
Round
8

Character
H
P

Action
D
am

age
W
indrush

17
M
ove

Voidstar
14

M
ove

D
usty

16
M
ove

H
ypebot420

21
Stunned

(x2)

H
ypebot

m
oves

one
space

w
hile

stunned.
D
usty

m
oves

4
spaces.

Voidstar
m
oves

3
spaces

(because
he

just
played

m
ove).

W
indrush

m
oves

4
spaces.

It’s
clear

that
D
usty

is
too

far
to

catch.

Round
9

Character
H
P

Action
D
am

age
W
indrush

17
M
ove

Voidstar
14

M
ove

D
usty

16
M
ove

H
ypebot420

21
Stunned

H
ypebot

m
oves

one
space

w
hile

stunned,and
fi
nishes

their
stun.

D
usty

m
oves

4
spaces,leaving

the
arena.

Voidstar
m
oves

3
spaces.

W
indrush

m
oves

3
spaces.

Round
10

Character
H
P

Action
D
am

age
W
indrush

17
A
im

Voidstar
14

M
icrodart

D
usty

16
M
ove

H
ypebot420

21
M
ove

5
dam

age
&
stun

Voidstar
fi
res

a
m
icrodart

at
H
ypebot.H

e
uses

Lucky
B
reak

to
advantage

it,and
rolls

[+][o]
to

deal5
dam

age
and

stun.
H
ypebot

m
oves

4
spaces

before
falling

stunned.
W
indrush

aim
s.

100

Round
5

Character
H
P

Action
D
am

age
W
indrush

17
Stunned

Voidstar
14

Stunned
(x2)

D
usty

16
Stunned

H
ypebot420

26
M
ove

D
usty

m
oves

one
space

and
fi
nishes

her
stun.

Voidstar
rem

ains
stunned.H

e
can’t

m
ove

onto
the

train,because
it
requires

tw
o
spaces

of
m
ovem

ent.
W
indrush

m
oves

one
space

w
hile

stunned.
H
ypebot

m
oves

tow
ard

the
exit.

Round
6

Character
H
P

Action
D
am

age
W
indrush

17
M
ove

Voidstar
14

Stunned
D
usty

16
M
ove

H
ypebot420

26
M
ove

Voidstar
is
stillstuck,but

fi
nishes

his
stun.

H
ypebot

m
oves

2
spaces

(because
they

m
oved

on
the

previous
round

and
are

m
oving

onto
the

trolley
deck).

D
usty

m
oves

5
hexes.

W
indrush

m
oves

4
hexes

to
chase

after
both.

Round
7

Character
H
P

Action
D
am

age
W
indrush

17
Stun

A
rrow

Voidstar
14

M
ove

D
usty

16
M
ove

H
ypebot420

26
D
efend

5
dam

.&
stun

x2

W
indrush

fi
res

a
stun

arrow
at

D
usty.B

efore
it
lands,

H
ypebot

uses
their

D
efend

action
to

dive
in
the

w
ay

and
take

the
stun

arrow
.The

G
M
rules

that
this

precludes
attem

pting
to

avoid
the

arrow
,

so
W
indrush

rolls
for

the
attack.She

rolls
a
[+][+],

dealing
5
dam

age
and

double-stunning
H
ypebot.

D
usty

m
oves

4
spaces,because

they
played

M
ove

on
the

previous
round.Voidstar

m
oves

3
spaces,because

he’s
clim

bing
onto

the
trolley

deck.
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Round
11

Character
H
P

Action
D
am

age
W
indrush

17
M
ove

Voidstar
10

M
ove

D
usty

16
-

H
ypebot420

17
Stunned

H
ypebot

m
oves

one
space.

Voidstar
m
oves

4
spaces.W

indrush
uses

her
aim

to
m
ove

onto
the

trolley
deck

and
then

another
5
spaces.

H
ypebot

surrenders.

