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THE JUDGE

Chapter 1
The Suicide Bomber

It was always quiet in The Suicide Bomber. Tuckedy on 81 level of
the Western Docklands, it's only advertisement avamall neon sign that
hung out front. Inside there was a single roonmwito corner booths and
a long hardwood bar, the varnish chipped and crhclké single wooden
ceiling fan hacked away lazily at the hot, syrupghih time air of Port
Traxis, the smoke rolling in from the industrialstlicts to the south,
hanging dark and heavy in the air of the Dockland#p on the 81it
wasn't so bad, almost breathable, most of the bs@toxins drifting down
to street level, where you couldn't even see thrdbg smog.

Looking around the table at her six companionsyd&negondered ruefully
what would happen if anyone ever learned abouethesetings. Probably
surprisingly little. It was never wise to intedewhen these sort of people
wanted a quiet drink. Not when at least threénefgieople round this table
could kill you without even moving from their seat,drawing a weapon.
For Warren it would simply be a matter of triandinlg your position,
down to the last few microns, and then decidingciwhof his many
weapon systems to fire at you from his positionhhig orbit. Never
straying from Charles Beaumont's ship, which shaigghame, never even
showing his real face, Warren was instead joinlmgnt in the form of a
holographic projection. Tonight he had chosen gpear as a brightly
plumed parrot, sitting perched on the shoulder b€ tcaptain's
immaculately tailored uniform. Captain Charles Baant himself, one of
the most infamous privateers in all the known warldas the kind of man
who everyone always said would look good wearinggerpatch, and it
was a great pity that he never had the decencytt@mlly loose an eye.
Still, even in his late fifties he not lost anyha$ devilish charm either, and
if anything his looks had improved as the last igest of gawky
youthfulness were erased by the weathering of tinfresently he was in
the midst of one of his madcap anecdotes, withotlet correction being
interjected from Warren in a high pitched screec®willing a glass of
brandy in one hand, he was looking pretty far gafthough Freya knew
well that Charles always looked drunker than hdéyregas. He played it
up, just like he played up everything.

“Well, as you can imagine they were pretty pissédibout us taking their
idols, so thinking fast | decided that a bit ofdsk and awe' was in order.
Running into the centre of the village, | leaptmitte first platform like
thing | could find, and in my best 'deep and boahwoice | bellowed
“Behold, | am no mere mortal. | am a messengerfsem the gods. You
may scoff and scorn, but | assure you all thatolbed of the divine flows
within my veins. | need but speak a word, andadllstall forth fire from
the very heavens.” Unfortunately, they didn't s¢éerbelieve me, and one
of the savages even hurled a rock at me. It baboéemy armour of
course, and turning on the poor fellow with thetivraf god blazing in my
eyes | cried “Fool, you seek to test me? Feefithe of heaven!”.”

For a moment the whole table sat in silence, watgi@harles, who was
glaring at Tarsis, sitting across from him, onegénpointed at the man's
chest, shaking slightly with feigned rage. Tassmply took a sip of his
beer and raised an eyebrow, causing one of his szawist unpleasantly,
and said “So?”

“So nothing happened. There | stood, hand out$teet, waiting for a bolt
of holy cleansing fire to fall from the heavens andinerate this infidel
who had dared to question my authority, and nothiagpened. Of course
what | didn't realise was that one of the suitpa@fver armour that we had
purloined from their little shrine had lost reacticontainment, and the
radiation was scrambling our comms, so Warren hdd@rd a word I'd
said. | only realised something was wrong whenoticed that the
holofield around his puppet battlesuit had failedd that they weren't
staring at me at all. Instead they were all logkrt this shapeless black
bodied humanoid, who was just standing there, stitlk Of course being
a morphoplast suit, well it's pretty lightweightally, so when this kid
finally walks up and gives him a push, he just teppight over”.

The table burst into laughter as Warren's parrataavpreened itself and
attempted to look dignified. Marie Fletcher leaver and with a wide
grin offered it a peanut. Dressed in long, lodk®ying robes, she was
ageing almost as gracefully as Charles, her longyv@own hair starting
to fade only a little. The parrot gave the peaauisdainful glare, and
then hopped across to Charles' other shoulder, inlgawwven more
laughter. Draining the last of his pint, Tarsiarle back in his seat and
yelled “Hey Tex, can | get a refill?".

Behind the bar, the towering form of Tex slowly febd into motion.
None of them had ever quite figured out what Texs.wale certainly
wasn't any kind of alien that any of them couldogrise, and Arnold, the
bar's aged proprietor seemed to take great pleasumet telling them.
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Standing around 10 foot tall, Tex's body was hurithriout all made of
sharp angles, his skin a hard, smooth material cdbady green colour.
Perhaps most unsettling was that the swirling paten his surface could
be seen slowly shifting if you stared at them &ard enough.

Whilst the conversation broke for a moment, Freyalesa glance at
Hatori, sat next to her. Like her, he was a Fehig body small, thin and
wiry, his skin a dark brown, covered in soft downy. His eyes were tiny
jet black beads, which flitted about constantlkirig in every detail. He
was getting on for 30, what Fenrir would think sfraiddle age, although
his carefully groomed vat grown physique showedsign of it. He had
once been the proud owner of an impressive cafleati scars, but then
his skin had been removed by Clan Lictor to allbe teplacement of over
half his musculature. His new skin practically agteed, taut and and
smooth, tailored to his body like an expensive. shithough they had all
agreed that he just didn't look the same withasithomentoes', Freya was
secretly pleased. He was, she felt, much bettking without them. She
would have been jealous of his unnatural youth,daspite being only a
year older than Hatori she looked, if anythingew fyears younger. Freya
had always been blessed with youthful looks, andafb her years her
feathers had lost none of their vibrancy. Her dyasied a slender face,
spiral patterns of dark brown freckles winding asreand coloured skin,
with a line of flame orange plumage tracing thetigearc of her neck,
stopping just short of her broad shoulder bladder wings were fine arcs
curling up from her shoulders, the skin soft andath. They were also
quite large by the standards of her species, thahel were utterly
dwarfed by Hatori's, another result of the incessdranges that he had
wrought upon his body. Describing two sweepingsabove his head,
and trailing on the floor, they were, fully spreafinost twice the size of
Freya's, just one more of Clan Lictor's creations.

There was a sound of heavy footfalls as Tex appezhthe table and set
down a brimming pint mug, which Tarsis gratefullycapted. In spite of
his huge size, Tex could carry 10 full pints andspll a drop.

“I swear man, one of these days we're going to fimat all this 'God
business has gone to your head, and you've gonsetitell down on one
of these worlds to 'be with your people™. Tars&d, taking a sip and
grinning at Charles.

“You know | just might. | mean who needs to spetidday worrying
about finances and fuel supplies and repairsinkthcould be quite happy
with a few nubile young serving girls, offerings food and wine, some
High Priests doing my bidding...”

“It's over-rated”.

The statement was followed by a soft belch andsinend of the seat
creaking as Popo shifted his bulk.

“The whole 'Tribal God' thing. It's over-rated.ll ey do is bicker and
squabble, and misinterpret every commandment yee thiem. If they're
not stabbing each other in the back, or tryingdmehow turn a simple
request for dinner into an order to massacre tighbeuring tribes in your
holy name, then they'll just be at your feet dawial day out begging for
miracles because somebody's crops weren't quit® $pratch, or some
girl got the sniffles.”

Freya struggled to repress a snigger. It waso'hérd to picture Popo as a
tribal god. His body had become so massively bibahat he had to be
carried around on a palanquin by a small army afed that he had
gathered from various backworlds. In fact, hisions practically treated
him like a god already. Popo had never chosemptam just what caused
his naturally slender Shan'mis physique to becamkideously distorted,
and to her knowledge none of them had ever choseask. It wasn't
exactly a pleasant subject. Some vestiges of rigoth-skinned, fine-
limbed amphibian form did remain, but they weregédy buried under
rolls and folds of pocked and wart covered flestis broad, flat head lay
nestled in the bulk of his overgrown neck, itsetfrely an extension of the
vast expanse of his belly. His movements possealethe slow and
ponderous grace of a continent drifting. Of alt freends, Freya found
Popo the hardest to figure out. She knew that &g & member of the
priesthood, yet he had never breathed a word abatdri's illicit use of
magic. She knew he had a bad reputation on mamjdsycand even
amongst the other priests, but she had never daentafigure out what
his reputation was for. Certainly they all hadlstans in their closets,
even her, but something told Freya that if you &mbkoo closely at the
ones in Popo's closet, they might just get up amtel

A flicker on the horizon, glimpsed through the ktgay window, drew her
eye. At first she thought it might be the openinglleys of a
thunderstorm, but it was just laser fire arcingwesn two catwalks.
Presumably one of Port Traxis' overly populous gaimging to thin out
the competition. As she half listened to the cosagon at the table,
watching the skyline flicker in any out of view, esthad the awkward
sensation that something about Charle's storyfdetiliar. Then, in an



instant as swift as those little flares of lighteknew what it was.
“Charles... you've told this story before. Thisalhconversation, we've
had it before. | think it was two, maybe threergeback. Here in this
pub.”

For a moment an embaressed silence fell over th@ewtable. Charles
broke it at last, looking almost ashamed as he teldni'Well, yes, |
suppose | did tell this one before. | mean it wbsut 5 years back that
this all happened”.

“I know. Five years. Why don't you tell us a netery. Something that
happened recently, like since we met last year.”

Again the silence stretched out painfully, everydoneussing on their
drinks whilst Charles looked increasingly embarmdss

“Um, |, uh, | don't really have any recent storid$othing that | can think
of out of hand”.

“You know, | was kind of expecting that. | meals ihot like any of us
even noticed. Have we really gotten so deepantaruts that this is how
we live? Replaying old conversations as if theyeagew again.”

“Be fair, Freya, it was a small slip, that's all'akile interjected, adopting a
soothing tone.

“I know that”, she replied, feeling frustrated, tbir just... | don't know.
Don't you sometimes get the feeling that therething left? Nothing to
do, nothing to see. It just scares me, the thotlgittwe're just going to
end up growing old in this bar, meeting here ewagr to reminisce about
how much better things used to be”.

“But it won't be like that, you'll see. There'dldbts left to do, lot's to
explore and discover. It's a huge universe outthed...”

“No, she's right”, Tarsis snarled, cutting straigletoss Marie's words, “I
can't remember the last time | was scared. | meally scared. | can't
remember the last time | faced a challenge thatrgothinking I'd finally
met my end. | can't remember the last | did amgthihat wasn't just more
of the same.”

“God” Freya muttered to herself, almost sick withe thorror of the
realisation, the half whispered word like a gunshathe now oppressive
silence that had enfolded them all once more. 3bend of a door
swinging open almost made her jump. Looking up rgladised that she
wasn't the only one staring at the doorway behiireditar, where Arnold,
the bar's owner, had just appeared. He lookedt tipean, a few bottles
tucked under one arm, and a cigar stub hangingdestvis cracked lips,
and mumbled in his gruff tones “Damn, who died?”

“No-one Arns”, Marie replied gently, “We're all jus well, you know
how it is. Sometimes it's just hard to keep srgilimthe face of it all”.
“Yeah, | know” Arnold said, and began to hobble ot@ the table, the
slow and steady 'clump' ‘clmup’ of his bad leg resfaihe hardwood floor
sounding almost comfortingly familiar.

Arriving with a huff and a wheeze, like a steanirtaulling into a station,
he took the chair that Tarsis had pulled out fon,Fand sat down heavily.
Pulling the bottles out from under his arm, he ppthe lids and set them
down on the table.

“So what's bothering you kids so much?”

“I guess you could say that it's the horrible reation that we aren't kids
any more”, Charles replied dryly, his drunken awnvanished, a stern

and sober look fixing itself on his face.

“Well, | guess it comes to us all”, Arnold said,thvia wry grin, as he
topped up Charles' glass, “and the way | see it,gat two choices when
it comes. You can fight it, or you can get thel loelt of the game while
you still have the chance”.

“And which did you choose?” Hatori asked, sound@giost a little
sullen.

“How do you think | ended up running this bar?” Alth shot back at him.
“Well fuck that”, Tarsis growled, “All respect Arttidy but I'm not ready to
throw in the towel yet. The day | stop fightinglie day they pick out the
pieces of my body from a crater”.

“So fight. If it's a challenge you want, therelergy of them to be had.
Run the Kether Ring, open the Stone Arch of Ethraiteal something big
from one of the Clans or take a flight into Drakace. Spend a night on
Thanos. Go looking for the Judge of Worlds”.

The last words dropped into the air like a rocloiatstill pond. Freya
would have sworn she could almost hear the splashey hit home.
“Every one of those is just another name for s@itidharles muttered.
“The Judge isn't”, Marie replied, her voice quibtt with no trace of
hesitation.

“No, it's just a dumb myth. Because a wild goosase is so much better
than a quick death” Warren interjected.

“No, it's not a myth. A lot of reliable Slithzeekdocuments point to it's
existence. Even some of the old Kavir and Dral@nds mention it,”
Marie replied calmly.

“The most powerful weapon in the universe? Asiane would actually
believe in something like that. It's a story fdd gunhands to tell their
kids”.

“Just because nobody has ever found it, doesnf ibém't real.”

