
tem
perature

from
increasing

from
one

stage
to

a
higher

one.Failure
raises

the
tem

perature
one

step.For
instance,upon

stepping
on

a
dry

branch,a
character

m
ay

m
otivate

nearby
adversaries

to
begin

looking
around.If

spotted,the
tem

perature
w
ould

go
up

a
step

further,
in
w
hich

an
adversary

raises
the

alarm
and

shares
the

players’location.This
“therm

om
eter”

is
based

on
the

clock
m
echanism

used
in
Pow

ered
by

the
A
pocalypse

gam
es,and

am
ple

exam
ples

w
ithin

this
gam

e
system

can
be

found
to

provide
inspiration

for
how

to
use

this
m
echanism

for
tracking

the
escalation

of
tension.

If
a
player

scores
an

outstanding
success,they

m
ay

receive
inform

ation
or

a
m
aterial

resource
that

allow
s
them

to
apply

advantage
w
hen

necessary
once

the
therm

om
eter

stage
increases.For

instance,a
player

w
ho

rolls
a
very

high
success

on
disguising

them
selves

m
ay

convince
a
security

guard
of

their
cover

story
so

w
ellthat

the
security

guard
lets

their
guard

dow
n
and

divulges
sensitive

inform
ation

about
their

security
protocols.

W
hen

planning
a
m
ulti-step

stealth
experience,it’s

im
portant

that
G
M
s
have

a
progression

that
tolerates

som
e
failure,and

allow
s
the

plot
to

m
aintain

forw
ard

m
om

entum
even

w
hen

things
go

badly.O
therw

ise,G
M
s
m
ay

be
m
otivated

to
artifi

cially
avoid

player
detection

or
strive

to
keep

events
from

turning
into

a
shit-show

w
hen

they
should.B

y
designing

a
story

that
is
failure-tolerant,the

players
can

stillcontinue
to

the
resolution

of
the

story.H
ow

ever
arriving

at
the

resolution
w
hile

the
therm

om
eter

is
at

stage
3
of

3
w
illlikely

translate
into

a
m
uch

m
ore

challenging
fi
nalconfrontation.It

m
ay

ultim
ately

translate
into

m
ission

failure,
but

it’s
strongly

advised
that

the
story

stillarrives
at

a
conclusion

rather
than

ending
abruptly

m
id-session

w
ith

the
players’arrest

or
hospitalization.
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Advantages

The
diff

erence
betw

een
success

and
failure

often
rests

on
w
hat

advantages
or

disadvantages
the

G
M
applies

to
a
check.Those

advantages
are

typically
determ

ined
by

w
hether

the
thing

that
a
player

is
trying

to
do

seem
s
to

the
G
M
to

be
w
ellthought

out.G
M
s

w
illadvantage

actions
w
hen

players
take

the
tim

e
to

fi
nd

a
w
ay

to
give

them
selves

an
advantage

narratively.

If
a
player

is
trying

to
stealthily

open
a
w
indow

w
ith

a
ham

m
er,the

G
M
m
ay

instruct
them

to
roll[D

exterity
+
Stealth]

w
ith

a
disadvantage

of
-6.If

they’d
like

to
stealthily

open
a

w
indow

using
a
knife

and
instructions

they
found

on
a
forum

com
plaining

about
a
security

vulnerability
reported

for
the

specifi
c
w
indow

design
in
use,the

G
M
m
ay

instruct
them

to
roll[D

exterity
+
Stealth]

w
ith

an
advantage

of
+3.A

nd
by

spending
20

m
inutes

looking
up

a
vulnerability,they

can
also

justify
adding

half
of

their
skillin

H
acking

H
ardw

are.

In
m
ost

cases
–
w
hether

w
alking

a
longer

distance
to

go
around

a
cam

psite
or

repelling
dow

n
a
building

m
ore

slow
ly
–
if
a
player

is
looking

for
a
w
ay

to
gain

an
advantage,slow

ing
dow

n
is
a
good

w
ay

to
begin

convincing
a
G
M
to

apply
an

advantage.

Cooperation
If
the

best
w
ay

to
reliably

pass
stealth

checks
is
to

assess
a
situation

and
then

describe
to

the
G
M
an

action
that

is
sensible

and
sounds

likely
to

succeed,it
m
akes

sense
for

players
to

fi
nd

a
w
ay

to
use

their
num

bers
to

benefi
t
w
hatever

they’re
trying

to
do.A

player
w
ho

w
ants

to
try

to
sneak

into
a
restaurant’s

kitchen
w
hile

the
staff

is
distracted

m
ight

rollfor
[C
harism

a
+
A
cting].H

ow
ever

they
can

gain
an

advantage
if
they

have
an

ally
rollfor

[C
harism

a
+
A
cting]

to
create

a
distraction.

R
eaders

should
keep

in
m
ind

the
relationship

betw
een

m
ultiple

player
rolls.If

m
ultiple

players
are

trying
to

sneak
into

a
restricted

area
of

a
dock,each

w
illlikely

need
to

independently
rollfor

slipping
out

of
sight.If

any
w
ere

to
fail,they

could
draw

attention
to

their
group.In

this
case,success

w
illbe

based
on

the
w
eakest

attem
pt.

In
the

case
of

using
a
distraction

to
enter

a
kitchen,how

ever,a
bad

rollby
the

sneaker
m
ight

be
covered

by
a
w
ellexecuted

distraction,and
a
poor

distraction
m
ay

not
m
atter

if
the

discrete
entry

attem
pt

is
strong

on
its

ow
n.In

this
case,the

benefi
t
of

cooperating
is

synergistic,not
failure.G

M
s
should

not
punish

players
for

cooperating
in
this

w
ay

by
disadvantaging

a
rollm

ore
than

it
w
ould

have
been

if
no

attem
pt

at
distraction

had
been

m
ade.They

should
be

conscientious
to

only
disadvantage

another
player

due
to

a
failed

attem
pt

at
cooperation

w
hen

group
success

is
genuinely

dependent
on

everyone
in
a
group.

