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Advantages, 15, 16, 27-31.
See also character
options

Authority (R1), 27
Authority (R2), 27
Authority (R3), 27
Contacts, 28
Contacts (R1
Contacts (R2
Contacts (R3
Contacts (R4
costs, 16
Equipment (R1
Equipment (R2
Equipment (R3
Equipment (R4,
Fame (R1),29
Fame (R2), 30
Fame (R3), 30
gaining and losing, 53
Patrons, 28
Patron (R1), 30
Patron (R2), 30
Patron (R3), 30
Size (R1 or more), 30
Trademark Specialization
(R1),30
Wealth (R1 or more),
30-31

adventure tips, 122-127

aliens and Human
offshoots, 41-44

caninoid (dog/wolf
people), 42—43
designing, 41

28
28
28
,28-29

),29
), 29
),29
), 29

physical appearance,
41
society, 42
examples and packages,
42-44
felinoid (cat people), 43
floran (plant people). 43
heavy worlder (Human
offshoot), 43-44
insectoid (insect people),
44
reptiloid (reptile people),
44
Armor Value, 8
attributes, 10
Agility, 10
defaulting to, 8, 57,
61-62
Extranormal, 10, 11
improving, 52-53
and character options,
52
Knowledge, 10
Mechanical, 10
Metaphysics, 10
Perception, 10
Reflexes, 10
Strength, 10
Technical, 10

Body Points, 8. See
also damage
changing, 53
determining, 14

healing, 78
character creation, 9-14.
See also character
templates
Advantages,
Disadvantages, and
Special Abilities
and, 11,12
attributes and, 10
putting dice in, 10-11
Body Points and, 14
by creation point pool, 10
creating experienced
characters, 10
by defined limits, 9-10
creating experienced
characters, 10
by templates, 9
Strength Damage
and, 14
Character Points and,
13-14
costs of character
options, 16
creating existing
characters, 10
equipment and, 14
Fate Points and, 13
Funds and, 14
gamemaster’s characters, 9
height and weight and, 14
Move and, 13
skills and, 11, 12-13
focused skills, 11
putting dice in, 11
specializations, 11
Strength Damage and, 14
Wounds and, 14
character options, 15-40.
See also Advantages;
Disadvantages; Special
Abilities
aliens and mutants
and, 15
costs at character
creation, 16
expanding the character
concept, 15
selecting, 15-16
Character Points, 8, 13, 56
character templates
blank sheet, 138-139
bounty hunter, 5
communications/cultures
expert, 128
con artist, 129
cyberchopper, 130
demolitions expert, 131
hard warrior, 132
medic, 133
megacorp contract
negotiator, 134
old scout, 135
security expert, 136
technical wiz, 137
combat, 72—74. See
also damage
active defense, 8, 72
base difficulty, 72
block, 72
determining damage, 74
determining success, 73

dodge, 72

example, 74
full defense, 73
gamemaster’s characters
and, 75
interaction skills and, 85
modifiers, 73, 81, 141
aiming, 73
blind or blinded, 81
cover, 73
crouched target, 82
gravity, 81
range, 73
noncharacter, 72
parry, 72
partial defense, 73
passive defense value,
8. See also combat,
base difficulty
optional modifier, 73
round, 8
steps, 72-74
summary, 141
combat options, 80—-83
acrobatic tricks, 80
all-out, 80, 81
brawling, 80-81, 81
breaking things, 82
burst fire as single, 80, 81
called shot, 81
crouching, 82
disarm, 82
entangle, 82
escape, 82
firearms, 80, 81
full auto, 80, 81
grab, 80-81, 81
arm pin, 81
choke, 81
flip, 81
hold, 81
slam, 81
throw, 81
group attack, 82. See
also skills, command
hit locations, 82
knockdown, 80, 81
knockout, 82
lunge, 80, 81
melee combat, 80-81, 81
multiple weapons, 82
prone, 82
push, 80, 81
quick draw, 83
ready a weapon, 83
scale, 8, 83
single fire as multi, 80, 81
surprise, 83
sweep (close combat),
80, 81
sweep (ranged), 80, 81
tackle, 80—83, 81
trip, 80, 81
unwieldy weapon, 83
using, 80
creation points, 8, 16, 17
cybernetics, 45-51
character options and, 45
cyberpsychosis, 46—47
determining the cost, 46
determining the
installation
difhiculty, 46
examples, 50-51