“If it was, somebody would have found it by now”.

“Not necessarily,” Charles said in an almost ctgdione, “from what |
understand no serious effort has ever been madokofor it. Mostly
because those in power dismiss any suggestios eKistence as fantasy”.
“The question is”, Tarsis said, “whether there'y ahance of us finding
it?”

“I think we could”, Marie replied, “it's true that hasn't been found yet,
but then nobody with our kind of resources ever tweanking for it. |
think there's a good chance we might succeed, ieatly try.”

“In fact, um, | think I could probably help you itle there” said Arnold
quietly. “l do know of one other person who hagrbéooking for the
Judge. She's an entropic cultist by the name d& Taithras, and
apparently she's spent pretty much her whole 6ifikihg for the damn
thing. Of course she hasn't come anywhere nefimdimg it, from what |
hear, but she's probably turned up a few leaddl that time. If anyone
would know where to get you started it'd be heust dne of those little
titbits you pick up working behind a bar”.

“So where do we find her?” Hatori asked, a deteedilook in his eyes.
“Apparently she's based somewhere in the Valerigstem, although
nobody really seems to know where.”

“Warren”, Charles said, with a devilish grin, “platcourse for Valerion
and send a shuttle down to pick us up. | feeldjimg for a ride”.
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THE JUDGE OF WORLDS

Chapter 2
Valse Bizarre

Freya was shocked to realise that in all the yesheshad known Charles
and Warren, she had never actually been aboar@véreen T Void. As
the shuttle approached, the ship seemed to dzifiylacross her sight. It
made her think of two of the great wooden gallefoosn her home world
put together like a clamshell, only many times dairgAcross the front was
the vast form of a great golden man, or perhap®manm, the figure too
androgynous to be clearly defined, it's wings satshed along the sides
of the ship, it's mouth gaping wide around the ddaof a cannon. The
whole thing was almost repulsive in it's resplersgera figure of menace
and beauty, a devil in an angel's form.

The shuttle touched down in the landing bay, wremetail of Charles
marines were standing smartly to attention, awgitiveir captain's arrival.
The first office stepped forward neatly as onehef ien started up a drum
beat. As the shuttle sank into it's cradle wito#i hiss, the men moved up
to form a line either side of the doorway. Charllessted his cap and
grinned at them all, before opening the door apgmhg out into hanger.
It was remarkable the change that came over hilghtRp to the moment
that he stepped through the door, he was just &haidppish, charming,
and devil-may-care. Freya watched it all vanistaiminstant. Here, he
was a commander, a leader. Somebody these peopl# respect. He
looked taller, older, stronger. He looked likedeonged here. Climbing
out of the shuttle, Freya felt like she was a planeleader or a Clan
dignitary of some sort. As she stared around thssime hanger, with the
shuttles arranged on their long launching rackagdyefor departure, and
four huge battle suits standing in bays where whattook to be members
of the ships engineering team worked away on theneough by her
shoulder made her jump in alarm. An apologetickilog young Zair
officer was standing by her side.

“I'm very sorry to have startled you ma'am. | jusshed to inform you
that quarters have been made ready for you, atheeraptain's orders. |If
you'll just follow me?”

Sorry to have worried him, she gave the young maeaasuring smile,
and followed him as requested. He was, she thokghd of cute, for a
Zair.

“Damn, would you look at these rooms”

Standing in the doorway to her 'quarters’, Freymdoherself surveying a
room of palatial proportions, the centre of whicaswargely consumed by
a grand double bed bedecked with fresh silk sh&&es.carpet was a deep,
rich, royal red, with all the fittings picked out ipolished brass. Like
everything in the ship it reflected Charles' lovettee grandiose archaic,
but here that reflection had been several timesifiad.

Leaning against the opposite wall of the corrigost behind her, Hatori
was watching as she looked around the room. Heappdrently wasted
little time looking round his own quarters, andtéal made his way
straight down to herglypical she thought to herself wrylysn't interested
in any bed that doesn't have a woman in it.

“So, um, you coming to dinner soon?”

“In a moment. Just give me a chance to fresherrstp. f

“Oh, yeah. I'll see you in the dining hall then?”

“Yeah, you go on ahead”.

Smiling politely, she tapped the door panel, andcihved as Hatori was
narrowed down to just a thin slice of himself, efwanishing altogether
on the other side of the brass plated door. Heuldkos sagged as she
turned from the door and threw herself down onlbd. It was, to her
delight, immensely comfortable, and she was temfigdst skip dinner,
curl up, and go to sleep. However her stomach luadesvery definite
objections to this plan, so instead she pulled diensp, and headed
through into the bathroom to groom her face, aratereup her wings. As
she ran her claws through the thin mane of feathemsing down her
neck, she thought about what was to come. She hadrkher friends for
very many years now, but had never really spenttntime with them.
They all had busy lives, and normally they met joste a year, for a
night's drinking at The Suicide Bomber. To be gaifigon this mad quest
with them would involve spending a lot more timeward them. She was
becoming unpleasantly aware that she didn't rdalyw any of them all
that well. Enough to be friends, but not, perhapsugh to be sure of how
the the next few days, or even weeks, would gooijah particular, was
going to be trouble. He had been flirting with hieadly, since she first
met him. OK, so he was cute, in his slightly awkivavay, and he was
certainly good looking, but then Freya had nevetlyefound much time
for men, and certainly not for arrogant brats Iike. A night here and
there, a chance to unwind and relax, maybe, buettng told her that

Hatori wouldn't be the kind to quit after that kinflencouragement. One
night with him, and she'd never hear the end dBditer, she thought to
herself, as she checked over her appearance oretimm, to just keep
him at arms length. God, but he was fun to teasegth.

Arriving in the dining hall, Freya couldn't help tboe impressed. In the
cramped confines of a battleship, Charles had somehanaged to carve
out a space for his love of supreme elegance tavilsh A great golden
chandelier hung from the ceiling, it's chain clgatiffened to keep it from
swaying wildly with the lack of gravity. The waliper (wallpaper! On a
spaceship) was a rich cream colour, with interwegvilower patterns
picked out in gold leaf. The chairs were all oflark wood, with red
velvet seats, and in the table at the centre wedyfiworked, of the same
dark wood. She couldn't decide if the whole things beautiful, or
ghastly, but she was pretty sure that it largelpeteled on whether you
agreed with Charles' very particular tastes ingtesi

“Freya, come and take a seat” she heard him cd/fuaned to see the man
himself striding across the hall to where she st@odhanic grin plastered
across his face. Just to one side of him Hatos fedlowing, making a
very poor attempt not to stare. She had choserp#iséel blue scoop
necked dress because it left her wings feeling fsagely even considering
just how much of her top and legs it revealed.

Seeone of the more vindictive parts of her brain ifgeted,Charles isn't
staring at your chest, and human or not, you kndiwfell he'd like to.
Ignoring the argument in her head, she smiled ari€s, who raised a
glass in greeting, and Hatori, who smiled back plsédy, managing to at
least meet her eyes. The two of them escortedchéne table, where
Charles pulled out a seat for her, and Hatori islid the next seat along.
Popo was already seated across from them, alonltade, the two deep
in conversation about some piece of obscure histdtywas, as far as
Freya was concerned, largely incomprehensible uttedy boring. Much
of the rest of the table was taken up by the shffisers, a gang of men
and women mostly in their sunset years, all smapthomed in their dress
uniforms, and chatting jovially with each otherev8ral of the men sitting
nearby smiled and made introductions, which sheegted generously,
returning their smiles in kind whilst watching Hatscowl out of the
corner of her eye.

“So”, she remarked casually, with only the slightélsitter of her
eyelashes, “who wants to tell me an absolutelylitigiwar story”.

“Well,” an older Acquirable remarked, folding bakls wings a little, and
preparing himself to begin, when Hatori cut rigbtass him, setting his
glass down hard enough to be clearly audible.

“I've got one. Tricky contract from a couple ofaye back, on Dreshen...”
“Uh, Hatori, | do so hate to interrupt”, Freya saitidingly, though with
every possible sign of politeness, “but | do badigtie good gentleman
here was already speaking”.

“Oh it's quite alright ma‘am, if the gentleman vésho speak then he is,
after all, a guest”

“No, | insist, you began first, so it's only rigfiat you continue”.

She smiled, and settled back to listen, whilst isig little of the wine,
whilst the officer continued with his tale, and biatquietly fumed over
his empty glass. The wine, she noted with pleasusd not only been
sufficiently watered down as to be safe for a Ferout appeared to be
strong in flavour that much of it survived in thitute mix. Charles' wine
waiter was apparently as good at his job as evergise on the ship. It
wasn't long before the starters arrived, and she stdl enjoying the
officer's story, which had just gotten to a regbod part where he and his
platoon were forced to take cover when an entirmardump was blown
to pieces right on top of them. Marie and Popoewstill deep in
conversation, whilst Tarsis was looking decidedhnterested in any of
the conversation. Freya wasn't surprised, havingys suspected that
dinner parties wouldn't really be his thing. Sheldays had a feeling for
people like that. Just like she knew it was talaiigf Hatori's patience to
listen quietly without interrupting, and that Clesx| despite currently
leering at one of his female officers, and cracKimgd jokes in a slightly
slurred voice, was in fact stone cold sober. Sbeldctell just from
looking at them that Marie was telling Popo sonrgghjuite important to
her, whilst he was clearly holding back. Thougkr¢hwas no way of
telling what it was, she knew there was somethiexy vmportant that he
wasn't telling her. As her thoughts rested onrtleinversation she
realised with a start that they were discussingpttiesthood, and Marie's
parents. So what could it possibly be that Popewkh She let the
question gnaw at her for a while before puttinpibne side and returning
her attention to the Acquilan's tale, which wast jdsawing to a close.
Clapping just a little more enthusiastically thaoliteness alone dictated,
she smiled enthusiastically and congratulated the on a fine anecdote.
True to form, Hatori jumped in almost immediatelithwhis own tale, and



while the other's present politely allowed him peak, she quietly zoned
him out of her mind, giving every appearance dkhing intently, whilst

allowing her attention to wander once mote all fairness,she thought

wryly, I've almost certainly heard it before.

Dinner slowly wound down, with some strange corifecbf cream, fruit,
and spun sugar full-stopping the event. More drimere served, and
several cigars, cigarettes, and pipes were litdtfferent shades of smoke
hanging momentarily in the air, before commench glow drift towards
the vents. People began to stand and mill abautrdom, and when
everyone was standing the chairs were cleared ambaist the table, still
covered in dirty dishes, was allowed to gently decento the floor. The
drifting conversations were cut short by the souwfdWarren's voice
booming out over the intercom. It had been moédiadown from his
shrill parrot shriek of earlier, and Freya was fyraure he'd deliberately
added a little reverberation as well.

“Ladies and gentlemen”, the announcement began gimting towards
the doorway she noticed that it was more than\atren's voice. He had
entered through the great doors to the dining hathe form of a slick and
featureless black humanoid shape, wearing nothiogerthan a crimson
silk cape, pinned at the shoulders by a small isiweoch. This was yet
another of his favoured avatars, a morphoplastebstiit which he could
remotely control. The morphoplast could be shapgrianything the user
desired, so long as they had the knack of complti.

“just one moment of your attention please. We willv be engaging the
particle sails, and entering into hyperspace ocoarse for Vesperis.
Expected journey time is approximately 11 hourspaating for possible
distortions in the hyperspatial membrane.”

As he finished speaking Warren slowly raised hisdsaone of them now
holding a small conductor's baton, and the lightsvly dimmed. Freya
knew that this would be happening all across thp, stverything that
wasn't absolutely necessary to the crew's surtigalg powered down to
feed the monstrous hunger of the hyperspace dwtéch would shunt
them out of this... reality... and into the unrgalif hyperspace. She'd
never pretended to know very much about how any wbrked, beyond
the little that she had picked up from working ofreaghter for all those
years. As she understood it, hyperspace was sieglgd of short-cut, a
fast way round. It was, she had gathered, songtbfna gross over-
simplification, but it was good enough for her.reddy she could feel the
faint hum building around her, as Warren continbisdtheatrics. It wasn't
a sound exactly, not even a vibration. It was st ja feeling, an
indefinable sense of something cosmic building, esomst source of
energy welling up, ready to burst. Then, withatstshe realised that she
really could hear something. At the back of thi @small orchestra had
quietly set-up, and now, following Warren's direatj the strings section
had begun an almost indiscernible overture. Ad Hemse of power
continued to build, so the strings began to svieltked by an organ. A
steady beat began on the drums, increasing in packeall the while that

cosmic expectation continued to build, until shié fleat she could stand
the suspense no more. She had to give Warrent doediis timing. He

let the whole thing go on for just one moment langéhen, with a sudden
gesture he flung his arms wide, the horn sectigrioebed into life and,

with that sickening lurching sensation of totalldistion that she had
always come to associate with long distance spawelt they were torn,
ship and all, out of real space into into that rsje other world of

hyperspace.

She stood for a moment, dazed, unable to get hmrgtiis straight.
Nothing, from her point of view, had changed, ous®. She often
thought that the most disorienting thing about &nge hyperspace, the
total lack of any kind of change. Not unless yeally felt for it. It was
only at the very back of your mind that you coutidl $eel that cosmic
vibration. The music was still playing, the ordnasnow in full swing,
and many of the crew were already partnering ugattce. She could see
Charles carving a path across the dance floor witmatronly looking
security officer, both of them smiling and laughspectacularly.