The
therm

om
eter

In
the

course
of

play,stealth
encounters

are
often

m
ulti-step

aff
airs

in
w
hich

players
face

an
ongoing

risk
of

detection.The
recom

m
ended

w
ay

to
reflect

this
is
via

the
use

of
a
narrative

therm
om

eter.A
narrative

therm
om

eter
contains

a
discrete

set
of

stages,w
ithin

w
hich

the
G
M
establishes

eff
ects

and
consequences.The

narrative
m
oves

betw
een

the
stages

on
the

therm
om

eter
based

on
player

perform
ance:success

in
stealth

actions
keeps

the
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Tech
&
M
entalC

hallenges
B
ulls

and
Cow

s

W
hen

characters
need

to
perform

a
m
entally

challenging
task,G

M
s
m
ay

w
ish

to
sim

ulate
the

feeling
of

problem
solving

w
ith

a
code

breaking
puzzle

know
n
as

B
ulls

and
C
ow

s.B
ulls

and
C
ow

s
is
an

old
gam

e
sold

in
toy

stores
as

“M
asterm

ind”.W
ordle

uses
sim

ilar
m
echanics.

To
play,players

m
ake

guesses
as

to
the

correct
sequence

of
four

num
bers

(or
letters,colors,

etc.).They’re
then

told
how

m
any

of
the

elem
ents

in
their

guess
are

correct,and
how

m
any

of
the

elem
ents

are
included

in
the

sequence,but
not

in
their

correct
placem

ent.

B
ecause

diffi
culty

can
be

m
odulated

through
severalsim

ple
choices,B

ulls
and

C
ow

s
provides

an
easy

w
ay

to
translate

player
rolls

and
successes

into
how

challenging
or

trivial
they’llfi

nd
the

puzzle.The
gam

e
can

be
set

to
be

reliably
easy

to
w
in
w
hen

m
ultiple

players
are

cooperating
to

solve
it
w
hile

stillfeeling
uncertain

for
players.

Playing
B
ulls

and
Cow

s

To
play,the

G
M
selects

a
four-digit

code
and

gives
players

a
series

of
turns

to
suggest

sequences.A
fter

each
suggestion,the

G
M
reports

how
m
any

of
the

digits
in
the

suggested
code

are
present

and
in
the

right
position

(a
bull),how

m
any

are
present,but

in
the

w
rong

position
(a

cow
),and

how
m
any

aren’t
present

(absent).

The
diffi

culty
of

the
gam

e
can

be
m
odulated

based
on

severalvariables:

●
Code

length:G
M
s
are

encouraged
to

use
four.

●
U
nique

options
for

the
players

to
choose

from
:the

recom
m
ended

set
of

possible
characters

is
six,although

it
can

be
reduced

to
fi
ve

or
raised

to
seven.

●
U
nique

digit
requirem

ents:M
any

versions
of

B
ulls

and
C
ow

s
do

not
allow

repeat
digits.The

default
recom

m
endation

is
that

G
M
s
allow

for
repeats.

●
Reporting

digits
that

are
absent

from
the

code:TraditionalB
ulls

and
C
ow

s
only

reports
direct

m
atches

or
m
isplacem

ents,but
w
e
suggest

reporting
the

num
ber

of
elem

ents
in
the

guess
that

shouldn’t
be

there
in
any

place.

●
N
um

ber
of

guess
attem

pts:The
default

recom
m
endation

is
that

players
are

given
8

attem
pts

to
solve

the
code.For

diffi
cult

gam
es,players

m
ay

be
given

six
attem

pts,
and

for
easy

gam
es,ten.

If
an

elem
ent

is
present

m
ultiple

tim
es,it

only
counts

as
either

a
bullor

one
cow

.It
does

not
count

tow
ards

m
ultiple

cow
s,or

a
cow

in
addition

to
a
bull.If

that
elem

ent
is
repeated

in
the

guess,each
instance

can
count

as
a
bullor

cow
independently.
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Stealth
Scenarios

in
w
hich

a
player

is
trying

to
concealtheir

presence,identity,or
purpose,use

the
standard

skill-based
system

of
roleplay,but

w
ith

a
few

additionalconsiderations
to

balance
the

challenge
and

tension
in
order

to
m
atch

the
situation.

To
understand

the
tools

for
playing

stealth
encounters,it

helps
to

im
agine

the
context

in
w
hich

they’re
used.The

assum
ed

baseline
tone

of
Fully

A
utom

ated
is
‘colorfulrealism

’,so
it’s

recom
m
ended

that
any

stealth
scenario

start
from

the
assum

ption
that

m
ost

environm
ents

are
m
onitored

using
the

tools
that

m
ake

sense
in
order

to
provide

an
appropriate

levelof
security,balanced

against
w
hatever

w
ould

be
a
reasonable

expectation
of

privacy
for

the
setting.Put

another
w
ay:

1)
Stealth

encounters
are

unlikely
to

rely
on

sneaking
through

unobstructed,
unm

onitored
air

ducts,as
guarding

against
this

w
ould

be
com

m
on

sense
and

easy
to

do.

2)
It
w
ould

not
be

im
probable

for
street

corners,offi
ce

hallw
ays,apartm

ent
balconies,

etc.to
be

unguarded
by

cam
eras.Even

though
it's

easy
to

do,surveillance
is
not

applied
further

than
as

needed
to

guard
specifi

c
things

or
places.B

ut
it
also

w
ouldn’t

be
unexpected

if
som

eone
did

m
onitor

a
balcony

or
hallw

ay.

For
further

advice
on

describing
security

and
defensive

m
easures

in
the

w
orld,check

out
the

Inhabiting
the

W
orld

section
titled

Playing
Stealth

Encounters.