AdrenoCharger
Dispenser, 50
claws, 50
cyberarm, 51
cyberhand, 51
cyberleg, 51
dermal plate, 51
electric claws, 51
Equilibria, 51
EVD, 51
Heat-Seeker, 51
Serpent, 51
SuperSight, 51
extra parts, 50
foot, lower leg, and
complete leg
restrictions, 48
getting, 45, 46
after character
creation, 45—46
installation surgery,
45-46
at character creation,
45
hand, arm, and shoulder
restrictions, 47
types, 47-50
arm, 47-48
complete leg, 48
dermal plate, 49
digestive system, 49
drug dispenser, 49-50
ear, 48
eye, 48
foot, 48
hand, 47
heart, 49
lower leg, 48
lungs, 49
mouth, 48—-49
neural jack, 50
nose, 49
scholarchip reader, 49
shoulder, 48
syntheskin, 50
tail, 50
tentacle, 50
throat, 49
upgrading existing, 46

damage, 75-77
adjusting the deadliness,
77
Body Points, 75-76
damage resistance
total, 75
stun damage, 75-76
Wound levels for,
76, 141
Body Points versus
Wound Levels, 75
descriptive damage, 77
determining, 74
killing blow option, 77
massive damage option,
77
maximum damage
resistance total
option, 107
miscellaneous, 75
negative damage
resistance total, 77
optional bonus, 74

Strength Damage, 74, 141
unconsciousness and
death, 76
Wound levels, 76, 141
damage resistance
total, 76
stun damage, 76
die code simplification, 142
difficulties, 8. See also Funds,
price difficulties;
rolling dice; using
skills; specific skills
alternate attribute option,
62
choosing, 60-62
determining success, 62
second chances, 62
derived, 61
examples, 84-94
gamemaster’s fiat, 62
generic modifiers, 61,
61, 140
good roleplaying
modifier, 61
guidelines for describing,
62
information, 84, 140
interaction, 84—85, 85,
140
interrogation, 85
mental defenses, 85
movement, 64, 140
observation, 85, 140
opposed, 8, 61
repair, 86
result points, 8, 62
result point bonus, 8
sensors, 85
standard, 8, 60, 61, 140
unskilled/untrained, 8,
57,61-62
using, 84
Wild Die only, 61
Disadvantages, 15, 16,
17-27. See also
character options
Authority (R1), 27
Achilles' Heel (R3), 18
Allergy, 18
Environmental
Incompatibility, 18
Metabolic Difference,
18
Nutritional
Requirements, 18
Rot, 18
Vulnerability, 18
Achilles' Heel (R4), 18
Allergy, 18
Cultural Allergy, 18
Environmental
Incompatibility, 18
Rot, 18
Symbiosis, 18
Advantage Flaw (R1),
18-19
Advantage Flaw (R2), 19
Advantage Flaw (R3),
19-20
Infection, 19-20
Minor Stigma, 20
Age (R1), 20
Age (R2),20

O

Bad Luck
Bad Luck
Bad Luck
Burn-out
21
costs, 16
Cultural Unfamiliarity
(R1),21
Cultural Unfamiliarity
(R2),21-22
Cultural Unfamiliarity
(R3),22
Debe (R1), 22
Debt (R2), 22
Debr (R3), 22
Devotion (R1
Devotion (R2
Devotion (R3), 22
Employed (R1), 22
Employed (R2), 22-23
Employed (R3), 23
Enemies, 28
Enemy (R1), 23
Enemy (R1),23
Enemy (R2), 23
Enemy (R3), 23
gaining and losing, 53