“So, uh, you wanna dance?”

Turning, she saw Hatori by her side, his featumséd into that odd
combination of smugness and nervousness that btesoseemed to wear
around her. For a moment she said nothing, aeda@yrshe could see him
getting ready to act like he didn't mind either wayoes he ever let his
defences downShe wondered coldlyStill, | guess a party is a party.
“Alright then”, she replied smiling.

“Cool. Uh. Hey, you wanna really get with the ty&f As he spoke
produced a couple of oddly shaped lumps of somgtirensparent and
green. Looking again she guessed them to be dodécms, and each of
them gave off a sharply acidic smell.

“It's called Twenty. It's a real kick” he said,afgbing two glasses and
dropping one of the pills into each of them, wherey fizzed violently.
Grinning, he offered one of the frothing glassebdo. What the hellshe
thought, it'll be interesting. Taking the glass, she smiled, chinked it
against Hatori's, and necked the whole thing ingme Soon the orchestra
struck up a new song, a slow waltz, and taking Hatband, she put her
other to his side, and they began to sway genfifien, with a sudden
movement, she felt herself lifted off the floor, ldatori kicked upwards.
Free from the restraint of the piezo-static fighey began to drift into the
air above the room. With a gentle flap of his v slowed their drift,
and high above the crowd they began to dance.aéyrshe could feel the
drug burning it's way into her system, making tlodowers of the room
seem brighter, the music louder, the sensationselsom more
overwhelming. She felt, the only thing she cotldauld be... more alive.
She felt, with a delightful sense of vertigo, a wenf euphoric energy
rushing up to overwhelm her. Her mind a-buzz, twaty tingling, every
nerve awake to the moment, high above the crowely ttanced, as the
music kicked up a pace, and the whole swirling dafl flashing colours
and sounds began to spiral in on her.
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Welcome To The Inferno

Inferno is a roleplaying game set in the far fufunhere magic and
technology, religion and science, exist in uneasiony whilst warring
clans vie for dominance over a fractured and ruigaldxy. Aliens walk
the streets between hovercars and soldiers dreassededieval plate
armour. Steam powered space-craft do battle Whiglded space stations
armed with laser cannons and plasma acceleratodsadventurous magi
descend into the depths of millennia old ruins lsftsome long dead alien
race. A space opera of epic scale, Inferno dragsther many disparate
elements to create a diverse and vibrant worldh withousand different
stories to be told. Inspired by almost every smefiction and fantasy
novel, film, or TV-series, almost any player wilhd something that will
catch their interest.

Roleplaying in the world of Inferno can take mawoynfis, be it
high fantasy sword and sorcery adventures throumt tbrests where
unknown monstrosities lurk, steampunk inspired eéipmuels, fast paced
car chases through dirty city streets blazing nreghiire, high tech
cyberware-enhanced capers on vast automated sp@atens or
magnificent space battles where lines of laserdiitter in the void. But
what really makes Inferno special is that all thesents take place in a
single coherent universe, allowing for strange entertaining overlaps.
Re-enact “Aliens” with a group of medieval kniglristead of the marines.
Play out your own version of “Lord Of The Rings"tlvia fellowship that
comes armed with bolt-action rifles instead of s¥gprand ride zeppelins
instead of horses. Take a Napoleonic soldier thnow him into the
middle of “Blade Runner”. Set a “Neuromancer” stglyber-theft on an
alien battlecruiser. All of these adventures, digfe as they may be,
could easily be part of a single Inferno campaigm using the same
characters from start to finish, and without angigmg required on the
part of the games master. Not only are these a&ae possible, in

Inferno, they make sense.

As well as diversity, Inferno offers depth. Greedcts of
information are offered on every single aspecthaf world of Inferno,
from detailed cultural and physiological information every alien race, to
notes on religion, society, politics and lifestyleroughout the known
galaxy.

Finally Inferno is built around a custom built gamsgstem,
designed to make all these disparate elements tihg@ther seamlessly.
With several different magic systems, detailed elehdesign rules, long
lists of weaponry, and a highly flexible charactereation system,
Inferno’s rules cover everything the players anthgs master need. Yet
at its heart there lies an incredibly simple dia®lpsystem that makes
playing the game fast and easy.

What You Need To Play

This is the easy part. Just grab yourself a p@enail, some paper, and as
many six sided dice as you can find. At least,fipeeferably ten or
fifteen. Of course your group can always pool dic&il you have
enough., or you can just walk down to your locangeay store and buy
some.

Got all that? Good, now find yourself some friendplay with. Inferno
is a group activity, not a solitaire game. Abauirfto eight people should
do nicely. At least one of you should have actesthe Gamesmaster's
Guide, which contain additional information for therson responsible for
running the game.

And that's it. Read the rules. Make some charact®rint off character
sheets to write everything out on. Sort out a adenand play the game.
Enjoy!
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The Dawning Days

We know little of the time before we were slavéalhat we do know is
taken from decoded Slithzerikai databases, smailpscof information

carefully teased out of decaying computer systempainstakingly

translated by those few among us who can understenthnguage of the
Slithzerikai.

The Enslavement

We know little of how the enslavement itself carbewt. Our own
recovered histories have nothing to say on theamatit all happened too
fast. However the Slithzerikai kept records ofitlovn, scientific
accounts, detailed orders. Most of it is hardridarstand, hard to make
sense of, but some things we do know about whaidregd. The
Slithzerikai were fighting a war, had been for anMeng time, against a
species known as the Kavir. The war was not guielyj even with allies,
another species known as the Drake. The Slithaiendéeded a tactical
advantage, and they found one in the form of a yeeVeloped cloning
technology. This technology would allow them tossi@roduce troops,
faster than anyone else could even imagine. HomtbeeSlithzerikai
were uneasy with the idea of using this technologyeproduce
themselves, so instead they decided to capturesttigus primitive
species that were scattered throughout their spackyse us as
expendable mass produced cannon fodder. It ismtoely clear how they
captured us, but it can't have been hard. The hsmare the most
advanced at that point, and even they, with tlasieds, their rail guns, and
their nuclear fire, had nothing that could evenibég trouble the
Slithzerikai. Most likely they simply turned updteleported us off of our
worlds on mass. It's not exactly clear to us hiegrtmachinery worked,
but it basically combined DNA sequences to make aetvunique
pairings, just as natural reproduction does, dmyisands of times faster,
and on a vast scale. Whole worlds were turned toviéére machinery that
would mass produce us. Many more worlds beganteani®n of cheap,
expendable armour, weapons, and combat vehicles.

At this point our own history begins, passed omfiane
soldier to the next in the brief moments of ouetiv We were not born in
the normal sense. We simply stepped out of théhimes, full grown.
The formative years of our lives were simulatedotigh neural uplinks,
devices that could run us through 10 years of @gveént in a week. Two
weeks of this, and we had the minds of 20 year, didsminds that had
been trained to kill from the first moments of coinsisness. Then they
handed us our guns and our armour, and flew usdhe battlefields,
where we were sent against the Kavir. They warerténcarnate. They
scorned technology, relying entirely upon their ssvae magic, their
ability to command demons which tore through onkssfaster and better
than any war machine ever could. We died in drowelillions, trillions,
and still the Slithzerikai just kept making moreust The Kavir
eventually fell, crushed by weight of numbers, Bgdhe superior
Slithzerikai and Drake space fleets. They werewkielmed at the last.

After that the Slithzerikai turned their attention their old
allies, the Drake. Severely battered by the vier,Drake were in no state
to resist the Slithzerikai onslaught, and could/dall back. World after
world fell, and soon it looked like there would hathing left for the
Slithzerikai to conquer. We're not entirely certaihat happened next.
The Slithzerikai's own records are unclear, anbitld seem that it was
all too sudden. From we can gather, there wasilax@r amongst the
Slithzerikai. With the might of their military teoology turned upon
themselves, the Slithzerikai could not last loifge were largely left out
of it. This was a matter of honour, a matter tséttled man to man by
the Slithzerikai's reckoning. We, their slaved] ha part in it, which
suited us fine. So we sat and watched, and tédorget killed, whilst
they destroyed themselves. It didn't take longorthere were only a few
of them left, whilst our numbers were countlesse dVerwhelmed them,
killed the last of them, and claimed their empoedurselves. We were
free, at last.

The Aftermath

There were now about 200 worlds, divided from eattier by the vastness
of space, each populated by a small group of slawés had guns,
armour, some rudimentary tools, some vehicles. haéefacilities, or at
least a temporary camp of some sort. The troubk wone of it did us
any good. The Slithzerikai didn't give us weaponarmour designed to
last and longer than we would. Pretty soon amrmamin out, power
cells failed, and equipment malfunctioned. Alitdbecame useless within
the first two or three decades. So we started dgaim scratch. We
started with fire, the wheel, the bow and the spleais that we invented
from the materials around us. Simple things. dsmit until much later,
when we started to decode the ancient historias; lef our real pasts, that
we realised this was all how it had first begunuey back on our
homeworlds. We never meant to repeat history. j\&ewent with what
worked.

For the most part society stagnated there. liesetiown. We
got on with living, and staying alive. Past glerteecame little more than
legends, which is all they ever really had beemerBhe might of the
Slithzerikai became little more than a vague memdxiter all, their
technology had only ever been used for destructidrose who survived
the war had known nothing but death, and know tre&ya chance to live.
Technology was not revered. For many it was hawedapons and
armour were cast into ravines and volcanoes, aethim the middle of
nowhere to be forgotten forever.

The Rise of The Republic

However there was one world where events turnediifferently, thanks
to the intervention of a previously unknown allyhavcalled themselves
the Wraiths. Lacking physical bodies the Wraitbald only
communicate with us by possessing the bodies ofemantly dead. | can
only imagine the terror and confusion that musteharisen when the dead
first started walking. Regardless, they succeeddalst in making their
peaceful intentions clear, and so they establishfeindship with the
people of Syris. What they wanted was for the flages to become re-
united, a single strong and united force. Theisoas for helping us were
never truly clear, but few are bold enough to qoast gift freely given,
especially a gift that could mean so much. TheitVighared with the
people of Syris their knowledge and understandifigey helped them to
develop their own technology, and to understandeblenologies of the
Slith. Soon the people developed workable measpate-flight, and
learned how to travel through hyperspace usingahmants of the old
Drake wormhole network. The Wraiths went aheathefn, telling of
their coming, and preparing the way to establifhrales, to unite the
divided people of the old Slithzerikai worlds. thés network of alliances
grew, it formed into a larger political entity, vehi came to be known as
the Free Slave Republic.

This was the start of a golden age for the repultlian
Darkstar fleets began to explore all the worldsiady finding vast new
pastures for us to settle, resource rich worldsgbour fast growing
factories. The scientists of Clan Lictor discogenew technologies, and
re-invented old ones, allowing us to live ever maoenfortably. It seemed
like nothing could stop us. Slowly we began toemter worlds that had
developed serious technological advances sincertti@f the Great War.
These worlds traded their resources, and theigiathee, for our
technology, becoming allies of the republic, frerlied, but part of our
growing confederacy. They became known as thenendds.

The Fall of The Republic

Unrest began to grow amongst the working clasBeésts and
violent incidents became more and more frequeatv &énforcement had
to be stepped up, and Clan Darkstar found it'sfbring stretched thin.



#ﬂem/&é

Technology

Across the many known worlds, and unknown worleeels of
technological advancement vary wildly. Of the kmoworlds, the most
advanced are the core worlds of the clans, wheresk of old Slithzerikai
technologies, salvaged from the war, has becomestloommonplace.
The lowest technology is found on the fringe warltgny of which
survive on little more than medieval technologyheTnost primitive of
the fringe worlds have nothing more than stone rspaad axes, with
nomadic tribal groups living in hide tents. Theliféerences in technology
are most often caused by a lack of resources drasiructure. On worlds
with a small population and little urbanisationsidifficult to create the
means of mass production needed for more advaeciddlogical
accouterments to become commonplace. Similarlyowit sufficient
infrastructure to create large scale power statielestric power becomes
little more than a plaything of the very rich.

To differentiate the different levels of availabéehnology
across the different worlds of Inferno, a systerf@th Levels is used.
Tech Level is measured as a humerical scale,rsgeatiO and working
upwards. The standard Tech Levels are as follows:

0 — Primitive. At this level, the society has abhno
technology whatsoever, save for stone spears as] ard simple forms
of shelter like animal hide tents. In more estdi#id settlements buildings
would be made of wood, or mud bricks. Whilst int¢ uncommon for
farming settlements exist at this level, most Teebel O societies are
nomadic hunters, following the herd animals, witllyaa few groups
putting the time into domestication and animal laustyy. Typically these
societies exist on poorly populated worlds whodernahresources are
more than sufficient to support them.