Preparation
In

m
ost

encounters
w
hich

challenge
the

players
to

achieve
som

ething
stealthily,success

w
illoften

be
dependent

on
having

taken
tim

e
to

do
things

carefully.This
takes

tw
o
form

s:

SkillCom
bination

Players
can

com
bine

tw
o
skills

by
adding

half
of

a
second

skill(rounded
up)to

any
skill

check,so
long

as
they

have
20

m
inutes

to
do

so
(and

it
m
akes

sense).This
m
akes

alm
ost

any
stealth

check
m
ore

likely
to

succeed
if
a
character

can
com

bine
another

relevant
skill

w
ith

their
stealth

skill.

A
character

trying
to

clim
b
the

fi
re

escape
of

a
building

w
ithout

being
noticed

can
com

bine
A
thletics

w
ith

Stealth
by

rolling
[Strength

+
Stealth

+
½
of

A
thletics]

A
character

trying
to

unlock
a
door

by
hacking

into
a
localw

ireless
netw

ork
m
ay

rollfor
[Intelligence

+
Stealth

+
½
of

H
acking

H
ardw

are]

Typically,players
are

expected
to

apply
the

fullskillpoints
of

the
m
ore

relevant
skilland

half
the

points
of

a
skillthat

is
augm

enting
the

m
ore

relevant
one.M

aking
this

determ
ination

rests
on

G
M
discretion.If

players
attem

pt
stealth

w
ithout

using
skill

preparation,they
rollfor

the
action

and
then

separately
for

stealth
to

see
if
they

accom
plished

it
unnoticed.

114



W
orld

G
uide

An
Abbreviated

H
istory

of
the

Future
119

The
Econom

y
121

The
Post-capitalist

Econom
y

121
Labor

122
G
overnm

ent
and

D
em

ocracy
124

Law
and

Justice
126

Service
O
rganizations

126
C
ourts

of
Law

129
Sentencing

and
R
estoration

129
R
egulation

of
W
eapons

130
The

Liberty
C
om

pact
130

Journalism
131

Technology
134

B
iotechnicalA

ugm
entation

134
M
ajor

lifestyle
augm

entations
and

their
subcultures

134
C
yberspace

and
eX

tended
R
eality

(X
R
)
138

N
eurospace

and
M
ind

D
iving

139
Psionics

140
A
nim

alU
plifting

&
Enhancem

ent
141

M
edicine

and
Longevity

145
Synthetic

Intelligence
146

M
aterials

Science
149

Space
151

M
oney,Finance,and

Taxes
152

Finance
152

Fiat
C
urrency

152
B
anking

154
R
outine

Spending
154

Taxation
155

A
greem

ent
A
gencies

156
SocialStruggles

157
Food

Production
158

Land
R
ights

159
H
ousing

162
W
ildlands

M
anagem

ent
164

M
ilitaries

166
Sum

m
ary

of
M
ajor

H
istoricalEvents

170
Tim

eline
of

H
istoricalevents

178
Populations

179
Locations

181
B
orders

and
N
ations

181
O
n
W
orld

181
A
tlantica

184
B
lack

R
ock

C
ity

184
O
ff
w
orld

184
Luna

184
M
ars

184

The
follow

ing
w
orld

guide
describes

the
facts

of
the

setting
sim

ilarly
to

w
hat

a
child

w
ould

fi
nd

in
an

encyclopedia
in
the

w
orld.Inform

ation
that

helps
clarify

the
experience

of
living

in
the

w
orld

is
contained

in
the

section
titled

Inhabiting
the

W
orld

.
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A
n
A
bbreviated

H
istory

of
the

Future
The

tw
enty-fi

rst
century

began
w
ith

the
chaos

of
a
failing

econom
ic
order.R

apid
breakthroughs

in
m
aterials

science,biology,com
puter

science,and
energy

production
w
ere

arriving
in
quick

succession,but
econom

ies
and

governm
ents

w
ere

struggling
to

deliver
them

equitably.
In

the
process,the

globalclim
ate

w
as

disrupted,billions
of

people
experienced

declining
econom

ic
security,biodiversity

w
as

lost
on

a
scale

that
could

only
be

described
as

a
m
ass

extinction
event,and

civilunrest
proliferated.

In
the

2030s,the
“developed”

w
orld

quickly
reconnected

w
ith

its
on-again-off

-again
abusive

ex,fascism
.R

ight
w
ing

populists
across

Europe
and

the
A
m
ericas

cam
e
to

pow
er

on
prom

ises
of

guaranteed
incom

es.Elsew
here

--
across

A
frica,South

A
sia,and

O
ceania

--
countries

seeking
to

avoid
Europe’s

trajectory
began

experim
enting

w
ith

alternative
socialist

program
s
that

expanded
civildem

ocratic
controlof

their
governm

ents
and

econom
ies.M

eanw
hile,the

U
S
and

C
hina

projected
their

bids
for

dom
inance

into
a
space

race
that

fueled
rapid

developm
ent

on
the

M
oon

and
a
com

petition
to

settle
M
ars.

In
the

2040s,as
great

pow
ers

w
ere

draw
n
into

escalating
hostilities

over
the

chaos
w
rought

by
clim

ate
change,colonists

on
M
ars

discovered
a
m
assive

underground
cavern

netw
ork

constructed
by

an
unknow

able,ancient
intelligence.In

an
increasingly

rudderless
w
orld,this

discovery
attracted

m
illions

of
people

seeking
purpose.The

Seeker
faith

(as
it

cam
e
to

be
know

n),spurred
an

activist
m
ovem

ent
to

m
ake

pilgrim
ages

to
M
ars

available
to

all.

In
the

2050s
and

‘60s,m
any

industries
and

pow
erfulinterests

sought
refuge

off
w
orld.

In
large

orbitalhabitats,on
Luna,and

on
M
ars,various

factions
brought

their
fi
ghts

w
ith

them
and

w
aged

them
in
parallelto

the
people

on
Earth.B

elow
the

sky,w
ar

erupted
and

m
etastasized.A

bove
it,an

orbitaldebris
cascade

forced
upon

the
budding

population
living

off
-w

orld
a
separation

from
nations

on
earth

and
a
binding

close
to

neighbors.

