic

seeker.H
e
is
self

described
as

‘skilled
at

law
and

crim
e’,but

isn’t
really

good
at

either.

Yenta,Yenta,Educated
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