1 — Medieval. Societies at this level have theueses for
most forms of craftsmanship, such as masonry, taegg| and large scale
carpentry. Most people live in established settlets ranging from
villages formed from a few houses and an inn, tgeatowns and even a
few cities with populations of maybe a hundred #amd. Weapons and
tooled are worked from iron and primitive formsstéel by blacksmiths,
and houses are built from cut stone. Whilst settlets do not have any
form of plumbing or other amenities, they will alygahave a decent well,
and probably a stockade wall. Domesticated aniar@sised for both
riding and agriculture, and settled farms are conptare. Bows and
crossbows are used in warfare, along with metalddand armour.

2 —Mechanical.

3 — Electrical. At this level the society has &sc® most
modern technologies. Automatic weapons, combusti@ine vehicles,
electricity in every home, and

4 — Advanced.

5 — Salvaged. This is the technology of the etdees of the
galaxy, salved

6 — Exotic.

Computers

Cybernetics

Body modifications exist across the worlds of Infirin both primitive
and advanced forms. However the deliberate ailberaf the body is a
practice that is widely frowned upon. On manydgrworlds such
alterations are associated with the evil of techgyl

Magic

Magic is completely outlawed, throughout the knamerlds. This ruling
is an old republic law that is still enforced by tGlans.

The Priesthood is actively seeking the legalisatibmagic,
largely because many of it's member's personal oftevorship are
magical in nature. They see the forbidding of @i denying many
people the freedom to explore their faith as thesyfg.

Whilst the practice of magic is forbidden, as is tlse of any
magical artefact, the act of simply owning an atefs not against the
rules. Since “use” becomes a very hazy conceptrdéigg Golems and
other constructs, their existence has fallen irlegal grey area. The
Clans have chosen not to press the point, andemli it is acceptable

(though deeply frowned upon and considered high$pious) to own a
Golem, so long as the Golem does not demonstratenagical abilities
beyond those required for it to operate in the neaf any sentient being.
Obviously the act of actually creating a Golem rezgithe use of a great
deal of magic, and therefore quite clearly forbiildés a result owners of
Golems will often be asked to identify the providerof the construct.
The Golems currently in circulation are those teatain from the early
days of the Free Slave Republic, when the use gfaweas much more
widespread (or at least, that is what the curremtess will invariably
claim).

Very many Golems, and an even greater number offais,
are currently in the hands of the Priesthood, whictively collects all
such constructs, and puts them to good use.

There are two other exceptions to the ban on mabhe first is
another grey area, much like that of Golems, wheitis not actually
against the rules to have knowledge of the thendymactice of magic. It
is only the use of magic that directly contravetiesancient law. This is
because at the time that the law was first passe&¢nate desired to end
the practice of magic, but allowed that those whevk magic should be
allowed to live free so long as they ceased tatusBy the same token,
the study of magic is not actually illegal, and ¢ivening of instructional
texts on the use of magic is acceptable, althougilliplace the owner
under a great deal of scrutiny and suspicion..oduahately, although the
study of magic from texts, or from a tutor, is egloudo gain a good
understanding of the theory, to actually use meggeires a great deal of
practice, just to produce the smallest of magiffates. Any mage who
has studied enough to be able to actually prodwagiaal effects with any
confidence will have engaged in a great deal oftpre, almost certainly
with instruction at the hands of a more experienocede.

The other exception, which has been formally agtsethe
Clans, regards the use of the old Kavir warp galérese incredibly
powerful and ancient artifacts are scattered thnougthe known worlds,
and can transport entire fleets safely through rggaee. Whilst magical
in nature, they are essential to trade and commanckas such their use
has been allowed for. The operation of a warp &als under the
jurisdiction of whichever faction lays claim to theystem. Arguments
over the control of warp gates have spawned sortteedfloodiest wars in
recent history.

Space Travel

The few salvaged and working Slithzerikai hyperdsiare a valuable
commodity.

The best kind of travel tech generally availablskisndrives (partially
submerges the vessel into hyperspace, allowirggnitdve much faster).

Most interstellar travel makes use of the Kavir g/&ates.

Scientists have discovered the remnants of an ci#tédWormhole
Network, but are at a loss as to how to make ikvegain.

Since getting hold of a hyperdrive is both difficaind expensive, not
everyone has one. Therefore a number of othertisotfu exist for
traveling across large distances. The first issavark of a warp gates,
created by the Kavir during the war, which canspont a vessel to almost
anywhere in the known worlds for a reasonable fedowever the
priesthood maintains a strict control over theséegiaand their use,
meaning that they aren't always the best optiohe dther possibility is
the use of a jump ship, a huge vessel consistingotifing more than a
hyperdrive, a small cockpit, a generator, and miange docking bays.
Smaller vessels dock with the jump ship, and fteeathey are transported
to another region or cluster. These ships arelynosh by the merchant
and transport guilds, groups like Stella Stradaer€ are also many jump
ships running from hidden ports, maintained by spferg, slave traders,
and black marketeers. For those with the righheations passage is not
hard to obtain, and the captains of these vesselmach more amenable
to altering their route plan, or overlooking smalbblems for a the right
amount of monetary compensation.

Hyperspace travel within the gravity well of a @ais dangerous to both
the ship and the inhabitants of the planet, ife¢reme any. Strong sources
of gravity can interfere with the shift from reglito hyperspace, tearing a
ship apart in a potentially catastrophic explosidy the same token the
backwash from such explosions can cause immendegémal damage.



For this reason it is always considered wise toelra safe distance off
world before initiating a hyperspace jump.

Fast travel in realspace is carried out by means skimdrive, a device
that partially submerges the vessel in hyperspacenore precisely into
the membrane that separates hyperspace from realspahis vastly
reduces the physical presence, and therefore thes roh the vessel,

allowing for incredible accelleration, and travelspeeds very close to the
speed of light. Skimdrives are considerably easieget ahold of than
hyperdrives, and by consquence they are in mucle k@nmon usage.

Time and distance are different in hyperspace,thaddistances between
worlds in reality is rarely analogous to the disgm hyperspace.
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Renkusa's Story

Politics

Clan Darkstar is ruled by ruthless and autocragtartt by the name of
lllustra Voltaire. Technically succession of thedane is by bloodline
inheritance, but as yet this has never been tegted all the previous
successions have been by bloody coup. As for Volthire, he has many
heirs, but none of them stand to inherit the thramgtime soon, as lllustra
is over a century old, and still in apparently dbece health, at least
physically. Speculations about the state of histalehealth have been
growing increasingly dire for the past three desadeis widely known
that lllustra keeps a harem consisting entirelftisfown bloodline, male
and female. His favourite concubine, Seraphindaif@, is lllustra's own
child, born of his daughter. Darkstar law forb&gh acts, but Lord
Voltaire, as the High Lord of the clan, is cons&teto be entirely above
the law, and as such he can choose to ignoréis gtleasure.

Beyond the confines of the Grand Palace on Datkerclan is ruled by a
feudal structure of Earls, Dukes, Barons and Ksigbach ruling a
successively smaller region, under the direct conthad their superiors in
the chain. In many ways the clan is organisedlikesx nation and more
like an army. Law enforcement is carried out ia $treets by the Judges,
a special core of high ranked law officers grartedpower to assign
punishments based on the available evidence aircbthie judgement. It
is very rare that a case ever actually ends upuntc A great deal of
crimes are simply defined as “Treason” and areghatle by summary
execution.

Politically the Clan is divided into four sectoesch ruled over by an Earl.
Each world within a sector is ruled by a Duke. Séhevorlds are then
divided up into several nations, each ruled by eoBa Finally individual
cities and their surrounding lands are ruled bygKts.

Culture

The Fringe

Living under the iron heel of Darkstar is not ea3yoops walk the streets
at all hours, summary executions are carried optilic for the most
seemingly trivial of crimes, and the sheer weidithe Clan's military
might hangs heavy in the air.

The Core Worlds

There is a stark difference between those whodiv€lan Darkstar's core
worlds, and those on the fringes. In the core dgrhe oppressive reign
of Lord Voltaire and his predecessors has beconmeush a fact of life
that it no longer bothers people. The people @dbeptroops, the judges,
the curfews, the ID checks, and the surveillancalasmply being a part
of ensuring their security. The people of Darksti@ born and raised to
be ferociously loyal to their Clan, to their Higlbnd, and to each other.
Perhaps more like it's namesake than any other, Orkstar see
themselves as one vast family, all brothers artdrsisinder the father
figures of the ruling classes.

Entertainment on the core worlds is all providedh®y state, and is
generally raucous, lively, and free. Extravagaipifiims, theatre, sports
events and competitions form the bulk of populaegainment. All news
is run through government controlled channels,iamd course heavily
censored. On the other hand laws on proscribeahichés and sound
pollution are remarkably lax, and the youth of @lan easily occupy
themselves in the many state sponsored night elnbdars.

Most of the population of the clan either work eshry industry,
agriculture, or the military. Darkstar keeps ayéastanding army, and
needs many factories and farms to keep it's treopplied. All forms of
entertainment are government work, and most estabk&nts run with as
few staff as possible. There is also relativeljelin the way of research
and development positions. Darkstar has littlefasscience, except
insofar as it provides immediate and worthwhile iaygments to their
military capabilities, or to their general comfoftliving. Both areas have
stagnated of late, and it grows increasingly diffi¢o find a job in
research. The clan also has fewer office workiekeghere are no
companies, and therefore no redundancy in terroffioe work and
administration.
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Shoman's Story

Shoman Teyral woke early, his implants quietly siting brain activity
and drawing out of sleep at the time he had senitlet before. He had a
long day of work ahead of him. Climbing out of laed into a simple
grey and blue jumpsuit, he picked up his compadresatied out the door.
His first stop was a public wash-house, where Bppd into a cubicle,
flashing his wrist across the lock to let it read fdent chip. Inside he
pulled off the jumpsuit and stepped into the shpakowing the gentle
soapy spray to wash him clean. The cubicle, regatis personal
preferences from his compad, which he had droppiedthe small locker
along with his jump-suit, filled the chamber with iavigorating stimulant
mist, which he always found cleared his sinusesnaade him feel really
alert. The rinse cycle ended, and the shower dnigdoff with a burst of
warm air. Dispensing some gel from the tap, hkedtiis hair in the
mirror, dropped the comb into the cleaning chutesded, and left. On
his way to the breakfast bar he checked his mességedata from his
compad scrolling across his eyes as he walkedreTlwere a couple of
public agenda items to review, both new piecesgi$lation being put
forward by different senate members. One propbsedier penalties for
littering, and the other suggested an increaseaunfling for advanced
weapons research. Shoman voted yes to the &rat &nd no to the
second, since he was sure the money would jusigrdming out of the
public hospital funds. Even with a war on, he ifeltas important to think
of the public's welfare. Arriving at the sectoNdrthwest quarter
cafeteria, he joined the massive throng of peoplking their way inside
the collossal building. Diving into an elevatosfbefore it departed, he
squeezed himself in amongst the fifty or so otleer om board, and
waited until it reached the 2Floor. By then there were only a dozen
people left on board, and he could breathe mor@yeaStepping out into
the cavernous space, he made his way across telEiByeakfast Bar,
one of the quieter places, even at this time imtbening. He always
liked it up here, were fewer people went, and reeream to think.
Ordering a full breakfast spread, he went backotaking over his inbox
items. The next message was from his wife, suggelsey meet up that
weekend. With work being so busy of late, Shoradn'thseen his wife
Aliara in over two weeks, and he thought it mightiice to spend a little
time with her. She must have been pretty sureduédveay yes, since she
had already applied for permission from the Liais@ureau, and not
using a permit after it had been granted was a gwag to earn a black
mark.

Politics

Clan SiN is ruled by a public senate, on which Bayned member of the
clan may sit (More on Named and Nameless lateo) bdcome a senator,
a Named clan member presents themselves befosetiage and state
their case. Their election to the senate is thetadvupon by all the Named
members of the Clan. However by general consehsusenate is
normally kept to a maximum of 60 members. Althotigh only way to
become a member of the senate is by public voienibt unusual for
ageing or retiring senators to name successotiseihope that their favour
will increase the chances of their chosen succdssng voted in.
Membership is officially for life, or until volunts retirement, although
any member of the senate can propose a publicofate confidence

against another member.
Culture

SiN and Honour

The social structure of Clan SiN is divided intceth castes. The first and
highest caste are the Named. These are the pgbpleun the clan, be it
from the lowest of jobs, such as overseeing a facto the highest places
in the Senate. Anyone in the clan with any soresponsibility will
always be one of the Named. As a privilege ofrthiitus, the Named
receive many freedoms that the Nameless do na.fifidt of these is that
they make an actual income, as opposed to meréaig beanted a weekly
stipend along with essential supplies. The set®titht they can change
jobs, with the permission of their superiors, a#l a& choosing their own
housing, and moving freely about Clan space.

The largest caste sits just below the Named. Refdp as the Nameless,
these are the ordinary people of the clan. Theakwath forms of job,
ranged from unskilled labour to skilled trades saslbeing a doctor or
scientist. However they can never hold a positiat grants them
responsibility over others. They are consideradmetent to care for
themselves and perform their job, but nothing maree Nameless live in
assigned housing, and collect a weekly stipendiofg essentials, as well
as tokens that can be traded for luxury items. Aumaber of tokens
recieved depends on how skilled their craft is, laod well they work.
However these tokens are not currency, and theg hawalue outside of
the clan trade centres. The Nameless can travet &re clan space, but
must always receive written permission for eachirjey, and provide
good reason.