Conclusion

H
opefully,this

m
akes

the
logic

of
the

com
bat

system
m
ake

sense.This
is
not

a
sim

ple
com

bat
encounter,but

it
could

easily
be

played
in
10

-
15

m
inutes.A

lthough
fairly

com
plicated

as
a
w
hole,each

player’s
options

w
ere

straightforw
ard

in
the

m
om

ent.W
e
hope

that
by

seeing
or

trying
out

this
system

,w
hat

m
ight

seem
idiosyncratic

upon
fi
rst

description
becom

es
intuitive

once
its

reasoning
is
clear:everyone

picks
an

action
at

the
start

and
reveals

it
at

once.A
ttacks

go
fi
rst.D

efenders
defend

w
hen

attacked
or

after
all

attacks
are

played.A
llm

ovem
ents

are
resolved,starting

w
ith

the
low

est
in
the

turn
order

and
w
orking

backw
ards,unless

som
eone

higher
in
the

turn
order

prefers
to

go
earlier.Then

any
aim

or
specialactions

are
played.

M
ost

im
portantly,this

isn’t
chess:it’s

m
ore

like
a
very

form
alw

ay
to

play
w
ith

action
fi
gures.

It’s
m
eant

to
be

a
logical,balanced

fram
ew

ork,but
every

table
and

G
M
should

feelfree
to

only
follow

the
rules

in
so

far
as

they
m
ake

sense
or

serve
their

needs.

If
any

rule
is
uncertain,decide

am
ong

the
table,and

consider
sharing

your
thoughts

w
ith

us
over

socialm
edia

to
help

others
and

im
prove

subsequent
editions.
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Round
3

Character
H
P

Action
D
am

age
W
indrush

22
R
estrain

Voidstar
19

M
ove

D
usty

24
D
efend

H
ypebot420

20
Stunned

+6
H
P

W
indrush

attem
pts

to
restrain

and
search

H
ypebot.

She
has

an
ability

to
restrain

any
target

w
ith

less
H
P

than
herself,but

H
ypebot

uses
their

Persistent
ability,

w
hich

gives
them

+6
H
P
untilthe

end
of

com
bat.They

m
ove

one
space

because
they’re

defending.
W
indrush

can’t
restrain

H
ypebot,but

asks
the

G
M
if

they
can

search
H
ypebot’s

satchelfor
the

m
odule.

She
learns

that
H
ypebot

doesn’t
have

it.

D
usty

defends,and
m
oves

into
cover.

Voidstar
m
oves

into
a
better

position.
H
is
aim

w
illdisappear

if
not

used
on

the
next

turn.

N
ote

that
W
indrush’s

ability
to

search
H
ypebot

on
the

sam
e
turn

they
failed

to
restrain

them
and

their
ability

to
do

so
w
hen

H
ypebot

is
one

space
aw

ay
and

can
m
ove

one
space

w
hile

stunned
are

tw
o
exam

ples
of

the
G
M
choosing

to
interpret

the
rules

in
a
flexible

m
anner.This

gam
e
w
orks

m
uch

better
w
hen

the
G
M
runs

it
flexibly.

Round
4

Character
H
P

Action
D
am

age
W
indrush

22
D
efend

5
dam

age
&
stun

Voidstar
19

M
icrodart

5
dam

.&
stun

x2
D
usty

24
Slingshot

9
dam

age
&
stun

H
ypebot420

26
Trained

Strike

Voidstar
m
icrodarts

D
usty.B

ecause
he’s

aim
ed,it’s

advantaged
and

deals
+4

dam
age.H

e
rolls

[+][o].
D
usty

takes
9
dam

age
and

is
stunned.D

usty
fi
res

her
slingshot

and
uses

her
Lucky

B
reak,giving

it
advantage.She

rolls
[+][+],dealing

5
dam

age
and

2x
stun.
H
ypebot

attacks
W
indrush.

W
indrush

m
oves

one
space

and
rolls

[-][-]
for

defense,so
the

attack
proceeds.

H
ypebot

rolls
[o][+],dealing

5
dam

age
and

stunning
her

before
m
oving

one
space.
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102

Rollfor
initiative:

Each
player

rolls
2d10

and
adds

it
to

their
speed.