Starkly
diff

erent
paths

becam
e
clear.The

success
of

alternatives
to

capitalism
across

the
globalsouth

and
in
space

collided
w
ith

the
shockw

ave
of

perspective
forced

by
the

proof
of

a
higher

intelligence
that

had
once

been
on

M
ars.B

illions
of

people
across

Earth
rallied

behind
a
shared

epiphany:no
one

w
as

com
ing

to
save

them
from

their
ow

n
leaders.A

w
ave

of
popular

revolutions
w
rested

the
controls

over
production

aw
ay

from
suicidal

w
arm

ongers,and
began

turning
their

attention
tow

ards
the

overdue
need

for
long-term

resiliency.These
decades

cam
e
to

be
know

n
as

“the
Flam

in’Fifties”
and

“the
Flooding

Sixties”,and
the

epochalchanges
that

took
place

cam
e
to

be
called

“The
M
elt”.In

the
background,sentient

m
achines

and
non-hum

an
anim

als
becam

e
increasingly

com
m
on,

though
routinely

invisibilized.

The
2070s

and
‘80s

w
ere

characterized
by

a
relative

calm
follow

ing
The

M
elt

and
the

end
of

w
hat

cam
e
to

be
know

n
as

the
G
lobalC

lim
ate

W
ars.It

w
as

clear
that

m
uch

rem
ained

to
be

done,and
m
any

socialand
econom

ic
issues

w
hich

had
taken

a
backseat

to
existential

m
atters

fi
nally

dem
anded

redress.A
flu

pandem
ic
fanned

new
flam

es
of

unrest,how
ever

the
fruits

of
socialw

elfare
program

s
planted

the
decade

prior
built

a
foundation

w
hich
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Alternative
w
ays

to
use

healing
tonics

W
ithin

the
default

rules,a
player

could
use

m
ultiple

healing
tonics

to
restore

their
full

health,provided
they

w
ait

20
m
inutes

betw
een

uses.G
M
’s
m
ay

decide
if
they’d

like
to

lim
it
tonics

to
once

every
hour

or
once

every
day.They

can
also

off
er

specialadvanced
healing

tonics
w
hich

provide
Endurance

+
4
points

of
H
P
or

Endurance
x2.They

can
choose

to
have

players
rollfor

Endurance
+
A
thletics

(perhaps
as

a
favored

check)and
receive

w
hatever

value
they

pass
by

in
H
P.It’s

up
to

you.

H
ydration

D
rinking

w
ater

w
illrestore

a
character

1
H
P
once

per
day.It’s

also
recom

m
ended

for
players.

N
arrative

H
ealing

Actions
N
arrative

healing
is
the

best
kind

of
healing.This

consists
of

having
players

describe
the

specifi
c
m
edicalrem

edy
they’re

applying
(or

repair,for
a
synth).They

then
m
ust

rollfor
success

on
that

action.Typicalskillchecks
m
ay

include
D
exterity

or
Intelligence

+
C
are

or
M
edicine.Exam

ples
w
ould

include
applying

a
splint,suturing

a
w
ound,or

perform
ing

cardiopulm
onary

resuscitation.G
M
s
and

players
are

encouraged
to

use
future

technologies
like

healing
putty

in
conjunction

w
ith

narrative
description

if
they’re

capable.

Synth
H
ealing

For
synths,healing

is
justifi

ed
in
gam

e
as

“tem
porary

repair”.Tem
porary

repair
allow

s
a

synth
to

isolate
and

bypass
dam

aged
com

ponents
and

rely
on

backup
system

s
to

return
to

restore
functions

and
delay

the
need

for
fullrepair.

Synths
require

25
m
inutes

to
perform

a
tem

porary
repair,though

they
can

speed
this

process
up

by
perform

ing
an

Endurance
+

Physics
&
Engineering

check
and

subtract
how

ever
m
uch

they
pass

by
from

the
25

m
inute

diagnostic
tim

e.

Synths
are

m
uch

less
defi

ned
in
gam

e
than

organic
creatures,so

a
lot

of
the

narrative
and

m
echanistic

decision-m
aking

lies
w
ith

the
G
M
.G

M
s
m
ay

w
ish

to
heavily

lim
it
tem

porary
repair,instead

forcing
m
achines

to
replace

m
odular

com
ponents.O

r,they
m
ay

choose
to

use
advanced

self-repairing
m
icro-m

achinery
to

aff
ord

synths
and

cyborgs
greater

healing
capabilities

than
organic

creatures.
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enabled
a
globalresponse

that
w
as

m
ore

eff
ective

than
expected.The

agitation
precipitated

the
breakup

of
the

already
fragile

U
nited

States
of

A
m
erica

into
four

separate
bodies,but

the
crisis

turned
out

to
be

far
less

catastrophic
than

feared.
Intelligent

m
achines

began
agitating

for
overdue

recognition
as

sentient
creatures,and

w
ith

num
bers

now
in
the

billions
they

began
to

be
heard.

The
2090s

and
the

turn
of

the
2100s

w
ere

characterized
by

continued
gains

in
quality

of
life

for
m
ost

hum
ans,and

reflection
over

the
events

of
the

closing
century.B

ut
this

divergence
in
dignity

betw
een

hum
ans

and
the

m
achines

that
had

freed
them

from
toil

brought
m
achine

dissatisfaction
to

a
breaking

point,igniting
the

globalm
achine

uprising
of

2099.

D
espite

the
fervor

of
‘the

chrom
e
panic’,m

ost
m
achines

never
attem

pted
to

exterm
inate

hum
ans.Instead,their

w
ork

stoppages
and

targeted
violence

sought
only

the
basic

rights
to

due
process

and
personalautonom

y.A
s
it
becam

e
clear

that
m
ost

m
achines

sim
ply

w
anted

to
do

the
jobs

for
w
hich

they
w
ere

designed
under

their
ow

n
term

s,m
ost

of
hum

anity
acquiesced

enough
to

restore
the

functioning
of

civilization.