R1),20
R2),21
R3),21

R1 or more),

)22
)22

Hindrance (R1 or more),
23-24

Infamy (R1), 24

Infamy (R2), 24

Infamy (R3), 24

Language Problems
(R2),25

Learning Problems (R1
or more), 25

Poverty (R1), 25

Prejudice (R1), 25

Prejudice (R2), 25

Price (R1), 25-26

Price (R2), 26

Quirk (R1), 26

Quirk (R2), 26

Quirk (R3),26-27

Reduced Attribute
(R2),27

encumbrance option, 106
equipment, 103-113.
See also
vehicles
ammunition, special, 110
reloading, 110
explosives, 110-111, 111
burst radius, 111
grenade targeting, 111
firearms, 107, 108
assault rifles, 108, 109
energy weapons, 108,
109
handguns, 107, 108
machine guns, 108,
109
miscellaneous, 108,
109
rifles, 107-108, 108
shotguns, 108-109,
108
submachine guns,
108, 109
firearm accessories, 109
gyrostabilization, 109
laser sight, 109-110
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quick-draw holster,
110
telescopic sight, 110
UV sight and scope,
110
gear, 104-105
binoculars, 104
comlink, 104
cred-key, 104
crowbar, 104
enviro-suit, 104
flashlight, 104
handcuffs, 104
hand comp, 104
hand scanner, 105
holo-vid player, 105
life-support refills, 105
lockpicking tools, 105
med-kit, 105
rope, heavy, 105
rope, light, 105
scholarchips, 105
shovel, 105
signal locator, 105
thermo-disk, 105
tool kit, 105
tracking device, 105
improvised weapons, 112
melee weapons, 112, 112
missile weapons,
111-112,112
protective gear, 106—-107,
106
purchasing, 103-104,
103. See also Funds;
skills, bargain
robots, 105-106
maintenance, 106
security, 106
servitor, 106
thrown weapons,
111-112,112
weapon terminology, 107

Fate Points, 8, 13, 56-57
Funds, 14. See also skills,

bargain
determining, 14
price difficulties, 103

game-enhancing cards, 57
gamemaster tips, 121
generic characters, 127. See

also aliens and Human
offshoots
animals, 127
bounty hunter, 127
cat, domestic, 127
cat, large (lion, tiger,
puma), 127
dog, domestic, 127
dog, guard, 127
law enforcement officer,
127
merchant, 127
people, 127
rats, 127
soldier, 127
thug, 127

healing, 78-79
Body Points, 78, 141
rest period, 79

‘Wounds, 79, 141

initiative, 57-58
Metaphysics, 95-101
learning and improving
skills, 95
manipulations
aspects, 96, 97
duration, 97
effect, 96
range, 96-97, 97
target size, 96, 97
designing, 96
design time, 97
Psionics and, 100
difficulty, 97
increasing resistance
option, 99
Manipulation
Worksheet, 102
reflux option, 99
releasing, 98—99
situation modifiers,
97-98
community, 97

components, 97, 98
concentration,97, 98

countenance, 98
feedback, 98
gestures, 97, 98

incantations, 97, 98
link to target, 98, 99

other, 98
result points, 98
untrained, 98
obtaining access to, 95
sample manipulations,
99-101
channel, 100
blast, 100
mental shield, 100
personal physical
shield, 100
sense, 100—-101
clairvoyance, 100
detect life, 100
influence, 100
receive thoughts,
100-101
send thoughts, 101
transform, 101
heal, 101
ignore pain, 101
physical
enhancement, 101
telekinesis, 101
translocation, 101
skills, 95
channel, 13, 95
sense, 13, 95
transform, 13, 95-96
using other systems, 95
Move, 13. See also
movement
movement, 63—-67
accelerating and
decelerating, 64
climbing, 63
fatigue, 64
flying characters, 64,
65-67
jumping, 64

maximum, 64

other modifiers, 64, 65
running, 63

short distances, 64
swimming, 63

reference sheet, 140—141
rewards, 126

Advantages and
Disadvantages, 126

Character Points, 126

equipment, 126

Fate Points, 126

Funds, 126

information, 126

roleplaying game, 3

need to play, 3

rolling dice, 55-57

alternate methods, 55,
142
improving a roll, 55-57
Character Points, 56
Fate Points, 56-57
straight values, 55
Wild Die, 55

rounds, 8, 57
rules for vehicles and aerial

characters, 65-67
attacking, 66
dodging, 66
leaping out, 67
passenger injuries, 67
ramming, 66
repairing, 67, 86
sideswiping, 66
stunts, 65-66, 65
vehicle damage, 66-67, 66
vehicle movement, 65

skills, 11, 12—13. See also

combat; difficulties;
healing; Metaphysics;
movement; using skills
acrobatics, 12, 80, 86—87
aliens, 12, 84
armor repair, 13, 86
artist, 13, 87
astrography, 12, 84
bargain, 13, 87-88
brawling, 12
bureaucracy, 12, 84
business, 12, 84
channel, 13, 95
climb/jump, 12, 63, 64,
88
comm, 12, 85
command, 13, 88
computer interface/
repair, 13, 86, 88
con, 13, 84-85, 88-89
cultures, 12, 84
demolitions, 13, 89
dodge, 12
exoskeleton operation, 12.
See also rules for
vehicles and aerial
characters
exoskeleton repair, 13, 86
firearms, 12
firearms repair, 13, 86,
110
flight systems repair,
13, 86
flying/0-G, 12, 64, 65,
65-67