Characters
Speed

Roll
Initiative

W
indrush

20
14

34
Voidstar

23
10

33
D
usty

24
3

27
H
ypebot420

16
9

15

D
usty

has
the

m
odule.

Round
1

Character
H
P

Action
D
am

age
W
indrush

22
M
ove

Voidstar
19

M
ove

D
usty

24
M
ove

H
ypebot420

26
M
ove

O
n
the

fi
rst

round,everyone
plays

M
ove.H

ypebot
advances

to
a
covered

position.D
usty

m
oves

into
the

trolly
(it

costs
an

extra
space

of
m
ovem

ent
to

step
up

onto
the

trolly
deck,but

D
usty

has
a
+1

to
M
ovem

ent).Voidstar
advances

to
a
covered

position
in
the

trolly,and
W
indrush

m
oves

to
cover

to
oppose

H
ypebot.

Round
2

Character
H
P

Action
D
am

age
W
indrush

22
D
efend

Voidstar
19

A
im

D
usty

24
D
efend

H
ypebot420

26
Slingshot

6
dam

age
&
stun

H
ypebot

attem
pts

to
fi
re

a
slingshot

at
W
indrush.

W
indrush

defends
from

behind
cover

and
rolls

a
[o][+],w

hich
grants

a
counter-attack

w
ith

disadvantage.W
indrush

strikes
w
ith

her
staff

,w
hich

gives
her

one
space

of
m
ovem

ent
and

has
a
reach

of
tw
o
spaces.She

rolls
a
[-][+],so

even
w
ith

disadvantage
deals

6
dam

age
and

stuns
H
ypebot.

D
usty

m
oves

one
space

because
she’s

defending.
Voidstar

aim
s.

The
[-]is

grayed
outto

representthatthe
playeronly

rolls
the

second
die

because
it’s

disadvantaged.
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D
ow

ntim
e,Interstitials,and

R
est

Interstitials
A
n
interstitialis

any
tim

e
jum

p
that

occurs
w
ithin

a
story.The

m
ost

com
m
on

kind
of

interstitialis
a
Transit

event,in
w
hich

characters
board

a
vehicle

and
m
ust

w
ait

untilit
arrives

before
continuing

their
quest.If

a
story

takes
place

over
a
period

greater
than

24
hours,the

players
w
illlikely

need
rest.Som

etim
es

they
m
ay

have
to

w
ait

for
certain

events
to

happen
before

they
can

proceed
w
ith

the
next

step
of

a
plan.W

hether
traveling,

stopping
to

eat
or

rest,or
just

passing
tim

e
untilsom

eone
or

som
ething

is
available,these

periods
allow

players
and

their
G
M
to

describe
any

actions
that

they
w
ish

to
perform

outside
of

a
roleplay

encounter.This
m
ay

include
resting,crafting,researching,retrieving,

or
any

other
reasonable

action
that

the
players

w
ish

to
perform

during
the

tim
e
available.

Researching
during

an
Interstitial

If
a
player

w
ishes

to
research

during
an

interstitial,the
G
M
m
ust

fi
rst

identify
w
hat

inform
ation

the
player

or
players

m
ight

fi
nd.The

G
M
should

then
decide

how
challenging

a
research

action
is.

●
A
diffi

cult
research

action
requires

the
player

to
rolla

9
or

a
10

on
a
d10

roll

●
A
very

hard
research

action
requires

a
player

to
rolla

10
on

a
d10

roll

The
num

ber
of

rolls
a
player

m
ay

m
ake

in
a
given

tim
e
is
outlined

below
:

A
player

w
ith

a
total

Int.+
R
esearch

&
Investigation

score
of

…

…
has

a
research
skilllevel
of…

…
and

can
m
ake

the
follow

ing
num

ber
of

d10
rolls

per
4
hour

period
…

…
or

one
d10

research
attem

pt
rollper

the
follow

ing
length

of
tim

e.