Finally there are the Unspeakables, the personshatie fallen so far
down the social ladder, that they can never risaggin. The
Unspeakables are essentially criminals. They havwéghts, they are
forced to work hard labour, performing useful seegi for the clan, and in
some cases they are simply used as disposablestroofor laboratory
testing. They are considered to be entirely expblel not people, just a
resource to be used up.

The actual quality of Name, as it is known to tkeegle of SiN, basically
equates to honour. Movement through the caststésmined by the
gaining or losing of honour. If one of the Namslegrforms well, and
brings honour to the Clan, they can eventually beng one of the
Named, usually receiving a low ranked position tirants them a small
amount of responsibility. Without the Clan supplyitheir basic needs
becoming one of the Named will at first make thearse off than they
likely were before. However if they continue tafpem well they will
soon be able to enjoy the luxuries of their positi€onversely, if one of
the Named dishonours themselves, such as by camgréticrime, or
through some terrible failure, they may find thelwse stripped of their
rank, to become one of the Nameless.

The Unspeakables are those of the clan who hageasely dishonoured
themselves that there is no hope of them evermieigir Normally one
must already have become one of the Nameless haierean be declared
Unspeakable, although in a few very rare situattbescrimes or failure of
one of the Named can be so great that they are diiatety declared
Unspeakable. This is considered by the peopleefan to be the worst
punishment possible.
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Alexei's Story

Alexei Dornall looked out over the cityscape frdma full length windows
that ringed the Sharingdon Tower's highest floofhe view revolved
slowly beneath him, as impellers mounted in theet®wcore slowly
rotated the entire building around a central pillaiThe view was really
one of the few things he actually liked about i, jbut he honestly
couldn't remember the last time he had actuallypsédl to enjoy it. On
the table behind him the screen set into the deblstsowed the notice of
dismissal that had been waiting for him as he cantkat morning.

[Traders and merchants. Capitalist society, riedhe rich. The entire
clan is essentially run as a corporation, with edtihen a shareholder. Of
course the wealthy hold more shares than the poat,so they are more
politically influential.

Schools are sponsored by the companies within the, Gnd students
gradually end up being trained for a position ineoof the sponsor
corporations, according to their aptitudes.

Politics

Technically a republic, Clan Phoenix organisedfi@eng the same lines

as a corporation. Each citizen over the age déIfonsidered eligible to
be a share holder, and receives a single newlyterteshare upon first
registering to vote.

At the Annual General Meeting any shareholder, rmug of
shareholders, with at least a 2.4% interest cde tamotion. The motions
are then voted on by all shareholders, with eaareskkounting as one
vote. Political parties usually form as assocraiof like-minded voters,
tabling and voting on motions using their combingdrests.

The day to day running of the Clan is handled by Brime
Minister, who's role is often seen as being likat thf a Chief Executive
Officer. There is a monthly meeting of the Boafdaectors, a group 12
people who each handle specific aspects of theimgrof the Clan. The
board is chaired by the President, who holds aintpstote, and is
responsible for overseeing the actions of the Phfirester.

The removal of any member of the board requiresaathirds
majority vote, amongst the board, followed by a 5dfdjority approval
vote at an Extraordinary General Meeting, duringcivhall shareholder's
vote on the motion. Alternatively any shareholder group of
shareholders with a 2.4% interest can table aebt® confidence, which
will then be voted upon at an Extraordinary Genétakting, requiring a
75% majority to pass.

Culture
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Independent Worlds

Presented below are descriptions of a number &wWadds and fringe
worlds, intended to sketch out a framework of thewn worlds. This is
not an exhaustive list, and GMs should continugdab to it as the needs of
their story, or their character's backgrounds tictdf a player wants their
character to come from a world not listed herey gteould give the GM a
description of the world perhaps explain why iinigportant to their
character's background. As standard the list beépresents about half of
the known worlds, not counting Clan worlds, althlowmce again GMs are
encouraged to play with these figures as their eégnpdictates.

The notes on these worlds are intentionally spaesigned to give you a
good idea of the feel of the world, and its impodain the grand political
landscape of the known worlds. Future supplemeiit&xpand upon
many of these worlds in more detail, but GMs shded free to simply
take the concepts and work with them however tleeyfis.

Freeworlds

Dreshen (Asheron System) — Tech 3/ Low

Sparta — Tech 4 / Average

Arsakur (Hygunflek System) — Tech 3 / High

Arsakur is surrounded by ancient Drake terrafornpfagforms,
a few of which have been retuned to create Slahddrd atmosphere,
Arsakur is largely uninhabitable, most of its sugaovered by bizarre
Drake lifeforms, or blasted wastelands. The sufdhese Drake
lifeforms attracts scholars from all across theviamavorlds, and even
from the Clans, and much of the world's economyiaddstry is bent to
the exporting of biological samples. This is dangs working, requiring
long stints in environment suits, surrounded bydiefauna and flora.
Worse still, the Drake lifeforms are showing thelwse able to adapt to
the Slithzerikai atmosphere, and continue to eratregon the livable
areas of the world. The only settlements on Arsake large walled
cities, designed to keep out the increasingly ldtf@sphere.

Haven (Serenity System) — Tech 4 / Low

Ironhide (Serenity System) — Tech 3 / Low
All of Ironhide lives under the rule of the

Usdona — Tech 4 / High

Probably the wealthiest of all the Freeworlds, Wsdbas a
population close to 10 billion, spread across mast cities. Usdona has
little farmable land left, and most of it's forestere cut down centuries
past. Food is grown in massive hydroponics faedlit The huge
sprawling cities are connected by a network of Wiays and maglevs. Air
travel fills the sky, and massive computer centvesk over-time to
coordinate the vast quantity of aerial traffic. dosa is ruled over by a
single democratic government, one which tends tsttmagly left wing.

Dunsmir — Tech 4 / Average

However in addition to its legitimate trade, Dunsims also
become known as the best source of resonant matierill the known
worlds. For some reason the random occurrencessohant matter crop
up more often on Dunsmir, and the world is knowhawe an elevated
level of ambient magical energy. This in turn leasl to Dunsmir
becoming a favoured site for technomancers, anasinumerous
smuggling rings which run a heavy trade in magiesths.

Nordec Primus (Nordec System) — Tech 3/ High

Nordec Secundus (Nordec System) — Tech 3/ Average

A heavily industrialised world, almost all of No8ecundus'
economy is focused on mining ore, refining metat&l producing tools
and machinery which in turn are used to producetr@eic goods,
vehicles, and building materials, all of which ahépped to Nordec
Primus. The vast data and luxury goods trade ofldloPrimus rests
solely on the industry of Nordec Secundus. Wigopulation that is

almost all working class, Nordec Secundus has be@hellhole, a
festering pit of a forgotten world. The only pubdiervice to receive any
kind of funding is the police, who travel everywhén riot gear, armed
with shotguns and submachine guns, acting as liteforce and
militia. Most people either work in the factoriesthe farms.

Traxis IV (Traxis System) — Tech 3 / Average

Primarily a mining world, Traxis is run by the TisoMining
Corporation (TMC) and produces most of the raw fetaed throughout
the known worlds. Divided into two landmasses,stmller of the two is
completely covered by a single massive conurbatalted Port Traxis,
which consists primarily of refineries, docks, hiogs and spaceports.
The actual mining takes place throughout the manmémnges of the larger
continent, in numerous scattered mining towns, eoted by a network of
railways. The open plains and forests of Traxéstaame to many
primitive tribes, who live a rural existence, fangiand hunting. They
trade their excess food to the TMC in return fagib#ools and other
material goods.

Fringe Worlds

Maelstrom — Tech 2 / High
Maelstrom is a world divided into three major erapirwhich
are presently locked in a cold war.

Kri'Tan — Tech 2 / High

Much of Kri-Tan is covered in huge craters, frormassive
orbital bombardment by the Kavir. These cratedéata magical energy,
and further in this magical resonance begins tg uepleasant things to
the laws of physics and to anyone who dares vetiatefar. However by
carefully tilling the safer areas surrounding theters (safe being a
relative term here) trace quantities of Firestoreeagcasionally
uncovered. These tiny fragments have become t#ie bBKri-Tan's
economy, and most of the worlds industry and aditicel exists primarily
to support the ever growing search for the precgusstance. Of course
the crater tillers themselves suffer greatly frémait exposure to so much
ambient magic, and mutation and mental derangearertioth accepted
dangers of the work.

Ygdrassyl — Tech 2 / Low

Largely a rural world, with a great many small fargn
communities scattered across its surface, Ygdrassgvered in forests
and lakes, but has no actual seas or oceans. étberequator the forests
become jungles, and the lakes swamps, filled winyrdangerous
creatures. The soil quality is quite poor, andsdoat support open
farming, but the jungles and forests produce atgneeny interesting
plants that are of value as delicacies, or as &seslfor medicinal and
recreational drugs. A large swathe of the norttemisphere is a vast
plain of glass, presumed to be the remnant of sblaodment during the
war. Scattered throughout the forests a numbeldoSlithzerikai bunkers
have been located, and more are believed to exist.

Endarion — Tech 2 / Average

In the past Endarion was in a state of constaritigedlturmoil,
with battles raging between several opposing erapit¢owever the
arrival of a charismatic leader from off-world sdme united many of the
smaller nations, forming a new threat to the mataldished empires.
These empires in turn united to defeat the inveated,in the wake of a
long and bloody war they formed an alliance thathe surprise of many,
has still remained strong. The fragmentary natafrtbe uprising now
exist under an iron heel, and their people havernecsecond class
citizens, forced to pay tribute to the Grand Aléanwhich officially rules
all of the world.

Grameth — Tech 2 / Low

Grameth is controlled by a patchwork of indepenaéytstates
and barbarian territories. Most of the wildernisss the hands of roving
bands of raiders and mercenaries, or dotted wittesed agrarian
communities. The city states themselves jealocshirol what land they
can, but none of them can truly be considered nsitid’he outlying
communities around each city state offer taxegtuarn for protection, but
owe no true allegiance. Occasional warlords wseteral of the city states
under alliance or conquest, but these makeshifiresiguickly fragment,
and no warlord has ever lasted long. The worldseasral major
spaceports, each located in one of the largestrenstl well established



cities.

Lassat — Tech 1/ Low

Largely a farming world, Lassat has 5 settled matiovho are
occasionally at war with one another. For the rpast, however, it is a
peaceful world. Most of the planet is largely temge, with little in the
way of deserts or jungles. The northern and sonttegjions are very
cold, and the world has massive ice-caps. It liEtdistinct continents,
of which only one is inhabited. It largely keepsttelf, and only trades a
little other worlds, although it does have a swsipdly good tourist trade.

Sxxtsan — Tech 1/ Low
Uryas — Tech 1/ Average

Irshall (Traxis System) — Tech 1/ Average

Irshall is a very poorly populated world. It hdmat two dozen
major settlements, each little more than a largentoAbout a third of
these settlements own small ships, with which thege with two nearby
worlds, Endarion and Grameth, selling food in exgeafor machine
worked goods.

Machan — Tech 1/ Low

A mess of fractured geography, Machan is a youngmstill
settling. Active volcanoes and steam vents fuebibsphere,
complementing the brief bursts of sunlight thaeieives when not in the
shadow of the gas giant it orbits.

Rika — Tech 1/ High

Other Locations
Asheron Primus Habitat (Asheron System) — TecA%efage

Artanis — Tech 0

Entirely abandoned, Artanis has a breathable athevepand
many old Slithzerikai ruins, but no signs that &eg slaves ever lived
there. The Slithzerikai ruins are noted as bemmgsual, in that there are
no signs that they ever had power, light, or maatyin The structures are
all made from hand cut stone, vast in size, buaisgply assembled using
primitive techniques.

Dialan — Tech 3/ High

A Drake world, with an atmosphere poisonous to rifest
Dialan hosts a few small bubble encampments sbyggientific research
teams to explore the old Drake ruins left there.
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Pirates

Pirates are a common threat amongst the starstlyMbsy are just lone
ships picking on anything weaker than themselvexking a living by
parasiting off others. However there a few mogaaised factions of
pirates who have made a name for themselves.

Privateers

A rarer variety of pirate, Privateers are independaptains who have
been supplied with a ship and equipment by onbefdans, in return for
a share of their profits. Almost all the Clanssemly fund some form of
Privateer activity, although none will ever adnoittt or to knowing that
their rivals do the same. The equipment and vegselided will almost
always be decommissioned military cast offs, whiehcaptain has
purportedly purchased at a discount. If caughtaafer can expect no
help from their patron clan, but so long as theysarccessful they will
find themselves to be well supplied and well eqaghpThe cost in lost
profit is high, but for many the security of a sidiupplier and purchaser of
goods is worth the price.

The Corsairs

A collection of slave workers who have broken avdrayn the Slithzerikai
fleets, choosing freedom over slavery. As a rabelSlithzerikai of the
Siskara fleets will hunt them down at any opputtyniThey tend to move
in small groups, usually lead by a single cruiseney make raids when
the opportunity arises, but will run from any direonfrontation. Theirs is
a difficult lot, as they are hated by just abowtrgbody, on both sides of
Clan law, and their only friends are fellow CorsaiiThey are fearful of
forming into larger groups because it could easityact even more
unwanted attention.

