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Combat Actions

Action - Movement

Move

Move 4 hex

(-1) hex if played previous round
@ hex for rough terrain
@ for moving another body.

Optional if Aimed:
Move 6 hex

Defense ~

Defend

Negate effect of attack
and move 1 hex

Roll with Disadvantage
unless adjacent or behind cover

-- Fail
- Attack Disadvantaged
0 ~

+  Counter Attack w/ Dis.

++ Counter Attack

Action - Special
Advantages next attack
or defense

Applies Aim effect
to next attack

Disadvantages defense
against next attack

Effect is retained for one
additional round if not used

Speed '

Attack - Close Unarmed
Punch
Damage: 4
Range: Adjacent

1 hex of movement

- ~

- ~

0 ~
+ Stun
++ Stun

If Aimed: 8 Dam. & Stun

To tackle:
Play Move, then take stun



Attack - Close Unarmed
Punch
Damage: 4
Range: Adjacent

1 hex of movement

- ~

- ~

0 ~
+ Stun
++ Stun

If Aimed: 8 Dam. & Stun

To tackle:
Play Move, then take stun

Attack - Close E-baton
Taze Strike
Damage: 6
Range: Adjacent

1 hex of movement

- ~

- ~

0 Stun
+ Stun
++ 2x Stun
If Aimed:
10 damage & Advantage

Attack - Ranged  Nanodarter
Nanodart

Range 6 - 7 with disadvant.

- ~

- ~

0 Stun
+ Stun
++ Stun x2

Attack - Close Unarmed
Trained Strike
Damage: 5
Range: Adjacent

1 hex of movement

- - ~

- ~

0 Stun
+ Stun
++ Stun

If Aimed: 10 Dam. & Stun

To tackle:
Play Move, then take stun

Attack - Close Improv. Melee

Club
Damage: 6
Range: Adjacent

1 hex of movement

- ~

- ~

0 ~
+ Stun
++ Stun
If Aimed:
10 Damage & Stun

Attack - Ranged Darter
Microdart

Range 7 - 8 with disadvant.

- ~

- ~

0 Stun
+ +1 & Stun
++ +2 & Stun x2

Attack - Close Unarmed (Claws) Attack - Close Sprayer
Claw! Spray
Damage: 5 Damage: 4
Range: Adjacent Range: Adjacent

1 hex of movement 1 hex of movement

-- ~ - ~

- ~ - ~

0 Stun 0 Stun
+ Stun + Stun
++ Stun ++ 2x Stun
If Aimed: 10 Dam. & Stun If Aimed:
To tackle: (Advantage)
Play Move, then take stun
Attack - Close Bo Staff Attack - Ranged Whip
Staff Strike Whip!
Damage: 6
Range: Adjacent +1
1 hex of movement @ hex of movement
-- ~ -- 2
- ~ - -1
0 Stun 0 Stun
+ Stun + +1 & Stun
++ Stun ++ +2 & Stun
If Aimed:
10 Damage & 2x Stun
Attack - Ranged Slingshot Attack - Ranged  Improvised

Slingshot Yeet

Range 6 - 7 with disadvant. Range 6 - 7 with disadvant.

- ~ - ~

- ~ - -1

0 ~ 0 0

+ +1 & Stun + +1 & Stun
+1 & Stun x2 ++ +2 & Stun



Attack - Close

Stab!
Damage: 6
Range: Adjacent

1 hex of movement

Knife

++

If Aimed:
12 Damage

Attack - Ranged

Pistol Shot

Pistol

Range 6 - 7 with disadvant.

Attack - Close Sword

Sword Strike
Damage: 8
Range: Adjacent

1 hex of movement

++

If Aimed:
18 Damage & Stun

Attack - Ranged Rifle
Rifle Fire

Range 7 - 8 with disadvant.

Attack - Close

Spear
Damage: 7

Range: Adjacent+1

1 hex of movement

Attack - Ranged
Stun Arrow

Range 7 - 9 with disadvant.