16
or

higher
M
aster

4
60

m
inutes

14
or

15
Expert

3
80

m
inutes

12
or

13
A
dept

2
120

m
inutes

9
or

10
N
ovice

1
240

m
inutes

8
or

low
er

N
one

0
N
ever

Players
should

m
ake

these
roles

sequentially,not
allat

once.This
m
axim

izes
suspense,and

if
they

get
lucky

early
they

m
ay

decide
to

com
plete

their
research

activities
early

to
rest

or
do

som
ething

else.
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The
Trolley

Factory

Setup

This
encounter

takes
place

in
a
cyberspace

sim
ulation

m
eant

to
allow

com
batants

to
learn

and
test

any
and

alltactics
w
ithout

causing
actualharm

.

The
environm

ent
is
an

assem
bly

and
repair

bay
of

a
trolley

factory,in
w
hich

a
partially

assem
bled

trolly
is
surrounded

by
assem

bly
arm

s
and

toolstations.

W
ithin

the
sim

ulation,players
are

placed
on

tw
o
team

s.Each
team

consists
of

loved
ones

of
a
diff

erent
synth

that
is
in
im

m
inent

danger
of

succum
bing

to
a
fatalcase

Progressive
C
om

positionalC
ascade

Syndrom
e.The

loved
ones

of
A
thena

and
B
enny

have
both

learned
that

there
is
a
rare

quantum
com

puting
m
odule

in
this

factory
capable

of
stabilizing

one
synth’s

positronic
brain.Team

A
thena

arrived
fi
rst

and
retrieved

it.B
ut

w
hile

attem
pting

to
leave,Team

B
enny

blocks
their

path.

W
ithin

the
sim

ulation,team
s
can

roleplay
any

approach
they

like,but
it’s

understood
that

both
are

m
otivated

to
recover

the
m
odule

by
any

m
eans

necessary.Players
can

decide
for

them
selves

w
hether

the
character’s

prior
relationship

m
akes

their
use

of
violence

dispassionate
or

vindictive.B
ut

both
sides

are
m
otivated

to
hold

nothing
back

to
w
in.

The
characters

start
~10

hexes
apart.The

m
odule

is
carried

in
a
fanny

pack.Players
on

team
A
thena

should
decide

privately
w
ho

has
the

m
odule,and

w
ho

has
an

em
pty

decoy
pack.

D
escriptions

of
the

action
have

been
color

coded
to

highlight
how

to
resolve

the
phases

of
each

round:attacks;defenses;m
ovem

ents;and
specialactions.
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This
w
orks

out
to

produce
the

follow
ing

probabilities.The
table

reports
the

likelihood
of

rolling
a
success

the
num

ber
of

tim
es

listed
at

the
top

of
each

probability
colum

n
w
ithin

a
the

num
ber

of
d10

rolls
listed

to
the

left:

d10
rolls:

If
9
or

10
is
a
passing

score
(diffi

cult)
If
10

is
a
passing

score
(very

hard)

1x
2x

3x
1x

2x
3x

4:
one

adept
researcher

over
8
hours

tw
o
adept

researchers
over

4
hours.

60%
20%

3%
35%

5%
<1%

8:
one

m
aster

researcher
over

8
hours

four
adept

researchers
over

4
hours

85%
50%

20%
55%

20%
4%

12:
one

m
aster

researcher
over

12
hours

tw
o
expert

researchers
over

8
hours

93%
70%

45%
72%

34%
11%

16:
four

adept
researchers

over
8
hours

sixteen
novice

researchers
over

4
hours

97%
85%

65%
81%

48%
21%

B
ased

on
the

am
ount

of
tim

e
available

and
the

num
ber

and
skillof

the
players,a

G
M
can

use
the

probabilities
above

to
decide

w
hat

levelof
diffi

culty
to

apply
in
order

to
bias

the
outcom

es
appropriately

to
m
aintain

tension.For
instance,a

G
M
m
ay

w
ish

to
m
ake

a
single

success
likely

but
uncertain.O

r
they

m
ay

w
ant

to
tune

the
diffi

culty
to

m
ake

it
probable

that
the

players
w
illhave

one
or

tw
o
successes,but

unlikely
that

they’llcom
plete

three
research

actions
successfully.U

se
the

table
accordingly.