The Banshees

The newest pirate faction, the Banshees are a kitifation of Bandit
ships who have agreed to work together and natlattae another. They
occasionally trade resources and crew. Banshedsddavour smaller
lighter ships with fewer crew than what most pisatee, but they almost
always work in groups of two or three, making upifonumbers what
they lack in strength. The advantage of their Emakssels is that they
can more easily hide from retribution, and havediemouths to feed. The
Clans are patrticularly worried by the potentiaktitrthat the Banshees
could pose if they continue to grow in numbers.

Siskara Isko Sritz (The Siskara Fleets)

The remnants of the Slithzerikai military, the Siskkeep themselves fed
by raiding passing vessels, using their superipetgpace technology to
hit and run with devastating efficiency. Typicatlgnsisting of two or
three cruisers and a number of support vesselskara fleet is a serious
force to contend with, and even the Clans do nra tike them on without
organising a serious strike force first.

Mercenaries

With so many tangled webs of political struggleotighout the known
worlds, there are plenty of opportunities for a ceeary to make a good
living. Whilst the risks are considerably gredtean those experienced by
most soldiers, and you have to pay for your owimitng, you do have the
freedom of choosing which side of the fight to lpe @and the pay is better.
Not surprising then, with such proliferation of roenaries, that many
organisations have sprung up to organise the haing@f mercenary
teams, regiments, and even whole armies as needed.

Red Claw

A mercenary affiliation scattered across all thewn worlds, Red Claw
takes on contracts for mercenary units, and arréorgée appropriate
forces to be put at the disposal of the contrackbostly composed of ex-
soldiers, largely defectors, around 90% of The REdvs are wanted
criminals under the laws of at least one clan eevrorld government.
They enjoy diplomatic immunity because their seggidn particular their
dedication to their client's anonymity, are becagriimcreasingly useful to
employers in many places of political power.

The Freelancer Guild

A very exclusive mercenary company, the Guild adgepts members
who have previously worked one of the clans in soapcity, and can
bring with them an official letter of recommendatioThis arrangement is

.
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not entirely satisfactory for the Clans, who do lilat to train people only
to see their talents benefiting their rivals instaelarker times, but since
the guild was first formed in the days of the Fed@ve Republic, and has
the weight of tradition behind it, no Clan is wilj to be the first to violate
the relationship. What is more, the Guild providash of the Clans with
access to a wide pool of skills, and like any gowcenary faction offers
complete anonymity, and for this reason alonedf igreat value.
However the Freelancer Guild recently caused a giesl of political
scandal by officially recognising Vapenar as a Glane more, and now
Vapenar mercenaries number greatly in the Guild.

Our Organisation

Reputedly the second most expensive and most iselesercenary
company in existence, the organisation does nat bage a clearly
defined name, or membership. It's members wily oefer to it as “Our
organisation”, refusing to give any kind of acttidé. Joining the
organisation is by invitation only. They approg@erhspective members
quietly, after observing their activities for sotimae. They advertise their
services through discreet classified ads placgetiiodicals and on
networks throughout the known worlds, simply sigtihat “If you have
problems that need dealing with, contact our oggtion and ask for a
quote”. This is always followed by some form ofitact, such as a phone
number, website, or address. These lines of coruation are managed
through a network of front companies. The wholéheforganisations
structure is built upon secrecy and subterfuge,exed their best
employees do not know any information that coulshpmmise them.

Shadowraith
By far the most exclusive, expensive, and exotialiothe mercenary
groups in the known worlds, Shadowraith is seceetivthe point of being
known to most people by the little more than naifithat. Records of the
groups activities are sketchy, and it is rarelgwér, that any kind of
action can be definitively attributed to them. iFteggents are drawn from
almost every slave race, and can be found brokeigads and arranging
transactions across all of the known worlds, inglgdClan worlds. Such
is the groups reputation that their representatieeknown to move
amongst the highest levels of society. Howeveoatmothing is known
of their operatives, where they recruit from, ontthbey train. From a few
unconfirmed sightings of their agents in actiohg believed that the
group has access to advanced technology of an umkwariety. Their
agents apparently wear form fitting suits of a [esment hue, which can
project an incredibly effective stealth field. The&eapons are of unusual
design, all completely silent, and apparently basegrojectiles, although
no trace of these projectiles have ever been fautfte wounds.
Unfortunately, beyond speculation, nothing monealy
known of the group. Whilst wild theories can bataein every mercenary
bar, and theorizing about their nature, technolagyl tactics has become
something of a hobby amongst members of vario@ligtnce groups,
they remain a mystery to all. This has not huetrthusiness however, at
least amongst those who can afford their ratesd&hraith charge
between 100,000 and 500,000 a job, taking a vaoietpntracts,
including thefts, kidnappings, espionage, obseovatand assassination.
Their costs are only outdone by their success wdtigh is almost
legendary.

Merchants

Stella Strada

A guild of transporters, Stella Strada operate Bejths, huge hyperspace
transport vessels designed to carry many smalipssthroughout all of
known space. Their customers are free tradersremdenaries, people
who need to cover large distances quickly, but oaafford a fast enough
ship of their own. A typical behemoth can carrything up to a Cruiser
in size, and all vessels aboard it are sealedtlirio own separate holds.
With the exception of the crew quarters Behemoth&mo life support,
and passengers must stay aboard their own ships.

Political Groups

Ghosts
A collection of spies and information gatherers.

The Beaumonts

Edgerunner



The “true lords of cyberspace”, or so they claingytare only people that
can challenge Dreamweaver for control of the digéalm..

Dreamweaver

An affiliation of scientists and engineers, manyh&#m worshippers of the
Machine God, the Dreamweavers are obsessed witlidily the ancient
Slith Starnet, a massive data network distributzdss all of the
Slithzerikai worlds.

Sun Divers

Thrill riders, pushing life to the limit. Also alection of talented
scavengers who collect space junk and put it talgees (for a certain
definition of “good”)

Criminal Organisations

Edgerunner — Computer software

Dreamweaver — Computer technology in general
The Black Hands — Slavery, drugs

The Guild — General criminal operations

Farrin's Leap — Smuggling and transportation

The Friends of Arrosh — Black market magical itemagical equipment,
artifacts, and literature

The Fellowship — Black market magical items (oigge that they
produce themselves)

The Cursed Star — Magical literature and equipment

Mara Trang — Black market magical items, literatared equipment
The Merchants — General black market goods and t€&n

Winterpact — Traffic exclusively in information

Gladius — Clan technology

Faiths and Cults

Entropics
Redeemers
Machinists
Death's Children
Transhumanists
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ChARACTER CRCATION

The Basics

Developing a Concept

The process of creating any character should allvagm with a concept.
If you don’t know what kind of character you wantplay then numbers
are worthless.

Consider how your character acts, what their desare, what they hate,
fear, and hope for. Think about their life so fags it been calm or
turbulent? Is this a hardened individual or soneeevho has yet to
experience the darker shades of life. Think alvchat your character is
good at, and also what they would like to be gobd Ehink about their

flaws, what they struggle with. Think about whaings out the best and
the worst in them. Once you have an idea formad gem move on to
modelling your character in terms of numbers oharacter sheet.

Next start to ground your character in the worldndérno. What level of

technology is normal for them? Are they accustoreethe ritualised and
cloistered life of the great clans, or did theysffitearn to hunt with a
wooden spear at the age of 5 on some far flungydrimorld? Does

religion shape their life, either as a devout fekw of a favoured sect, or
as a believer in some renegade faith? Are theysaomed to violence and
disorder, or do they come from an orderly place?

Spending Points

Character creation in Inferno is based on a systeaharacter points (CP
for short). By spending these points you may aegskills and abilities

for your character. All characters start with sdvasic abilities, and some
general skills which you may choose. Everythirgeab bought with CP.
Normal starting characters are built with 200 CRhaaigh you should

always check with your GM as they may decide tongeathe amount of
starting CP.

Attributes

These are a set of values that every characteeshdefining their raw,

untrained, physical, mental, and emotional poténtigach attribute has a
base rank, and a total rank. Whenever any situatdis upon you to look

at your character's attributes, always use thé far&k. The only time the
base rank of an attribute is used is when you pemding experience
points to improve your character. The total rahkm attribute is equal to
the base rank plus any modifiers.

The six basic attributes are as follows:

Strength (STR) — This defines a character’'s rawsigay power and
endurance. It is important in determining how mdeimage the character
can deal in close combat, and how much punishnheyt ¢an take before
collapsing.

Agility (AGL) — This is a measure of a charactesjseed of motion, and
how light on their feet they are. It is important determining how
difficult the character is to hit in combat situsts.

Perception (PER) — This determines the charactexsdination, reflexes,
and awareness of their surroundings. It is equaldility in defining how
difficult the character is to hit in combat.

Intelligence (INT) — This attribute measures tharelster's quickness of
thought and breadth of knowledge. It forms thasasmany skills.

Willpower (WIL) — This is a measure of the charastetrength of will,
courage, and self control. It is particularly imjamt in resisting attempts
at manipulation and domination.

Empathy (EMP) — This defines the character's somigdreness and their
ability to understand and influence others. Iviiglly important in all
social situations.

Characters in Inferno start with a base rank af 8ach attribute, which is
considered an average value for a starting charadttowever you may
choose to raise any of these base ratings by @ptints. Any number of
attributes may be raised in this manner, or noredl &tyou prefer. If you
are raising an attribute by 2 ranks you only neegday the 45 CP for the
full two ranks.

e Increasing an attribute by 1 rank costs 20 CP.

e Increasing an attribute by 2 ranks costs 45 CP.
Alternatively you may choose to lower some of ydase attributes in

order to get some more points to spend elsewh&nilar to raising
attributes, when you lower an attribute by 2 rayés only get the 25 CP,
not 40.

e Lowering an attribute by 1 rank gives 15 CP.

e Lowering an attribute by 2 ranks gives 25 CP.
Having decided on the modified attributes that y@nt your character to
have, write them in the “Base Attributes” sectidrte character sheet.

Species

The world of Inferno is filled with many strangeieal life-forms, and

whilst not all of them are playable, that is to ,sayailable to someone
creating a typical character, there are still qutdew that should be
available to you, depending on how your GM wishesrtin their

campaign. Assuming a typical campaign, you shdgdable to choose
from any of the species listed. If in doubt jusit gour GM.

Once you have chosen what species to play as, yst pay a
set CP cost for the abilities and attribute modifithat come with that
species (These are explained below). Notice thiatadpplies to human
characters too. Once you have paid the CP costdior chosen species,
write down the attribute modifiers under the “Maeli§” column next to
each attribute on your character sheet, and thite thee modified total for
each attribute in the “Total” column. Finally veitlown the species traits
under the “Traits” section of your character slésting the cost as “S” to
indicate that they are species traits)

Secondary Attributes

With the basic character design done, you now rteedalculate your

character's six secondary attributes. Secondarpudes define certain

natural abilities that every character possesséisike normal attributes,

secondary attributes are not purchased. Instegdate worked out based
on the character's modified primary attributes. yArhange to a primary
attribute will alter any related secondary attrésut In addition each of
these attributes can be further modified by cet@ients and flaws.

In all cases, when calculating a secondary atgitfat any other math in
Inferno for that matter), you should round down.

The secondary attributes are as follows:

Evade is a characters ability to spot, react td, @aroid incoming attacks,
be they long ranged fire, or a punch to the faBeade acts as a straight
modifier to the difficulty rating of the attack fdbeing made against the
character. The higher it is, the better. The ayerevade value is 2 for a
starting character. Pretty much anyone who dodi@tgetting hit will
benefit from having a high Evade.

To calculate Evade add together the character'ditpcand
Perception, then divide the total by 2.

The average Evade for a starting character is 3.

Resist is a measure of the character’s overall ramde and resistance to
damage. It represents how well they can take w,bdmd improves the
effectiveness of any armour the character may tming Again, higher
values are better. This trait is of particular ortance to warrior
characters who will be taking a lot of hits, aalibws them to keep going
longer than most.

Resist is equal to the characters Strength at&ibut

The average Resist for a starting Character is 3.

Barehand represents the characters raw physidaighjiower, and their
ability to apply it effectively. Barehand addstt@ shock damage dealt by
the character's melee attacks, and to their sudwmeak when making
grapple checks. Any character aiming to mix ifrumelee would do well
to get this value as high as possible.

Barehand is equal to the character's Strengthdetivby 2.

The average Barehand for a starting character is 1.

Aura is the character's resistance to magical pindusl effects. It can be
best thought of as a kind of astral Evade. Aupaesents the character's
strength of spirit, their surety of purpose, aneitdeeper understanding of
their true self. The stronger a person's emotigmalinding, the better
their understanding of their own self, the harddreicomes to change that
self through magical means.

To calculate Aura add together the character'spaiifer and
Charisma, and divide the total by 2, and subtract 3

The average Aura for a starting character is 0.



Threshold is the character's tolerance for paid, their capacity to push
on through injuries and act effectively in spitetbéir wounds. In play,
Threshold is the amount of shock damage that tleeacker can ignore
when applying their Action Penalty.

To calculate Threshold add together the charactet'ength
and Willpower, then divide the total by 2.