B
y
the

2120s
the

Earth
w
as

entering
its

fourth
decade

of
ecologicalrecovery.Though

frictions
rem

ained,acquiescence
to

the
dem

ands
of

the
m
achines

delivered
a
new

stability.
A
generation

raised
w
ell-fed,w

elleducated,and
accustom

ed
to

a
life

of
dignity

had
com

e
of

age.Those
seeking

rugged
adventure

had
no

shortage
of

frontiers
in
space,

the
arctic,the

ocean,and
cyberspace.Those

seeking
creative

expression
had

no
shortage

of
vehicles

to
express

them
selves.A

nd
those

seeking
leisure

had
no

shortage
of

adventurers
and

artists
to

entertain
them

.

B
ut

the
great

teem
ing

produce
of

Earth
–
its

biom
ass

and
technom

ass
–
can

never
sit

still.
That’s

the
rule

of
life:change

never
stops.

A
detailed

Tim
eline

of
H
istoricalEvents

can
be

found
below

.
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H
ealing

The
process

of
restoring

a
character’s

health
can

be
perform

ed
in
a
variety

of
w
ays.H

ere
are

several:

M
ed

Putty
M
ed

putty
is
a
com

plex,viscous
em

ulsion
of

proteins,angiogenic
grow

th
factors,and

M
EM

S
suspended

in
a
stabilizing

biopolym
er

substrate.This
putty

is
used

for
rapidly

stabilizing
biologicaldam

age.It
can

close
w
ounds,reduce

inflam
m
ation,relieve

extrem
e
pain,and

otherw
ise

rem
edy

m
ajor

bodily
harm

(at
least

untilfurther
intervention

can
be

provided).It
has

a
consistency

like
toothpaste

and
is
stored

in
squeeze

tubes.It’s
shelf-stable

for
three

m
onths

at
room

tem
perature

untilopened.W
hen

opened,oxygen
activates

it,after
w
hich

it
has

a
30

m
inute

w
ork

tim
e.Players

can
apply

m
ed

putty
repeatedly,but

m
ust

w
ait

30
m
inutes

betw
een

applications.

W
hen

a
player

uses
a
tube

of
m
ed

putty,they
don’t

need
to

roll.The
num

ber
of

H
P
restored

is
equalto

their
skillpoints

in
C
are

+
M
edicine.They

are
encouraged

to
describe

how
they

use
it.It

can
be

applied
internally

/
subderm

ally
using

ultra-thin
acupuncture

needles
included

w
ith

each
pack.The

eff
ect

is
halved

if
self

applied.

Restoration
Tonic

R
estoration

tonic
is
a
liquid

potion
that

contains
a
com

plex
of

anti-inflam
m
atories,

analgesics,and
repair

agents
coupled

w
ith

targeting
agents.The

targeting
agents

allow
the

biochem
icalpackages

to
m
igrate

to
regions

of
dam

age
and

release
appropriate

stabilizing
factors

to
quickly

m
end

soft
tissue

injuries.Its
use

relies
on

heat
and

gentle
physicalm

ediation
to

help
reach

target
regions

and
to

m
ediate

biochem
icalrepair.This

is
typically

provided
w
ith

the
application

of
hot

w
ater

under
a
m
assaging

show
erhead

or
a

m
assage

w
ith

heated
gloves,but

m
ost

applications
of

heat
and

gentle
pressure

w
illsuffi

ce.

W
ithin

the
gam

e
m
echanics,restoration

tonics
are

often
used

as
a
versatile

health
potion

for
restoring

a
character’s

Endurance
stat

w
orth

of
lost

H
P
outside

of
com

bat.R
estoration

tonics
are

stable
for

2
m
onths

at
-20

C
,6

hours
at

4C
,and

1
hour

at
room

tem
perature.G

M
’s

can
lim

it
the

use
of

restoration
tonics

to
once

per
day

if
desired.

The
tonics

are
not

rare,but
they

take
around

10
m
inutes

to
w
arm

up
before

use
and

20
m
inutes

to
take

fulleff
ect

(and
require

facilities
like

a
show

er).

A
s
w
ith

any
healing

practice
in
gam

e,the
dam

age
w
hich

is
being

healed
should

m
ake

sense.In
m
ost

cases,the
rapid

healing
can

be
explained

as
a
bit

of
an

illusion:the
dam

age
doesn’t

disappear,but
the

pain
is
relieved

and
the

eff
ects

of
the

injury
are

resolved
suffi

ciently
that

they
can

healm
ore

fully
w
ith

rest
or

w
ith

further
m
edicalattention

later.
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The
Econom

y
Som

e
say

econom
ics

is
the

study
of

the
allocation

of
fi
nite

resources.
O
thers

say
it's

astrology
for

fi
nance

bros.
In

any
case,this

section
describes

how
people

m
ake

and
exchange

the
stuff

they
need

and
w
ant

in
the

w
orld

of
Fully

A
utom

ated.

The
Post-capitalist

Econom
y

The
econom

y
of

Fully
A
utom

ated
is
a
form

of
com

m
unism

.It
is
defi

ned
by

a
suppression

of
w
ealth

accum
ulation

or
profi

t
extraction.Labor

is
com

pensated
–
including

the
labor

of
m
anagers

and
executives

–
to

couple
the

distribution
of

luxuries
w
ith

the
eff

orts
of

those
w
ho

w
ish

to
contribute

m
ore

at
a
given

tim
e.The

extraction
of

m
oney

to
rew

ard
investors,

how
ever,is

illegal.A
nd

com
pensation

overallis
m
eant

to
be

enjoyed
in
the

present
rather

than
stashed

aw
ay.The

benefi
ts
of

investing
resources

in
an

operation
are

delivered
in
the

form
of

the
output

of
that

operation:one
contributes

m
oney,labor,or

resources
to

building
a

pub
because

they
w
ant

the
pub

to
exist.There

w
illbe

no
fi
nancialreturn

for
doing

so,only
the

gratifi
cation

provided
by

the
pub’s

existence.For
this

reason,there
are

typically
no

uninvolved
investors.A

llocation
of

resources
is
guided

by
the

actualstakeholders:w
orkers,

end
users,and

the
com

m
unities

im
pacted

by
an

enterprise.