Assisted
Research

A
player

can
assist

an
ally

w
ith

a
research

action
by

rolling
for

[Intelligence
+
a
relevant

skill]
if
they

can
justify

it
w
ithin

the
story.If

successful,they
can

increase
an

ally’s
research

skillrating
one

step
for

the
duration

of
the

interstitial.This
takes

the
player

providing
assistance

60
m
inutes

to
perform

.

O
ther

use
cases

This
system

can
be

adapted
for

use
in
any

high-stakes
tasks

that
a
player

m
ight

perform
continuously

for
hours

or
over

a
few

days.For
instance,players

looking
to

recruit
supporters

for
a
vote

or
a
m
ass

action
m
ight

perform
recruitm

ent
checks

using
their

com
m
unity

connection
skill,and

recruit
an

ally
or

a
block

of
supporters

based
on

the
result.

104

These
are

the
action

cards
used

in
this

encounter.K
eep

in
m
ind

that
typically,each

player
only

has
to

keep
track

of
one

or
tw
o
attacks.
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D
ow

ntim
e

Players
can

discuss
w
hat

they
do

betw
een

sessions
as

fi
ts
the

story
they’re

telling.G
M
s
are

encouraged
to

handle
this

process
in
w
hatever

w
ay

satisfi
es

the
goals

that
m
atter

to
them

.

Rest
Players

cannot
continuously

w
ork

on
any

task
w
ithout

breaks.They
require

regular
rest

to
function.The

num
ber

of
hours

players
can

w
ork

w
ithout

resting
is
equalto

tw
ice

their
endurance

stat.The
length

of
tim

e
that

a
player

needs
to

rest
is
equalto

14
m
inus

their
endurance

stat.A
fter

com
pleting

a
fullrest,players

w
illrestore

their
ability

to
use

expended
abilities

and
regain

H
P
relative

to
their

Endurance
as

described
below

.If
they

use
a
healing

tonic
and

pass
a
[Strength

+
C
are]

check
they

can
double

the
am

ount
of

H
P

recovered
during

a
period

of
rest.

A
player

w
ith

an
Endurance
stat

of
…

…
can

w
ork

for
the

follow
ing

num
ber

of
hours

before
sleeping

…

…
and

m
ust

sleep
the

follow
ing

num
ber

of
hours

to
fully

rest
…

…
to

recover
the

follow
ing

num
ber

of
health

points.

5
10

9
1

6
12

8
1

7
14

7
2

8
16

6
2

9
18

5
3

10
20

4
3

Synths
stillrequire

a
brief

daily
period

to
perform

short-term
-to-long-term

instance
adjustm

ent
and

backup,but
add

4
hours

w
hen

calculating
their

productive
hours

and
subtract

2
hours

w
hen

calculating
their

required
rest.

A
llthese

fi
gures

are
m
eant

to
be

approxim
ate.G

M
s
are

advised
to

be
sensible

w
hen

allow
ing

a
player

to
gain

the
benefi

t
of

rest
earlier

or
later

based
on

their
diet,stress,and

other
narrative

elem
ents.
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An
exam

ple
com

bat
encounter

This
com

bat
encounter

is
m
eant

to
serve

as
the

tutorialencounter
for

new
players.

Characters
H
P

Arm
or

Speed
Attacks

D
usty

24
0

24
✊

Punch
🗡

B
illy

C
lub

🏹
Slingshot

W
indrush

22
0

20
✊

Punch
🗡

B
o
Staff

🏹
M
iniC

rossbow

H
ypebot420

26
0

16
✊

Trained
Strike

🗡
E-B

aton
🏹

Slingshot

Voidstar
19

0
23

✊
Trained

Strike
🗡

E-B
aton

🏹
M
icrodarter

This
is
w
here

the
A
ctions

&
Item

s
sheets

are
useful:as

quick
references

during
fast

action.
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C
yberspace

&
N
eurospace

C
yberspace

is
an

expansive
term

that
describes

any
virtualenvironm

ent.The
term

can
be

used
as

a
catch-allthat

includes
both

virtualreality
environm

ents
and

the
internet

at
large.