Spear Shortbow

-- -2
- -1
0 Stun
+ Stun
++ ++ Stun x2

If Aimed:
14 Damage & Stun

Attack - Ranged Shuriken

Knife Throw

{2 hexes of movement
-2
-1
Stun
+2 & Stun
+4 & Stun

Attack - Ranged Shortbow

Piercing Arrow

Range 7 - 9 with disadvant.
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Speed
Combat Actions . 7 Armor

Action - Movement Defense -~ Action - Special
Move Defend Aim

Negate effect of attack
Move 4 hex and move 1 hex
Roll with Disadvantage
@ hex if played previous round unless adjacent or behind cover

@ hex for rough terrain
(-2) for moving another body.

Advantages next attack
or defense

Applies aim effect

to next attack

Disadvantages defense
against next attack

-]  Fal |
Attack Disadvantaged
o~ ]

Counter Attack w/ Dis. Effect is retained for one
Counter Attack additional round if not used

Optional if Aimed:

Move 6 hex
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Speed
Combat Actions . 7 Armor

Action - Movement Defense -~ Action - Special
Move Defend Aim

Negate effect of attack
Move 4 hex and move 1 hex
Roll with Disadvantage
@ hex if played previous round unless adjacent or behind cover

@ hex for rough terrain
(-2) for moving another body.

Advantages next attack
or defense

Applies aim effect

to next attack

Disadvantages defense
against next attack

-]  Fal |
Attack Disadvantaged
o~ ]

Counter Attack w/ Dis. Effect is retained for one
Counter Attack additional round if not used

Optional if Aimed:

Move 6 hex




Attack - Close
Punch

Damage: 4
Range: Adjacent

(1) hex of movement

Stun
++ Stun

Attack - Close
Trained Strike

Damage: 5
Range: Adjacent

(1) hex of movement

~

~

Stun
Stun
++ Stun

Attack - Close
Claw!

Damage: 5
Range: Adjacent

(1) hex of movement

~

~

Stun
Stun
++ Stun

Attack - Close

Spray
Damage: 4

Range: Adjacent

@ hex of movement

~

~

Stun
Stun
++ 2x Stun

If Aimed: 8 Dam. & Stun

If Aimed: 10 Dam. & Stun

If Aimed: 10 Dam. & Stun

To tackle:
Play Move, then take stun

Attack - Close N
Taze Strike

Damage: 6

Range:
@ hex of movement

Adjacent

~

~

Stun
Stun
++ 2x Stun

To tackle:
Play Move, then take stun

Attack - Close
Club

Damage: 6
Range: Adjacent

(1) hex of movement

Stun
++ Stun

To tackle:
Play Move, then take stun

Attack - Close
Staff Strike

Damage: 6
Range: Adjacent + 1

(1) hex of movement

~

~

Stun
Stun
++ Stun

If Aimed:
(Advantage)

Attack - Ranged

Whip!
Damage: 4

Range: =3
(1) hex of movement
-2
K
Stun

+1 & Stun
++ +2 & Stun

If Aimed:
10 damage & Advantage

If Aimed:
10 Damage & Stun

If Aimed:
10 Damage & 2x Stun

If Aimed:
+3 damage & Advantage

Attack - Ranged
Nanodart

Damage: 4

Range: 3
Range 6 - 7 with disadvant.

++

Attack - Ranged
Microdart

Damage: 4

Range: 2-6
Range 7 - 8 with disadvant.

~

~

Stun
+1 & Stun
++ |+2 & Stun x2

Attack - Ranged

Slingshot
Damage: 4

Range: 3
Range 6 - 7 with disadvant.

+1 & Stun
++ |+1 & Stun x2

Improvised

Attack - Ranged
Yeet

Damage: 2

Range: 3
Range 6 - 7 with disadvant.

-1

0
+1 & Stun
++ +2 & Stun

If Aimed:

6 Damage & Stun

If Aimed:
+4 damage & Advantage

If Aimed:
+2 damage & Advantage

If Aimed:
+2 damage & Advantage




Attack - Close

Stab!
Damage: 6
Range: Adjacent

(1) hex of movement

12 Damage

Attack - Ranged
Pistol Shot

Damage: 5

Range: 3
Range 6 - 7 with disadvant.