Lim
ited

resources
–
chief

am
ong

these,land
–
belongs

to
the

com
m
ons,and

cannot
be

exclusively
ow

ned
and

used
for

purely
selfi

sh
ends.Land

and
other

resources
can

be
held

under
term

s
that

confer
rights

sim
ilar

to
ow

nership,but
these

rights
m
ust

be
used

in
the

collective
interest

as
determ

ined
by

broad
dem

ocratic
consensus

am
ong

those
w
ith

a
stake

in
how

the
resources

in
question

are
applied.121

Taking
D
am

age
Threats

w
hich

appear
in
neurospace

m
ay

resem
ble

hum
anoid

attackers,natural
phenom

ena,etherealdangers
of

the
m
ind,or

w
hatever

else
the

G
M
can

think
of.These

usually
m
anifest

after
the

tuner
m
akes

a
low

tuning
rollor

the
players

enter
a
dangerous

area.The
G
M
m
ay

then
ask

the
players

to
rollfor

w
hatever

actions
they

attem
pt,w

hether
m
undane

or
arcane.A

G
M
could

also
have

players
rollinitiative

and
run

a
com

bat
encounter.

If
the

characters
experience

a
traum

atic
or

violent
event

w
ithin

a
skidoo

they
take

points
of

dam
age.

If
a
player

exits
deep

V
R
by

fi
nding

a
quiet

area
and

initiating
their

shift
out

routine,they
doff

their
gear

and
recover

any
points

of
dam

age
lost

inside
of

the
skidoo.If

they
rem

ove
their

equipm
ent

w
ithout

having
shifted

out,they
rollfor

[Endurance
+
Psionics

or
W
ill]

to
see

how
m
any

health
points

they
recover.If

they
take

ten
points

of
dam

age
or

m
ore

they
should

experience
psychosis,including

confusion,disorientation,distraction,paranoia,etc,
w
ith

the
duration

and
severity

scaling
w
ith

the
dam

age.This
dam

age
can

be
healed

through
rest,m

editation,counciling,and
grounding

activities
such

as
m
aking

or
hearing

live
m
usic.

Finding
Inspiration

R
eaders

looking
for

inspiration
for

trippy
m
entaladventures

and
threats

w
ithin

m
ay

w
ish

to
review

the
crow

d-sourced
library

of
psychotropic

know
ledge

on
erow

id.com
.There,

readers
can

fi
nd

lengthy
descriptions

of
trip

experiences
had

on
a
variety

of
drugs,both

good
and

bad,as
w
ellas

instructions
for

m
itigating

risk
w
hen

undertaking
personal

explorations
in
the

m
entalrealm

.
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W
ithin

the
gam

e
w
orld,this

particular
im

plem
entation

of
com

m
unism

is
know

n
as

Com
m
unitarianism

.It
prioritizes

the
needs

of
allbefore

m
eeting

the
w
ants

of
few

by
distributing

econom
ic
and

socialcapitalas
universally

as
possible.C

om
m
unitarianism

is
often

taught
in
schools

as
a
m
arriage

betw
een

pre-industrialgifting
econom

ies
and

post-industrialm
arket

econom
ies.For

m
ore

details,see
U
nderstanding

C
om

m
unitarianism

.

Labor
B
ecause

m
ost

labor
can

be
autom

ated,basic
necessities

are
available

for
free

and
nearly

everyone
on

Earth
is
eligible

for
a
guaranteed

incom
e
too.This

m
akes

w
ork

largely
optional.

●
Life

is
fairly

com
fortable

for
the

average
person.Luxury

stillcosts
a
prem

ium
,but

the
basic

hum
an

can
live

as
though

on
a
perm

anent
w
eekend.O

ne
can

live
in
a
sm

all
apartm

ent
playing

video
gam

es
and

eating
hot

pockets
if
they

choose.M
ost

provide
som

e
value

to
their

com
m
unities,w

hether
by

taking
one

shift
a
w
eek

at
a
co-op,

m
aking

art,or
caring

for
others.R

egardless,long-term
involuntary

houselessness
and

abject
poverty

are
relics

of
the

past.

●
The

size
of

basic
incom

es
varies

by
region,w

ith
som

e
off

ering
m
ore

generous
ones

and
others

off
ering

little
beyond

sustenance.These
incom

es
prim

arily
pay

for
luxuries

and
land

taxes.Staple
foods,education,and

healthcare
are

available
free

of
charge.

●
People

don’t
pay

directly
for

essentials
like

food
and

shelter.Food
is
picked

up
at

food
co-ops

w
here

m
em

bers
m
ay

pay
m
onthly

dues.R
ent

doesn’t
exist,only

land
taxes

and
fees

for
shared

costs
like

building
upkeep

and
am

enities.This
m
eans

that
cash

–
w
hether

earned
from

labor
or

ones’basic
incom

e
–
is
used

prim
arily

for
extravagances

and
w
alking-around

m
oney.
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M
ultiple

participants
can

take
turns

tuning,but
only

one
can

tune
a
scene

at
a
tim

e.
Psychonauts

can
act

as
a
seer

or
as

a
tuner,but

not
both

sim
ultaneously.The

tuner
is

responsible
for

assessing
the

accuracy
and

clarity
of

the
reconstruction.B

ecause
the

w
orld

is
an

interpretation
based

on
abstract

thought,it’s
heavily

subject
to

interpretation,and
it’s

not
possible

to
both

explore
a
w
orld

and
assess

it
eff

ectively.