In
the

sam
e
w
ay

the
internet

exists
across

desktop
com

puters,m
obile

apps,and
so

on,
“cyberspace”

can
describe

interfacing
w
ith

others
at

a
distance

through
a
sm

allhand-held
screen,a

room
-scale

display,a
portable

headset,a
fully

im
m
ersive

virtualreality
rig,etc.

For
those

looking
to

fully
enter

cyberspace,how
ever,available

technology
can

provide
a

levelof
sim

ulation
to

allsenses
that

acts
as

a
fullreality

substitution.V
irtualreality

w
hich

is
recognizable

to
the

user
as

a
sim

ulation
is
know

n
as

shallow
V
R
,and

is
com

m
on

for
casually

hanging
out

or
brow

sing
the

fediverse.C
onversely,V

R
that

is
indistinguishable

from
the

physicalw
orld

–
w
hich

is
referred

to
as

“biospace”
–
is
know

n
as

deep
V
R
.This

is
a

form
of

V
R
used

for
e-sports,travelexperiences,intim

ate
encounters,and

forays
into

w
ild

virtualenvironm
ents

such
as

the
live

m
entalconstructions

know
n
as

neurospace.

D
eep

V
R
is
built

on
three

things:the
fi
rst

is
the

quality
of

the
sim

ulation.O
ptics

present
im

ages
across

a
user's

fullfi
eld

of
view

w
ith

greater
resolution

and
refresh

rates
than

hum
an

eyes
can

perceive.Floaties
m
anipulate

the
vestibular

system
to

m
atch

the
acceleration

and
gravity

a
user

feels
to

their
m
ovem

ent
in
the

virtualw
orld.A

nd
arm

atures
allow

a
user

to
w
alk,jum

p,and
feelthe

resistance
of

objects
they

touch.

The
second

com
ponent

is
TranscranialM

agnetic
Stim

ulation.Thousands
of

m
icroelectrodes

w
ithin

the
headset

stim
ulate

activity
in
sensory

cortices
to

augm
ent

sensation.

The
third

elem
ent

that
creates

deep
V
R
is
a
form

of
m
editative

hypnosis.U
sers

can
initiate

a
series

of
experientialtriggers

w
hich

have
been

tailored
to

the
user

and
to

w
hich

the
user

has
trained

to
be

receptive.This
display

–
w
hether

a
series

of
chim

es
that

play
as

a
user

w
alks

dow
n
a
m
onastery

hallw
ay

or
an

abstract
display

of
racing

points
of

light
set

to
electronic

tones
–
escorts

a
users’m

ind
into

a
state

of
receptiveness

in
w
hich

they
experience

the
virtualw

orld
w
ith

heightened
senses.A

sim
ilar

process
is
used

to
com

fortably
exit

deep
V
R
.This

procedure
is
know

n
as

a
shift.A

users’personalized
shift

routines
are

stored
in
their

V
R
confi

guration
settings,along

w
ith

their
interface

gesture
preferences

and
avatar

style.