The average Threshold for a starting character is 3

Initiative is the character's ability to react ddycin a combat situations,
based on both their ability to perceive the suddeanges, and to
decisively act upon them. It is used to deternmtine order in which
character's act in combat, or in any other sitmatwbere being first off the
mark is important.

Initiative is equal to the total of the characteAgjility,
Perception, and Intelligence.

The average Initiative for a starting characte. is

Traits

Perhaps the most interesting and diverse part afacker creation in
Inferno, traits allow you to really add the finisbi touches to your
characters by tweaking their abilities to suit ypoecise vision. Covering
a wealth of options, traits are divided into twcsibagroups; Talents and
Flaws. Talents either improve your character'sstayg abilities, or

provide them with new abilities, at the cost of CPlaws impede your
character, but provide you with extra CP to spdsevenere.

Every talent has a CP cost listed next to its digion. Some
list several costs, depending on which variatiorthef talent is chosen.
The description should tell you all you need townoThe same logic
applies to flaws, except that instead of paying@Recost of a flaw you get
given back that amount of CP, which you may theendpon any aspect of
the character.

Skills

Skills represent the bulk of your character's krealge and learning.
Each skill is further subdivided into Specialisap representing
individual aspects of the skill into which the cheter can focus their
learning. Since perfecting every aspect of a skifjuires a great deal of
time and effort, it is normal for characters to @dav just a few ranks in
each skill, along with ranks in a couple of parfécispecialisations that are
most relevant to their needs.

As an example specialisationsMélee Combatvould bePole-
Arms Unarmed CombatHand Weaponsand Two Handed Weapons,
which cover more tightly focused areas of the skill

Both skills and specialisations can have a SkilhlRa number
which determines how well trained the characten ithat particular skill.
The Effective Skill Rank of a specialisation is abto it's skill rank added
to the rank of its parent general skill. So, feample, a character with 1
rank in theMelee Combaskill and 2 ranks ifUnarmed Combatvould
have an effective skill rank of 3 when usidgarmed Combat.

The average total skill rank for any specialisai®®’ (Usually
1 in the general skill, plus 2 in the specialisa}io

Backgrounds

Similar to Traits, Backgrounds are a set of optitinat allow you to

customise your character's social standing, thi@nds, allies, contacts,
enemies, legal status, reputation, rank, membersimg worldly wealth.

Essentially whereas Species, Traits, and Skillseédlr to things that are in
some way a part of a character's body or mind, Gackds are everything
that the character possesses, be it physical @issges or more

insubstantial things like being held in high estedfirthe character were to
wake up, naked, in a different universe completelgnown to them, their
Backgrounds are everything that they would leaveriae

To learn more about buying Species, Traits, Skdiel Backgrounds, see
the following chapters, each of which is devoteare of these aspects of
character creation in turn.

Summary
To create a character use the following 10 steps:

1. Base Attributes

. Every attribute starts with a base of 4.

. Each attribute may be raised or lowered by upran&s.
2. Choose Species

. Pay the set CP cost for the species and add trieugdt
modifiers and species traits to your character.

3. Choose Talents, Flaws, and Backgrounds

. Each talent, flaw, and background lists its valoeits
description. Talents cost point, flaws give paintsor
backgrounds

4. Calculate Secondary Attributes

. Resist is equal to half the character's Strengibn@ing
down), plus 1.

. Evade is equal to the character's Agility plus rthei
Perception, divided by 2 (rounding down), minus 1.

. Barehand is equal to the character's Strengtheliviny 2
(rounding down), minus 2.

. Aura is equal to the character's Willpower plusirthe
Empathy, divided by 2 (rounding down).

. Threshold is equal to the character's Willpoweiddid by
2 (rounding down), plus 1.

. Initiative is the total of their Intelligence anéreeption.

5. Choose Favoured Skill Groups
. Every character has 5 favoured skill blocks.
. Magical skills use up two favoured skill slots.
6.  Assign Skills

. Divide up 15 skill ranks between any Skills you abe.

. Additional skill ranks cost 20 CP each.

. No skill may start with more than 2 ranks.

. Buy up to 3 ranks in each Specialisation.

. See the chart below for the cost of Specialisations

7. Choose Starting Language
. All characters start with one variety of Slithzesirank 6.
8. Purchase Starting Wealth

. Up to 40 CP may be spent on starting wealth.

. Ask the GM for the Wealth Level and Tech Level loé t
campaign, then check the chart to see how muclerocyr
each CP buys.

9. Buy Starting Equipment

. See Chapter 4 for price lists.

. All exotic items must be checked with the GM before
buying.

10. Check the total CP cost is not more than théirsgamaximum.

. Starting characters are built with 200 CP.

Attribute Costs
Adjustment -2 -1 - +1 +2
Cost -25

Specialisation Costs

The cost of a specialisation is given for the raekng purchased. Only
pay for the character's current rank in the speewtion, not the
preceding ranks.

Rank 1 2 3 4 5
Cost 2 6 12 20 30
Tech Level Poor Average Wealthy
0 x1 x4 x 10
1 x 10 x 20 X 60
2 X 60 x 120 x 300
3 x 300 X 600 x 1,500
4 x 1,500 x 3,000 X 7,500
5 x 7,500 x 15,000 x 30,000




SPCCICS

Aphenor

Physique
Aphenor stand 6-7 feet tall, have four legs arrdngeenly around their

slender bodies, and both hands and feet have figjgrs/toes, splayed
out in a circular fashion. Their skin is variousadas of mottled brown.
Their bodies are hairless and two small antenntanexXrom their rippled

scalps. Their spindly hands are quite dexterodsttagir skill in fine craft

and art is phenomenal, as is their intelligenceeyTare also quite nimble
and excellent at climbing, however they are verpkvehysically.

Psychology

The Aphenor are a tribal people, used to livingsimall close-knit
communities. They are both wise and intelligent bften hopelessly
naive. As a people they are nomadic, ravelling giadaxy in huge
merchant fleets. They have strong traditions of imagd medicine, and
will always offer help to strangers. They tendb® reclusive and try to
keep to themselves, avoiding political or militadysputes wherever
possible.

Aphenor tend to be quite thoughtful. They are inotined to leap into
action without thinking things through.

COST: 41 CP
STR AGL PER INT WIL EMP
-1 - +1 +1 -1 +1
Traits:
Acute Vision (+1 to relevant rolls)
Ambidextrous
Night Vision
Limp Wrist (-1 Barehand)
Name:

Aphenor have long, complicated names, with softifiy sounds.
Example: Lowana Lehphimorr

Aquilans

Physique
Aquilans are vaguely Human in appearance, howehar skin is tough

and leathery, covered in soft, very fine fur, like skin of a peach. Their
fingernails are elongated and sharp, and theirdsobave a thin, slightly
withered appearance. Most prominant of all isghe& of large leathery
wings that sprout from their back. These wingsrasestrong enough to
provide true flight, especially considering the g¥i of an Aquilan, but
they do allow the Aquilans to glide quite comfoltabver long distances.

Psychology

The Aquilans are a mystery. Unlike the other sgedéft in the wake of
the Slithzerikai civil war, Aquilans have absolytelo culture or history
from before the enslavement. Whereas the otheriespéept at least
fragments of their past, passing them on by wordhofith, the Aquilans
seem to have

Aquilans have no culture, no legends, and no erades of belonging. As a
result they tend to cling to whatever gives thesemse of purpose.

COST: 40CP
STR AGL PER INT WIL EMP
-1 +1 +1 - -1 -
Traits:
Flight (Rank 2: Descent)
Lightning Reflexes (+2 Initiative)
Name:

Aquilans tend to be given either Human or Fenrimag, sometimes a
mixture of the two.



Archanans

Physigue
Standing about 7 and a half feet tall, broad adtesshoulders with wirey

but powerful bodies, most of an Archanan's feataresconcealed under a
layer of thick and bristly fur. They have a wideuth, flat nose, and one
eye set in the centre of their brow.

Psychology
Archanans are endlessly patient. They have littiderstanding of history,

progress, or the advancement of technology. Theiesculture that has
never had a need for any of these things. Theyditirely in the moment,

but never in the impulse. Every action is cargftiiought out, and where
they see no reason for action, they always prefection. They relate to

others in a transient manner, each relationshigiyner moment that may

or may not last. They feel both physical attrattmd love, but they never
expect the future of such things to be anythingrbutable, taking things

one step at a time. If anything, this actuallyserto create more stable
relationships, as they are never surprised whemshgo wrong, and are
generally happy to pick of the pieces of each rkestand start again. This
affects many other aspects of their life. Plansan Archanan, are just
“prayers to the wind”, a phrase they use to refeamy act of seeking

solidity from something that is obviously unstable.

History
The Archanans originally inhabited an ice planettioa farthest edge of

their small star system. Their sun was vast add @bse to becoming a
red giant, and it provided only a little light ahedat to their world. The
Archanans evolved as a species of cunning andnpatiredators, able to
lie in wait for their prey, buried under snow, fdays at a time. They
moved in small tribes, more akin to packs. Theindset was largely

solitary, and they only indulged in the need foriab contact during

feeding times, as the rest of the time they wow@dhto maintain the
silence of the hunt. Their deep voices allowedrtht® communicate

through the packed snow if needed, transmittirfgeguencies too low for
most creatures to hear.

COST: 36 CP
STR AGL PER INT WIL EMP
+2 +2 +2 - -2 -1
Traits:
Night Vision

No Depth Perception

Additional Sense (Tremor Sense)

Natural weapon (Claws, Small)

Resilient (+1 Resist)

Resistance to Poison (+2 dice)
Resistance to Disease (+2 dice)
Resistance to Cold (-1 damage grade)
Fearless (Ignore first failed morale check)

Name:

Fenrir

Physigue
The Fenrir are an avian species, with broad, leatisngs protruding

from their backs. They are approximately humanoidppearance, about 5
feet tall, with long, almost beak like snouts. Thaice is high and thin,
and their skin soft, sand coloured, and slightlgryfuPhysically, they are
fast and agile, but lack resilience. Their metaiol is borderline
hyperactive, and they have an extremely low tolegafor any kind of
toxin, even substances as common as alcohol cgicaff They tend to
avoid hard spirits, and usually drink beer with iaen

Psychology

Playful and easily excited, the Fenrir are a piimit but surprisingly
intelligent species, with little interest in higit @and great constructions.
To the Fenrir the immediate has always held mongoitance than the
long term. Sometimes their playfulness can ieitathers, and many see
them as being pathetically shallow, but in trute Eenrir are a thoughtful
people, who understand all too well the troublefef The difference is,
they don't let it spoil their fun.

History

The Fenrir actually shared their homeworld of Fenwith another of the
slave races, the Fenyari. The history of thesedpexies is a bloody and
violent one. The Fenrir were by far the largestbh®res on their
homeworld, making them the prime target of the pted/ Fenyari. This
hunter — prey relationship has characterised alhefdetails between the
two species, and it was only fighting togethertia Dawn War that gave
them any kind of common ground. Unfortunately stigls bind only
lightly, and the knowledge of their shared pastdbditrong, the vendetta
between the two species still staining their currefationship. Though it
is now largely unheard of for Fenyari to hunt tleifir, save in anger, the
Fenrir still bitterly resent the Fenyari for tremgi them, as they saw, it
much like cattle.

COST: 40 CP
STR AGL PER INT WIL EMP
-1 +2 +1 -1 -1 +1
Traits:
Flight (Rank 3: Glide)
Resistance to Cold (Scale cold damage down 1 ranks)
Weakness to Poison (-1 die to resistance rolls)
Weakness to Fire (Scale Fire damage up 1 rank)
Fast Metabolism
Name:

Fenrir have simple one word names, using a vaétgounds, usually
with a flow to them, something like birdsong, tumefout occasionally
somewhat stuttering, or a little shrill.

Examples: Damoth, Flaknel, Quidiana, Teyva



Fenyari

Physigue
Their tall lanky frames reach 7 feet and are deffidehuman in

appearance, aside from the broad, flat shark liéadh. However this
similarity is only skin deep. They are in fact amt life form, consuming
food and then using photosynthesis to generateggnértheir skin is
chameleogenic, allowing them to change colour atem at will, often
to match their surroundings, making extremely hswdspot. Their
movements are lithe and graceful, yet slow, wittidalen strength.

Psychology
The Fenyari are a tribal people of huntsmen, used feral, predatory,

existence, using their skills and natural abiliesiunt and forage. They
live in small tribal units, supporting each othlead by one member who
will establish their dominance. The Fenyari araring huntsmen. They
do not chase their prey, they wait for it. Able nmve silently and

disguise themselves with their chameleon abilititey are fearsome
hunters. The tribe is an important part of théned. Fenyari feel

vulnerable on their own, and will always try todia group to be part of,
maybe even to lead.

History
COST: 27CP
STR AGL PER INT WIL EMP
+2 - -1 -1 - -
Traits:
Chameleonic Camouflage (+3 DR)
Photosynthesis
Weak Hearing (+1 DR to all relevant rolls)
Slow Metabolism
Glass Jaw (-1 Resist)
Name:

Fenyari have simple names with deeper meaningse riime describes
something about them, and is taken when they comage, leaving
childhood. Until then they are referred to by isttheir fathers name,
and which order they come in the succession ofidnl. Names sound
like a mixture of Tolkien and Oriental.