+4 damage & Advantage

+8 damage if adjacent

Attack - Close
Sword Strike

Damage: 8
Range: Adjacent

(1) hex of movement

18 Damage & Stun

Attack - Ranged
Rifle Fire
Damage: 6
Range: 2-6
Range 7 - 8 with disadvant.

If Aimed:
+4 damage & Adv.

+8 damage if 2 hexes away

Attack - Close

Spear
Damage: 7

Range: Adjacent +1

(1) hex of movement

14 Damage & Stun

Attack - Ranged

Knife Throw
Damage: 2

Range: =5

(2) hexes of movement

| -- | 2 ]

If Aimed:

Can be played twice
(with Advantage)

Attack - Ranged
Stun Arrow

Damage: 4

Range: 2-6
Range 7 - 9 with disadvant.

Advantaged even if
disadvantages apply

Attack - Ranged Shortbow

Piercing Arrow
Damage: 6

Range: 2-6
Range 7 - 9 with disadvant.

If Aimed:

Advantaged even if
disadvantages apply

Exhaustible Abilities are abilities that can be used once and then are depleted until they
are recharged through rest. If a player has two of the same exhaustible ability, they can use
each one of them once independently between rests. In the trees below, they are color-
coded yellow with a solid border.

i Passive Mechanistic Abilities are abilities or augmentations that impose a permanent, I
- ongoing effect, such as increasing a base attribute or a skill, or increasing movement .
! distance in combat. These are color-coded in the abilities trees in green, with a heavy |

Non-mechanistic Abilities are abilities that provide roleplay benefits. These list no change
to dice rolls, but GMs should interpret them to impact play however they see fit. These
include things like being able to breathe underwater or generate ATP from photosynthesis.
They are color-coded in blue with a fine dashed line.




Fugmwenrasrieon ¢ Ry rees

Combat

Focused Attac

attack action

Automatic ++ on an

k: Quick Aim:
Play an aim action

between rounds.

Reaction Time:

Play a two actions in one
round.

P

Uncan
Ignore

Lucky Break:
Apply advantage to one
action

attack and move 1 hex

ny Dodge:
damage from one

Legendary Dodge:
Ignore all damage from
a round and move 2 hex

i Can’t Touch This:
. Use a Defend action

| against all attacks in a
* round (roll for each).

Persistent:

I Could Do This All Day:

Gain +6 temporary HP until
end of combat

Take a Seat:

Gain +8 temporary HP
until end of combat

e —

No Time To Die:
Gain +12 temporary HP

And Another Thing:
Restrain a target

Use Restrain against a target
with HP any lower than character

Move It: -
+1 hex to movement action |
i Requires speed = 22 |

. Business Finisher I:
| Restrain targets with HP
| L lower than character |

following a [+][+] attack

until end of combat

And Stay Down:
Restrain a target following

a successful attack

Take a Seat Il:

| Use restrain
against a target
regardless of HP

| Business Finisher II:

— Use restrain against |
| targets regardless of
i. their HP

Short-Duration Athletics Boost:

turn, followed by 2x stun

Automatic [+][+], +2 heX, & additional action for one

1x stun

Medium-Duration Athletics Boost:
Automatic [+][+], +2 hex, & additional action for two
turns, followed by 2x stun, Or for one turn followed by

Psionics

Forget Me Now: Compel up to 3

targets to forget the last 120 sec.

Spotless Minds: Compel up to 5
targets to forget the last 300 sec.

Cloud memory:
Compel a target to
forget the last 30 sec.