The
use

of
deep

V
R
can

be
dangerous

in
the

sam
e
w
ay

as
rock

clim
bing.It

can
be

a
thrilling

experience
w
ith

m
anaged

risks,or
it
can

be
a
fatalm

istake
if
practiced

recklessly.There
are

tw
o
w
ays

in
w
hich

bad
experiences

in
deep

V
R
can

result
in
severe,light–threatening

psychosis.The
fi
rst

is
that

it
has

the
ability

to
traum

atize.The
events

experienced
feelas

real(or
even

realer)than
reallife.A

bad
experience

can
instillintense

post-traum
atic

stress.
A
dditionally,a

sudden
break

in
the

illusion
can

induce
severe,debilitating

shock.This
can

leave
victim

s
anxious,paranoid,unsure

of
w
hat’s

real,or
feeling

disconnected
from

their
bodies.It

can
cause

paralysis,phantom
pains,and

B
ody

Integrity
D
ysphoria.Like

any
activity,how

ever,these
dangers

are
proportionalto

the
risks

one
w
ishes

to
take.
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Aim
ing

and
SpecialRules

U
nder

standard
rules

an
aim

action
is
only

valid
if
the

player
doesn’t

take
dam

age
on

the
turn

in
w
hich

they
play

it,but
a
G
M
can

choose
to

m
ake

aim
actions

eff
ective

regardless
of

dam
age

if
they

w
ish

to
increase

its
use

in
the

gam
e.They

can
also

adjust
the

duration
w
ithin

w
hich

the
action

can
be

used,either
by

allow
ing

it
to

be
kept

longer
or

requiring
that

it
be

used
sooner.A

llow
ing

aim
to

be
perform

ed
despite

taking
dam

age
and

requiring
that

it
be

used
im

m
ediately

has
the

eff
ect

of
m
aking

com
bat

faster
and

increasing
the

typical
dam

age
w
ithin

each
round.

Alternative
Rules

The
com

bat
system

has
been

tested
w
ith

m
any

possible
rules.H

ere
are

som
e
w
e

considered
but

left
out.Feelfree

to
use

them
if
you

like.

Cinem
atic

M
ode

In
C
inem

atic
M
ode,allnaturalcriticalfailrolls

(rolls
of

[-2]
)m

ade
by

players
are

rounded
up

to
-1.This

naturally
biases

play
in
the

favor
of

players
and

guarantees
that

they
never

experience
a
fullfailure

unless
disadvantaged.

Tw
o-action

rounds

A
llactors

in
the

fi
ght

select
tw
o
actions

to
play

in
sequence

w
ithin

a
round.A

ctions
are

resolved
in
the

sam
e
order

as
in
one-action

rounds,but
w
ithout

an
action

selection
step

betw
een

the
tw
o
selected

actions.This
w
as

found
to

be
a
stable

form
of

play,but
is
harder

to
run.Players

looking
for

a
m
ore

chess-like
experience

m
ay

fi
nd

it
w
orth

the
eff

ort.

Fixed
turn

order

A
table

can
decide

to
resolve

actions
strictly

in
turn

based
on

the
established

turn
order.

Turn
order

can
be

unchanging
or

it
can

rotate
so

that
the

fi
rst

person
to

go
in
each

round
m
oves

to
the

last
place

so
that

low
er-order

players
eventually

get
opportunities

to
be

fi
rst

if
the

fi
ght

goes
on

long
enough.This

sim
plifi

es
the

process
of

resolving
actions,but

w
as

felt
to

give
too

m
uch

advantage
to

the
characters

w
ho

got
to

perform
m
ove

actions
before

attackers
could

attack.

A
few

others

~
If
a
character

is
stunned

before
they

resolve
their

attack,apply
disadvantage.

~
A
player

m
aking

an
attack

gains
no

arm
or

benefi
t
from

cover.

~
Players

aim
ing

are
defending

at
a
disadvantage,and

aim
actions

are
successful

regardless
of

dam
age

taken
w
hile

aim
ing.This

has
the

potentialto
greatly

increase
dam

age
taken

during
com

bat.
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M
ind

D
iving

/
Skidooing

A
virtualenvironm

ent
built

from
real-tim

e
readings

of
a
subject's

brain
activity

is
know

n
as

neurospace.Entering
such

an
interactive

V
R
construction

is
called

m
ind

diving
or

“skidooing”.Technologically,the
process

consists
of

reading
a
brain

using
m
agnetic

resonance
im

aging
(or

w
hatever

technology
the

G
M
w
ishes

to
em

ploy),feeding
that

input
into

a
com

puter
for

processing,then
feeding

the
resulting

sensory
output

to
V
R
rigs.B

ased
on

the
technology

(and
needs

of
the

story),skidooing
can

be
m
ore

or
less

im
m
ersive

by
having

the
players

venture
further

into
neurospace.To

proceed
deeper,psychonauts

can
perform

actions
that

allow
them

to
activate

increasingly
im

m
ersive

tools.