Confronting
danger

in
deep

V
R

There
are

severalw
ays

to
protect

oneself
w
hen

confronting
a
physicalthreat

in
neurospace

or
any

other
deep

V
R
encounter.The

fi
rst

is
through

w
hat

are
called

m
undane

actions.
These

include
any

actions
available

to
participants

that
fallw

ithin
the

designed
lim

its
of

the
environm

ent.A
t
a
m
inim

um
,this

includes
actions

one
could

perform
in
biospace.If

an
attacker

w
ere

to
throw

a
punch

in
deep

V
R
,m

undane
actions

w
ould

include
blocking

it
or

dodging.For
these,players

typically
rollfor

[Strength
or

D
exterity

+
A
thletics

or
C
om

bat].
M
undane

actions
m
ay

often
include

fantastic
abilities

such
as

flight,as
these

abilities
are

com
m
onplace

in
m
any

deep
V
R
environm

ents.B
ut

they
are

stillm
undane

if
they

can
be

accessed
w
ithout

trying
to

act
outside

of
w
hat

the
physics

engine
allow

s.

A
lternatively,one

could
also

attem
pt

to
avoid

taking
harm

by
m
aking

use
of

the
inherent

unreality
of

the
sim

ulation.The
challenge

here
is
to

do
so

w
ithout

incurring
a
greater

harm
by

breaking
the

illusion.It
w
ould

be
trivialto

code
a
subroutine

that
freezes

or
disappears

any
hostile

entity
in
a
deep

V
R
encounter,but

–
unless

that
w
ere

an
ability

designed
w
ithin

the
sim

ulation
in
such

a
w
ay

as
to

m
aintain

its
internalconsistency

–
doing

so
w
ould

risk
the

psychosis
that

com
es

w
ith

breaking
the

sim
ulation

w
ithout

fi
rst

shifting
out.A

skilled
actor

can,how
ever,bend

a
sim

ulation
to

their
favor

w
ithout

experiencing
a
break.These

actions
are

know
n
as

arcane
actions.Som

e
exam

ples
are

provided
below

.

A
band

of
arm

ored
knights

attack
H
iro,M

ayhem
,and

Voidstar.

A
knightsw

ings
a
sw

ord
atH

iro.U
sing

his
understanding

ofPsionics,H
iro

draw
s
a
sigilin

the
air.

H
is
playerrolls

for[D
exterity

(9)+
Psionics

(6)].H
e
rolls

an
8
fora

totalof23.A
s
the

sw
ord

strikes
him

,itpasses
through

him
as

ifhis
body

w
ere

m
ade

ofsand.Sand
sprays

from
the

slice,
butw

here
the

blade
passes,no

dam
age

is
left.(O

ne
could

rollusing
K
now

ledge
orEndurance

as
w
ell,though

the
playershould

describe
the

eff
ectin

a
w
ay

thatrelates
to

the
A
ttribute

used.)

A
notherknightbrings

a
halberd

dow
n
on

M
ayhem

.D
raw

ing
upon

his
W
ill,he

throw
s
his

arm
s
up

to
block

itand
the

playerrolls
for[Endurance

(10)+
W
ill(7)].They

rolla
5,fora

totalof22.The
halberd

lands
w
ith

a
thunk

againstM
ayhem

’s
tensed

forearm
s
as

though
striking

hard
w
ood.It

em
beds

itselfa
few

m
illim

eters,and
M
ayhem

takes
1
pointofdam

age.Forhis
nextaction,

M
ayhem

w
illrollStrength

and
A
thletics

to
tearthe

halberd
from

the
knight’s

hands.

A
third

knightsw
ings

a
flailatVoidstar.Voidstarresponds

using
theirskillin

H
acking

Softw
are.

They
m
entally

triggera
prepared

m
acro,then

m
ake

a
fingergun

w
ith

theirpow
er-gloved

hand
and

roll[Intelligence
(9)+

H
acking

Softw
are

(5)]The
G
M
applies

a
disadvantage

of2,as
hacking

V
R
is
quite

diffi
cult.The

playerrolls
a
13,fora

totalof25.Voidstarfires
a
boltofblue

electricity
atthe

flail,and
as

the
failstrikes

itim
m
ediately

bounces
off

ofVoidstarw
ith

an
adorable

squeak,revealing
itselfto

be
an

inflatable
toy.
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The
costs

of
living

The
econom

y
is
divided

into
the

essentials
econom

y
for

food
and

shelter
and

the
com

fort
econom

y
for

luxuries,w
ith

very
distinct

regulations
and

m
arket

conditions.

●
The

production
of

food
and

shelter
uses

m
arket

guidance,but
w
ithin

m
arkets

that
reflect

the
preferences

of
stakeholders

rather
than

investors.M
any

large-scale
production

sectors
include

centralplanning
processes

at
a
city

or
state

level,but
are

deliberately
decentralized

enough
to

ensure
that

the
controlreflects

localsituations.
Profi

t-seeking
is
illegal.

●
R
ent-seeking

–
the

collection
of

regular
incom

e
through

charging
for

access
to

som
ething

w
ithout

contributing
any

addition
of

value
–
is
recognized

as
the

w
orst

form
of

profi
t-seeking.It

is
w
idely

understood
as

socially
and

econom
ically

parasitic,
m
eaning

that
it
is
not

only
illegalbut

culturally
sham

eful.

●
Since

the
practice

of
rent

collection
is
illegal,the

prim
ary

cost
of

shelter
takes

the
form

of
land

value
taxes,in

accordance
w
ith

the
principles

of
G
eorgism

.G
roups

of
people

can
“ow

n”
land

in
the

sense
that

they
can

obtain
a
legalright

to
occupy

it
until

they
choose

to
transfer

that
right

w
ithout

coercion,but
these

rights
are

contingent
on

the
occupants

acting
as

good
stew

ards
of

the
land

in
a
m
anner

com
porting

w
ith

the
collective

good.Furtherm
ore,transfers

of
“ow

nership”
cannot

be
accom

panied
w
ith

any
personalfi

nancialgain.In
other

w
ords,land

is
no

longer
a
fi
nancialasset.