Brain Blast I: deal 4
damage to 2x targets

Brain Blast II: deal 4
damage to 3x targets

e

Psionic Shove:
Deal 2 + 2dF damage

Psionic Slap:
Deal 4 + 2dF damage

Psionic Strike:
Deal 6 +2dF damage

Psionic Shank:
Deal 8 +2dF and Stun

Psi Heal I: Restore up to

Psi Heal II: Restore up to

Psi Heal lll:

Care or Medicine in HP Care or Medicine in HP Restore up to Care
/ (use the lower of the two) (use the greater of the two) + Medicine in HP
— e —
Awaken: .
! Unlock | | Calm /| Daze: Stun an Pacify: Apply stun twice, Enlighten: Apply stun 5x, either
.—| Psionics .| adversary or grant +2 to an === either to same or different === t0 same or different targets; or
. ability | ally’s endurance check targets; or grant +6 to an grant +8 endurance to allies
| tree | ally’s endurance check within earshot.

Fear me: Compel one
target to flee for one round

Instill Terror: Effects of Fear
me x2, directed at two targets

and surrender if below 8 HP

The Horror: Effect of Fear
me, x5, distributed among

or one target twice.

targets

Psionic Block: +4 on
a psionic defense roll

Mental toughness: +4 on next two
psionic defense checks

Psionic Reversal: Redirect a
psionic attack back at attacker
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Athletics
. : Resistance to Cold: : i Resistance to High Pressure: :
+ Indefinite operation >15°C (60°F) — Negates effect of pressure et
1 Limited operation 10°C (50°F) + 1 <50 bar (500 m) :_. Radiation Resistance: '
NI eOIIIIIIIon. NI C ' Negates damage from ;
gmmen= . S EEEEaEss 1 moderate radiation, .
! Resistance to High Heat: ! | Resistance to Low Pressure: == Halves damage from severe ;
.—: No dam. from heat <60°C (140°F) I— Negates effects of pressure ! | radiation :
i 1/2 dam. from heat <90°C (195°F) i1 > 10 millibar; ]
L e mmcemmemmmemmmmmmmmm—aad * 1 Slows ebullism 10x ;
___________________ - (Does not affect respiration!) !
! Brain Trauma Resistance: '
._| Negates stun effects of impact
. attacks; I
| Negates half of fall damage. |
promceesnoossnsosiessoseesoooo M ; Fur: i
; High G-force Endurance: Remain | i Shift temp effects up by 10°C (20°F) !
1 conscious up to 10 G ; L ;
. ' With Brain Trauma Resistance: i
' Remain conscious up to 20 G
| Toughened Skin: I
.—' Provides permanent armor value of
| 1 (along with -1 dex)
: Metabolic Efficiency: i 1 Photosynthesis: _ . ;
._. Reduce caloric needs by ~40% and — Reduce caloric needs by ~20% when in sunlight. !
! nutrient needs by ~10% +} Provides resistance to sunburn, but susceptible
S * i toradiation damage ;
. i Toxin Resistance: ' -------I-__-_-_-_ .......... —_
: Metabolize toxins 100x speed ] . Chemical | Toxin Production: |
"""""""""""""""""""""" ' ===| Produce 1 dose of a select chemical / |
————————————————— | - day to be projected orally. I
. | Claws: \ oo
i Strike with Claws attack |
oomemmmmmmssmmessssssssmsnssossssoses I - | Stature Enlargement: |
i Enhanced Endurance Training: ! | Enhanced Endurance: - +2 Strength, -1 Dexterity, |
‘_E Required to get Enhanced Automatic [-][-] on Defend
i Endurance actions (Applies to HP & Speed) |
E E{evatcig $ra_vi_ty } ' r Enhanced Strength: | | cardiovascular Upgrade: | [ Enhanced Strength Il: |
‘—E RtergSi?e d tor;l:tlng- !-I +1 Strength i_| +1 hex to movement action I—| +1 Strength |
! 1 i >
| Enhanced Strength | | (APPliestoHP & Speed) | Requires Speed=22 | | (Appliesto HP & Speed) .
E Agility Conditioning: . Enhanced Dexterity |_| Cardiovascular Upgrade: |
. :" Required to get Enhanced Dexterity -| A tail and/or engineered myosin | +1 hex to movement action
A ————— | increases the character’s Dexterity by 1 Requires speed = 22
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Athletics

Physical Discipline: +50na

Physical Control: +3 on a
._ Strength or Dexterity check

Athletics

Autonomous Function Control

Training:
._ 2x breath holding time
& ability to regulate heart rate

Hemispheric Cortex

i Desyncronization:
._! Hold breath twice as long with -4
i+ INT when active; Alert sleep

Strength or Dexterity check

Physical Mastery: +7 ona
Strength or Dexterity check

.................................. [re— s — = o

E - Enhanced Blood Oxygen
| Binding: | ;
' * 2x breath holding time & l_-

+1 hex during movement action !