focused skills, 11

forgery, 13, 89-90

gambling, 13, 90

gunnery, 12

gunnery repair, 13, 86

hide, 13, 86

intimidation, 12, 84-85

investigation, 13, 90

know-how, 13, 90

languages, 12, 90-91

learning and improving,
52

character options and,

52

lift, 12, 91

medicine, 13, 91. See
also healing

melee combat, 12

missile weapons, 12

navigation, 12, 69, 70,
91-92. See also
space travel, inter-
stellar drives and

personal equipment
repair, 13, 86

persuasion, 13, 84-85

piloting, 12. See also rules
for vehicles and
aerial characters

riding, 12, 92

robot interface/repair, 13,
86,92

running, 12, 63

scholar, 12, 84

search, 13, 85,92-93

security, 13,93

security regulations,
12, 84

sense, 13, 95

sensors, 12

shields, 12, 70, 70-71

sleight of hand, 12, 93

sneak, 13, 86

stamina, 12, 93

streetwise, 12, 93-94

survival, 12, 94

swim, 12, 63

tactics, 13, 94

throwing, 12, 94

transform, 13, 95-96

using the example
difficulties and
modifiers, 84

vehicle operation, 12.
See also rules for
vehicles and aerial
characters

vehicle repair, 13, 86

willpower, 13, 94

spaceships. See also space

travel
designing, 114-119
in-system defender, 118
light freighter, 118-119
shuttlecraft, 119

space travel, 68—71. See

also spaceships
encounters, 68
in-system travel and
combat, 68—69,
70-71
benchmarks, 69
shields, 70, 70-71

tractor beams, 71
methods of travel, 68
navigation results, 70
interstellar drives and,

69-70

benchmarks, 69

Special Abilities, 16,

17, 31-40. See also

character options
Authority (R1), 27
Accelerated Healing, 31
Ambidextrous, 31
Animal Control, 31

Armor-Defeating Attack,

31
Atmospheric Tolerance,
32
Attack Resistance, 32
Attribute Scramble, 32
Blur, 32
Combat Sense, 32
Confusion, 32
costs, 16
Darkness, 32
Elasticity, 32
Endurance, 32
Enhanced Sense, 32
Enhancements, 17,
38-39
Additional Effect, 39
Bestow, 39
Extended Range, 39
gaining and losing, 54
Multiple Targets, 39
Environmental
Resistance, 33
Extra Body Part, 33
Extra Sense, 33
Fast Reactions, 33
Fear, 33
Flight, 33
gaining and losing, 5354
Glider Wings, 33
Hardiness, 33
Hypermovement, 33
Immortality, 33
Immunity, 33
Increased Attribute,
33-34
Infravision, 34
Intangibility, 34
Invisibility, 34
Iron Will, 34
Life Drain, 34
Limitations, 17, 39-40
Ability Loss, 39
Allergy, 39
Burn-out, 39
Cybernetics, 39
Debt, 39
Flaw, 40
gaining and losing, 54
Minor Stigma, 40
Others Only, 40
Price, 40
Restricted, 40
Side Effect, 40
Singularity, 40
Super-science, 40
Longevity, 34
Luck, Good, 35, 35
Luck, Great, 35, 35
Master of Disguise, 35

L]

Multiple Abilities, 35-36
Natural Armor, 36
Natural Hand-to-Hand
Weapon, 36
Natural Ranged Weapon,
36
Omnivorous, 36
Paralyzing Touch, 36
Possession, Full, 36, 36
Possession, Limited,
36, 36
Quick Study, 37
Sense of Direction, 37
Shapeshifting, 37
Silence, 37
Skill Bonus, 37-38
Skill Minimum, 38
Teleportation, 38
Transmutation, 38
Ultravision, 34
Uncanny Aptitude, 38
Ventriloquism, 38
‘Water Breathing, 38
Youthful Appearance, 38

Strength Damage, 8, 14

determining, 14, 141
improving, 52

system overview, 3—7

improving rolls, 4

introductory adventure,
4-7

making actions, 3—4

taking damage, 4

using skills, 57, 58. See also

difficulties; initiative;
system overview
action, 8
actions that take time, 59
complementary skill, 8
defaulting to an attribute,
8,57,61-62
free actions, 8,59
groups, 60. See also skills,
command
multiple actions, 58
performing actions in
rounds, 58—60
preparing, 60
aiming, 73
related skills, 59-60
rushing, 60
unskilled/untrained, 8,

57,61-62

vehicles. See also rules for

vehicles and aerial
characters; spaceships
planetary, 112-113, 113
terminology
Maneuverability, 113
Move, 112
passengers, 112
Toughness, 112

Wild Die, 8, 55

Critical Failure, 8, 55
Critical Success, 8, 55

‘Wounds, 8. See also damage

changing, 53
determining, 14

healing, 79
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