Levels
of

Im
m
ersion

The
m
ost

superfi
cialm

ind
dive

is
a
level-1

skidoo,w
hich

consists
of

at
least

tw
o

psychonauts
using

standard
V
R
equipm

ent
to

explore
the

virtualconstruction
of

the
host’s

m
ind.The

psychonauts
receive

input
through

their
V
R
gear,and

the
host

broadcasts
brain

activity
w
ith

m
agnetic

resonance
im

aging.The
host

has
no

ability
to

perceive
w
hat

the
psychonauts

are
doing.The

psychonauts
are

m
erely

observers.A
llm

ind
dives

start
at

level
1.A
tlevel2,the

psychonauts
present

them
selves

in
the

host’s
m
ind.The

host
receives

auditory,olfactory,and/or
visualstim

uliso
that

they
are

able
to

observe
w
hat

the
psychonauts

are
doing.This

m
akes

the
psychonauts

present
in
the

m
indscape,w

hich
allow

s
them

to
interact

w
ith

the
host

bi-directionally.In
a
level2

skidoo,the
m
indscape

becom
es

m
uch

m
ore

interactive
to

the
psychonauts,and

dangers
increase.Psychonauts

m
ust

enter
a
level1

skidoo
and

prepare
them

selves
and

the
host

in
order

to
proceed

to
a
level2

skidoo.

A
level3

skidoo
describes

those
w
ith

even
greater

im
m
ersion.This

includes
any

m
ind

dive
in
w
hich

the
host

enters
their

ow
n
neurospace

(called
a
“host-in-m

ind”
skidoo)or

one
in

w
hich

the
host

receives
transcranealm

agnetic
stim

ulation
to

transm
it
sensations

directly
into

the
host’s

brains.C
oupled

w
ith

the
sensory

input,transcranialstim
ulation

increases
psychonauts’sensitivity

to
the

m
indscape,and

com
m
unicates

the
psychonaut’s

actions
m
ore

fully
to

the
host.The

psychonauts’ability
to

perceive
the

m
indscape

increases
dram

atically,and
w
ith

it
their

ability
to

traveldeeper
into

it
and

observe
m
ore

com
plex

thoughts
and

environm
ents.This

further
increases

the
danger

of
perm

anent
traum

a
for

all
involved.Players

proceed
through

a
level2

skidoo
in
order

to
enter

a
level3

skidoo.

A
level4

skidoo
w
ould

describe
any

m
ind

dive
techniques

w
hich

falloutside
of

those
that

have
been

tested
and

m
edically

studied.This
designation

includes
bleeding-edge

techniques
that

use
drugs

or
novelneuralstim

ulation
techniques.These

approaches
are

experim
entaland

their
results

can
be

unexpected.They
are

considered
high

risk
by

m
ost

practitioners.A
s
w
ith

each
level,they

require
the

psychonauts
to

navigate
a
level3

skidoo
before

activating
level4.
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K
nife

Throw
&
Yeet

The
ability

to
precisely

throw
item

s
is
packaged

as
a
single

profi
ciency

that
costs

2
skill

points.It
can

be
used

to
throw

knives,shuriken,or
a
drinking

glass.The
knife

throw
action

aff
ords

tw
o
hexes

of
m
ovem

ent,
w
hile

the
yeet

action
off

ers
greater

range.

Like
a
tackle,it

can
be

usefulto
rem

em
ber

that
unskilled

characters
(including

N
PC

s)can
throw

item
s
w
ith

D
isadvantage.

They
m
ay

not
dealm

eaningful
dam

age,but
this

can
be

a
usefulapproach

to
prevent

adversaries
from

successfully
playing

the
aim

action.

G
lueshot

&
W
hip

The
glue

gun
costs

2.5
skill

points
and

includes
the

m
icrodarter,rifle,pistol,and

nanodarter.It
does

no
dam

age,
but

can
stun

and
possibly

restrain
targets.The

w
hip

action
costs

1.5
skillpoints,and

off
ers

a
range

of
3
and

one
m
ovem

ent
action.These

attacks
off

er
a

glim
pse

of
the

w
ays

an
industrious

player
can

invent
new

and
interesting

fi
ghting

styles.A
s
long

as
the

rest
of

the
table

think
it’s

balanced,go
w
ild,and

share
w
hat

you
m
ake

w
ith

the
developer

group
for

inclusion
in
later

editions.
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