Requires Speed = 22 I :
: ' Cellular Oxygen N
' i Efficiency: '

.— Negates low-light effects on checks ™ Passively observe infrared and UV

. i Underwater Vision:
! See underwater without goggles !

i Telescopic Vision: i
._! See far away objects clearly ]

Gills:

(w/ 8x efficiency) Allows 4 hours
of comfortable water breathing
after which effort becomes tiring

(W/ 16x efficiency) Allows
indefinite water breathing,
even while asleep

Hold breath twice as long 1 =======sssseccmmmceeeeoooaaaaos

e 1

] | Extended-Spectrum Vision: |

I Removes disadvantage from smoke during combat I
.—= Enhanced Sense of Smell .



Fugmwenrasrieon ¢ Ry rees

Mental
‘_ | See: ) Keen Eye: el All Seeing Eye:
+3 on an Observation check +5 on an Observation check +7 on an Observation check
I Think: I Know This: Know-It-All:
‘_ +3 on a knowledge check | +5 on a knowledge check | +7 on a knowledge check
. Theory of Mind: Mind Reader: Get Outta My Head Charles:
+3 on a motive check +5 on a motive check +7 on a motive check
Figure it Out: Hmmm: I've Done It:
‘_ +3 on a research, investigation, |em +5 0N aresearch, investigation, |l +7 0N aresearch, investigation,
or problem solving check or problem solving check or problem solving check
Science! : +5 to a science or Move Over, God : +7 to a
medicine check science or medicine check
Mental
Helping Hand: +4 assistance to I Got You: +6 assistance to Bro Moment: +8 assistance to
‘— another player’s check === another player’s check === another player’s check
Mental
. One Sec: I'm In: The Pwn-Zone: +7o0na
+3 on a software hack +5 on a network entry hack network access or use hack
Sneaky-Sneak: Clickity Clack: +7ona
+5 on a network stealth check network hack speed check
Script Kiddie: 1337 Hack: +5 on a device Jailbroken: +7 on a device
‘ +3 on a hardware hack hack with physical access === hack with physical access
Remote Control: Spooky Action at a Distance:
+5 on a remote device hack +7 on a remote device hack
Mental
Believe Me: Trust Me:
. +5 on a charm check +7 on a charm check
‘_ Convincing: .
¥8 on a persuasion check Not Kidding Around: Try me:
+5 on an intimidation check +7 on an intimidation check

Mental

o—
:
@

Meditation, Ivl 1:
Restore one spent ability
after meditating 5

Meditation, Ivl 2:
Meditate 5 minutes to
restore an ability

Meditation, Ivl 3:
Restore all abilities
after meditating 2

Meditation, Ivl 4:
Meditate 5 minutes to
Restore all abilities

with 10 min of prep time.

with 4 min of prep time.

. with 2 min of prep time. |

minutes instantly later minutes instantly later
Putting it Together I: I I Putting it Together II: I Putting it Together lll: | \ Transference:
Allows skill combination j= Allows skill combination . Allows skill combination Apply meditation

effects to an ally
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Cybernetic Augmentations

BMI, Broadcast I:
Mentally control a handful of
buttons and/or a cursor

BMI, Receive I:

Perceive simple sounds, light,
touch, etc. sufficient to receive
notifications and simple text

RAM Integration:
Allows user to hold up to 256 MB
of precise, specific information

| Parallel Processing I:
Allows skill combination
with 10 min of prep time

' ! transcribe text at the speed of
! i sSpeech

: BMI, Receive II:

ey Perceive the status of many

! device states or the equivalent of
: realtime speech, without tone.

r
Storage Memory Expansion:
1—| Provides eidetic memory.
; ] +1 to Knowledge

! Parallel Processing Il: |
Allows skill combination
with 4 min of prep time

.'