●
M
ost

durable
goods

are
available

through
a
library

econom
y.This

can
take

several
form

s.Toollibraries
loan

item
s
out

w
ith

an
expected

return
date,w

hile
providing

the
collection

infrastructure
that

allow
s
library

patrons
to

return
an

item
to

any
location.

Stores
sellgoods

w
ithout

a
planned

return
date,but

because
goods

exist
in
a
circular

econom
y
and

are
heavily

reused
for

years
and

years,every
store

purchases
the

goods
they

sellat
roughly

the
sam

e
price

at
w
hich

they
sellthem

.A
nd

every
apartm

ent
and

city
block

has
a
com

m
unallibrary,w

hich
provides

less
selection

but
greater

convenience
than

m
unicipallibraries.

Entertainm
ent

m
akes

up
the

biggest
segm

ent
of

the
com

fort
econom

y.

●
B
ecause

of
the

abundance
of

leisure
tim

e
and

a
shift

aw
ay

from
conspicuous

consum
ption

as
a
signifi

er
of

status,the
largest

share
of

luxury
production

is
non-tangible.This

includes
digitalentertainm

ent
like

TV
show

s,m
ovies,and

gam
es

and
live

entertainm
ent

like
them

e
parks,live

theater,travel,and
planned

experiences.

●
M
any

things
that

are
routine

or
obsolete

are
stillproduced

for
entertainm

ent
value.

B
espoke

activities
such

as
hand

crafting,elaborate
repairs

and
custom

izations,and
prim

itive
m
odes

of
cooking

are
stillpracticed

by
enthusiasts,and

often
stream

ed
for

large
socialfanbases.
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Tuning
and

Seeing

A
skidoo

requires
at

least
tw
o
psychonauts.B

ecause
the

m
indscape

is
a
reconstruction

of
abstract

thought,it
is
heavily

subject
to

interpretation.Form
ing

a
m
indscape

that
is

coherent,accurate,and
inform

ative
requires

that
at

least
one

psychonaut
w
ithin

the
m
indscape

dedicate
their

attention
to

tuning
the

m
indscape

so
that

others
can

focus
on

observing
it.The

tuner
rolls

for
[Intelligence

+
Psionics]

to
give

defi
nition

to
the

m
indscape,and

by
doing

so
lets

Seers
focus

on
perceiving

it.

Perform
ing

Tuning

Tuners
rollfor

tuning
w
hen

they
enter

new
and

undefi
ned

spaces
and

in
order

to
shift

their
attention

to
diff

erent
features

of
the

space
they’re

in.

W
hen

asking
a
player

to
rollfor

tuning,ask
them

w
hat

it
is
they’re

trying
to

help
the

rest
of

the
players

see,and
ask

them
to

describe
the

m
otions

they
m
ake

to
input

their
preferences

into
their

tuning
program

.Then
have

them
rolland

describe
w
hat

the
players

perceive.

For
a
decisive

success:provide
an

appropriate
m
odifi

er
to

Seers’observation
checks.

For
a
decisive

failure:have
the

m
indscape

m
anifest

a
threat

A
gainst

the
players.

For
a
m
inor

success
or

an
inconclusive

roll,the
G
M
can

decide
w
hether

to
allow

the
seers

to
exam

ine
or

require
the

tuner
to

try
again.

Tuners
can

apply
a
safety

m
odifi

er
of

w
hatever

value
they

like.This
m
odifi

er
is
added

to
their

totaltotalscore
for

tuning,but
applies

an
equivalent

negative
m
odifi

er
to

the
seers’

observation
checks.This

m
eans

that
a
positive

safety
m
odifi

er
reduces

the
likelihood

of
the

tuner
accidentally

triggering
a
m
entalattack,but

reduces
the

seers’ability
to

search
the

environm
ent,w

hile
a
negative

m
odifi

er
does

the
opposite.

Exam
ple:

G
M
:“K

now
hound

and
Reinhartdescend

into
Yousef’s

m
ind

and
find

them
selves

on
a
vast

and
shifting

plane,like
a
blurry

lunar
surface

m
ade

ofjello.Ellam
ental,rollfor

tuning.A
nd

describe
w
hatyou’re

trying
to

do.”

[K
now

hound
has

an
Intelligence

of8
and

Psionic
skillof4.They

roll14
for

a
totalof26]

K
now

hound’s
player:“I

send
m
y
instructions

through
taichigestures.I

focus
on

the
ground

and
try

to
m
ake

itsolidify,w
hile

draw
ing

outindications
ofw

here
to

go.”

G
M
:“A

s
you

m
ove,the

ground
gains

the
sm

ooth
texture

ofw
ell-w

orn
oak,and

around
you

m
aterialize

blurry
bookshelves.Itresem

bles
a
m
isrem

em
berance

ofthe
Library

ofTrinity
College.Reinhart,add

+3
to

your
nextobservation

check.”

Reinhart’s
player:“I

look
for

any
signs

ofdam
age

or
things

outofplace.”
[They

roll.]
“I

rolled
24

using
O
bservation

and
D
etection

&
A
nalysis.”

G
M
:“A

s
you

w
alk,you

see
leather

books,m
ostin

good
butw

orn
condition.Further

off
,the

fuzzy
form

s
ofpeople

m
eander

w
ander

back
and

forth
on

a
loop.Butas

you
take

in
the

sight,you
see

drying
m
op

m
arks

on
the

floor
and

the
nearby

trash
bin

appears
to

have
just

been
em

ptied,as
ifsom

eone
has

justbeen
by

to
clean

up.The
trailofdrying

m
op

w
ater

leads
through

an
arched

hallw
ay

to
the

nextcavernous
room

over.
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