E BMlI, Broadcast lll:
: Mentally command a complicated
! vehicle or multiple devices

E BMI, Receive lII:

—] Mentally perc'eive visual input,
! audio, or equivalent amounts of
: information

. Allows skill comblnatlon

] W|th 2 min of prep time |

Advanced Interface Layer I:
+3 on a hacking check

Advanced Interface Layer II:
+5 on a hacking check

Advanced Interface Layer lil:
+7 on a hacking check

E Speed Reading: .
.—E Read 5000 words per minute

Enhanced Blood Oxygen Binding:

Cerebral Heat Management:

l_i

! 2x breath holding time & Increases Intelligence by 1. |
| t1 hex during movement action (Requires speed = 22) | | |
Skill upgrades
......................... -
Skill Improvement: i
._I Add 1 skill point to any skill with 4 skill points or fewer |
......................... -
Weapon Training: [
._I Add a weapon proficiency costing 1 skill point or less |
L LM S LU L e —_
- Advanced Weapon Training I: __I Advanced Weapon Training Il |
. | Required to get Advanced Weapon Training |l | | Add a weapon proficiency costing 2 skill points or less
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Synth Augmentations

Ruggedization:
HL +1 to Endurance (Appli

Q—!
o

@

Power Upgrade:
+1 Strength (Applies to

* Armored Chasi

S:

..... 1 ._._._._._._._._._._._._._._._.I

es to HP) I_| Provides permanent armor value of 1 (along with -1 Charisma) |

‘_ Archival
HP & Speed) | +1 to Knowledge |

............... 1

Aglllty Upgrade:

+1 Dexterity (Applies to Speed) |

Efficiency: 1_i Subject Matter Expert: |

''''''''''''''''' ‘_ Empathy Upgrade: 1
|

............... 1 | +2to Empathy

Cognltlon Upgrade:

] +1 Intelligence

Parallel Processing I:

Allows skill combination
. with 10 min of prep time.

Reflex Boost I:

. Allows skill combmatlon
with 4 min of prep time.

e Precision Dodge:

| Ignore damage from one

+1 hex to movement action IJ attack and move 1

hex

- +3to a subject expertise skill
[

| Hammer Fist:

. Able to use "Trained Strike" when

making Unarmed Attacks.

' Parallel Processing llI: |

. with 2 min of prep time.

Allows skill combination

Standardized Parts:

+2 to any repair check OR +2

Redundant Systems:

Thanks iFixit:

Temporarily recover 4 HP one time until == +3 on a repair check OR +3
properly repaired. Requres 10 min. HP following

successful repair.

/ HP following successful repair.

Right to Repair:
+5 on a repair check OR +5

HP following successful repair.

Advanced Interface Layer I:

+3 on a hacking check

Advanced Interface Layer II:
+5 on a hacking check

Advanced Interface Layer Ill:
+7 on a hacking check

Vasculatory System:
Fluidic lines circulate
synthetic blood to
support bionetic
augmentations

: Bionetic Heart: A custom grown pump ,
-- o of cardiac cells drive vascular flow. '

i 1 Peripheral Nerve Cluster:
E-': Peripheral neurons pprocess
' 1 signals and integrate bionetic

\. feedback with positronic brain

: Epidermis I:

Digestive System:

i Pilli absorb water and organic

i matter for energy collection and
1 repair of bionetic devices.

Waterproofing I:

to 20 m

E : Waterproofing Il:

Resistance

: Bionetic Lungs:  Avioloi lined
: bellows oxygenate synthetic blood

Epidermis II:

Extreme Temperature . . : High Pressure
i ' Resistance

1
1
1
Allows normal operation down !—I Allows normal operation down
1
L}
L}

i1 t0 200 m after 2 hrs of prep.

== A cell-impregnated i Acell-impregnated

[}
i simulated skin can cover
| }
| }

!
} up to 50 sq cm of surface | j COVEran android's
........................... 1 entire surface area.

simulated skin can
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