Example: Ikawe (born as; 3rd of Teretoc).

Human

Physigue
Standing an average 5 to 6 feet tall, humans hamgng skin tones, from

almost pure black to creamy white, with most eithaving a darker or
lighter shade of brown complexion, or a slightlpk@r tone. Their bodies
are partially covered in sparse amounts of hapicaily of a brown, black,

blonde, or red colour, with a lot more hair acrties tops of their heads.
Palms and the soles of the feet are the only @yeasnteed to be hairless.

Psychology

History

COST. 24cCP

STR AGL PER INT WL EMP
- - - +1 - +1

Traits:
Vulnerable to Heat (Scale damage up 1 rank)
Vulnerable to Cold (Scale damage up 1 rank)
Weak Olfactory (+1 DR to relevant rolls)

Name:

Example:



Oraxyds

Physigue
The Oraxyds are slow and ponderous, not at allkquitted, but very

strong and resilient. They are insectoid creatuiasghly 7 foot tall with
thick, black, chitinous exoskeletons. They haveabirdvands, bulbous
segmented bodies, and six thin framed vestigiagwithat unfold from
slots in their back. These wings move in a blaryisig almost no purpose
on land, but allowing them to move slowly in zeragty, so long as there
is air. Their internal body temperature is a dittbver 67 degrees
centigrade, but their chitin exoskeleton is a vgood insulator, which
helps to keep their surface temperature down. Beethey will feel more
than warm to the touch.

Psychology
Oraxyds tend to keep to themselves, and they areefy independent.

Their culture is entirely anarchist in it's apprbato life. They live

separate lives, helping others and looking afteir thwn in equal measure.
They are masters of farming, and use their talentgfowing as both a
means of survival, and an art form. They can predhuge and
fascinatingly beautiful gardens, full of strangedamonderfully shaped
plant life.

History
The Oraxyds are a frustrated people. Throughaeit thistory there has

been little in the way of wars or suffering. Yooudd say they got things
right at the start. Yet since leaving the bouretadf their shattered world
they have seen nothing but pain and misery. Ofsmtheir lack of a
warlike past says little of their virtue, so muchthe fact that they never
associate with one another long enough to formriany ar get into a fight.
They are solitary creatures, slowly adapting tafe that requires them
work amongst others.

COST: 29CP

STR AGL PER INT WIL EMP
+3 -1 -2 - +1 -1
Traits:

Resilient (+1 Resist)

Hard Puncher (+1 Barehand)

Flight (Rank 1: Zero G Only)

Slow To Heal (Double all natural healing times)
Weakness to Disease (-2 Resist against disease)

Name:
Oraxyds speak in a language of Buzzes and clicidstlzeir names do not
translate into anything pronouncable. Generalgy till be dubbed with
a terran nickname.
Most of the name choosers are not above pokingafutie slow-witted
nature of
Oraxyds.

Example: Brutus

Shan'Mis

Physique

Psychology

COST: 24CP

STR AGL PER INT WIL

EMP

-1 +1 - +1 -1

Fast Swimmer (Double Swimming Speed)
Bounding Leap (Double distance)

Name:




Teyphalhan

Physique
Cat like creatures with six limbs, covered in pgqioe like spines.

Beneath the spines their skin is leathery and Haygred with toughened
plates of bone. Their faces have a slightly sememuality, flattened and
thick skinned, with no visible nose, and a thin thouTheir eyes are large
black ovals, and a fine layer of spines coversathele of their face.

Psychology
COST: 29CP
STR AGL PER INT WIL EMP
-1 +1 - -1 -1 R
Traits:

Ambidextrous

Two Extra Limbs

Hard to Grapple

Small Natural Weapon

Name:

Zair

Physigue
The Zair share a lot of their physique with the ch&ns, with thin,

shrivelled, purple bodies, long skeletal heads, &mssue paper skin.
However unlike the Zatchians they are a foot shamel have only the one
pair of arms. They also have a pair of large murgkinned wings
sprouting from their backs. They are incredibght, and with their strong
Zatchian musculature, they are the most accomplifiifers ever to exist.

Psychology

Like the Aquilans, the Zair are a young race, with culture and

mythology to inherit. Unlike the Aquilans the Zdiind themselves quite
readily accepted amongst the Zatchians, who seen the special,

powerful, their wings a mark of grace and skill. o84 Zair make their

home alongside Zatchians, who appreciate theintsland can look past
their hybrid origins. The only current theory ashow they came into
being is that they are an evolutionary offshoathef Zatchians.

Roleplaying
Despite the lack of a culture of their own, therdaie comfortably as a

subclass of Zatchian society. Without a culturghair own, most Zair
mould themselves into the Zatchian culture, adgpHatchian traditions
and mannerisms. However they are often all toa@awhtheir differences
and although revered by Zatchians, many still figel outcasts, knowing
that they are different from those around them.

COST: 63 CP
STR AGL PER INT WIL EMP
-2 +3 +1 - -1 -
Traits:

Flight (Rank 5: Full Flight)

Weakness to Poison (-1 Resist versus toxins)
Vulnerable to Cold (-1 Resist versus cold damage)
Fast Metabolism (toxins act twice as fast)

Name:
Most Zair take Zatchian names, although some chowssead to create a
new name for themselves, emphasising their unicagene



Zatchian Xirkani

Physique Physique
Zatchians are so thin as to be almost skeletappearance. Muscles and Spindly bodies with four limbs, formed from the ifug of their original
bones are clearly visible through dry, tissue papkin. Their skin and eight.

muscles are various shades of purples. They hdaega, horned head,

akin to that of a dragon. They are also blesseld avisecond pair of arms, Psychology
which end in large scything claws. They are unbelie fast and agile,

and their strength too, is disproportionate tortB&ie, and although they COST: 29 CP
cannot match even humans for brute force, thecerisinly more strength

in their muscles than size alone might suggest. STR AGL PER INT WIL EMP
Psychology +1 +2 -1 - -1 -
Zatchians are primal creatures, none to smartsiotrisingly cunning and
make vicious predators. In combat they are a ftocke reckoned with, Traits:
especially due to their great love of fighting. ¥hare also fond of Glass Jaw (-1 Resist)
dancing, athletics and any other forms of moveméspite their Hard Puncher (+1 Barehand)
ferocious nature they are a loyal and caring peopitn a simplicity that Weak Sense: Smell (+2 DR)
can be dazzling in it's subtle complexity. Implant Rejection: Partial
. Vulnerability: Frost (+1 Damage Grade)
Roleplaying Venomous Attack (2 Ranks)
The Zatchians are a warrior people who greatlye/aéispect. This means Resistance to Toxins (+2 Resist vs Toxin)
that their society actually has very little in thay crime. Upon meeting Weakness to Disease (-1 Resist vs Disease)
two Zatchian’s will always exchange blows, to detiee who is the faster, Slow To Heal
and more worthy of respect. Usually both will gattne others blow, and Bounding Leap (Double jump distance)
an even footing is established.  However if onetlm loses the Name:

encounter they will lose respect. Similarly, havkilled a foe they will
always shed a few drops of their blood on the eogssa mark of respect,
and to remind them that killing causes sufferingito

It is these many little rituals that show the deepedset of the Zatchians.
Although they embrace violence, it is never togRelusion of reason.

COST: 7CP
STR AGL PER INT WIL EMP
- +2 - -2 - -
Traits:

2 Natural Weapons (Large, Independent)
Evasion (+1 Evade)

Glass Jaw (-1 Resist)

Fast Metabolism (toxins act twice as fast)
Weak Olfactory (+1 DR to relevant rolls)

Name:

Zatchians have a name with five parts, each onkbdg| all quite
important.

However they usually merge the second and thirts pato a first name.
The five parts are True Name, Birth Name, Adult afamily Name,
Tribe Name.

The birth name is given at birth, the adult nameaisied on their maturing
to adulthood. Until then they use their fatherdula name. Their true
name they choose for themselves, and only someeaetd them may
refer to them by just their true name. Their fanmiame is the same as a
human family name, and their tribe name denotest wiyaasty their
family is currently a part of.

Example: Kar Zho Ten Mo Shen, also known as Zhoten.



CTRAICTS

Talents and Flaws

This list gives a full description of each of theadable edges and flaws,
including their in game effect and the number oinfmothey are worth.
Remember, with edges the points are the cost, fldths they are the
amount given.

At the end of the list is backgrounds, a specitdgary of edges
of flaws that relate to the character's history soclal standing, rather than
their personal abilities and impairments. Backgudsiare sorted into a
single list and each individual description wilbinate whether to treat the
background as an edge or a flaw. Also, since Backgls tend to be
highly flexible in form, their cost will likely bdisted as Variable. This
means that the cost is worked out through somel srmadunt of decision
making on the part of the player.

Unless it specifically states otherwise in its diggion, each
edge, flaw, or background may only be bought oridewever the bonuses
from species edges and flaws can be added to thesbs from their
regular equivalents.

Training Edges & Flaws

Any edge with the Trained descriptor in brackets patentially be learnt

by the character after play has begun, by sperehpgrience points. The
player needs to come up with a good explanationeftirter how the

character is going about learning the edge, or letse recent events may
have bestowed it upon them. Either way, so lonthasGM agrees (and
players should always be made to work hard for sloimg as special as an
edge) the player can spend XP equal to the costeoédge and add it to
their character.

By the same token Flaws with the Trained descriptor be
bought off during play. The player has to comehwvéitgood explanation,
and then pay the appropriate cost in XP, after ey are free of the
flaw.

The “Ranked” descriptor refers to whether or natharacter
can continue to improve the edge by spending monetg Any Ranked
edge can be bought up to higher levels, using dheesstacking costs that
are used for buying skills (described in more deitaithe following
chapter). Essentially the cost of buying a higlask in the edge is equal
to the base cost of the edge multiplied by the taeikg bought. Ranks
must be bought sequentially, one at a time, witlskipping. For example,
the first rank of Fast Runner has a listed cost @P. The second rank
therefore costs 8 CP (2x4 = 8) and the third cd&tEP (3x4 = 12). The
total cost for buying rank 3 in Fast Runner is ¢fare 24 CP (4+8+12 =
24)

Campaign Dependent Traits

Some traits have the “Campaign Dependant” descripbalicating that
their cost is linked to the Wealth and Tech Lew#lthe campaign that the
the character is being built for. To determinefihal cost of these traits,
multiply their given CP cost by the Campaign Codtltiglier, which is
found on the table below:

Tech Level Poor Average Wealthy
0 x 13 x 12 x11
1 x11 x 10 X9
2 X9 X8 X7
3 X7 X6 x5
4 x5 x4 X3
5 X3 X2 x1

Any fractional costs are rounded down. However Tihal cost of any
Campaign Dependent trait can never be less tha.1 C

Requirements
Some of the edges, and even some of the flawdsrcliapter have certain

requirements that must be met before the charaeterhave the trait.
These requirements will almost always be anotherepuisite edge or
flaw, although in theory requirements could be hmg, from the
character's species, to ranks in certain skillsev@n not having certain
traits. Regardless, unless the character meetsddérements, they cannot
have the trait.

When creating a new character it is possible te takits with
requirements, so long as the finished charactetsradethe requirements

for their traits. This means that it is possilecteate starting characters
with whole trees of combat techniques and the Bkelpng as the player is
willing to spend the points on creating such a sised character.

Species Edge and Flaw Descriptions

At the very end of this section is a descriptiorspécies only edges and
flaws and their specific effects. These edgesflangs may not be bought,

the descriptions are only for the use of those edgel flaws included with

the character's species.

It is important to note that many regular edges ftads, when
converted to species edges and flaws, may be takenltiple ranks. This
only applies to edges and flaws bought as partsgfezies package, not to
those bought separately. The number of ranks taikeach edge and flaw
will be included in the species description.

General Edges

Acute Sense — 2/ 4 CP (Trained, Ranked)

One of your character's senses is particularlycéffe. This
edge must be bought separately for each sensetheitbost depending on
which sense is chosen. The character may roltra elke on all awareness
and investigation rolls where the affected senseldvbe applicable. The
cost of this edge varies depending on the senssenhoTaste and Smell
may be chosen as a single sense for 3 CP, and tosth3 CP. Any other
sense, such as vision, hearing, or any additioeabes specific to the
character's species, costs 5 CP. Acute sensebenagplied to other skill
rolls at the GM's discretion.

Ambidexterity — 12 CP (Trained)

This character is naturally ambidextrous and so igagre the
off-hand penalty on any action. This does not teetfze penalty for duel
wielding, only the penalty to the off hand.

Aptitude — 5 CP

This character has a natural aptitude for a verjiquéar skill;
for example they might be especially skilled wittartdguns, or be
particularly adept at Public Speaking. When thigeeis purchased the
player chooses one specialisation; all limits fbatt specialisation are
increased by 1.

This means that the specialisation may start 1 raglker than
the normal starting limit, so in a regular campaighe chosen
specialisation could be bought up to 4, or up td the character has
received training in that skill through their grougemberships. It also
means that the upper limit for the specialisat®maised to 6, rather than
the normal limit of 5. The player must still payetfull normal cost for
ranks bought in the specialisation.

This talent can be taken multiple times, applyiagtdifferent
specialisation each time.

Attractive — 4 CP (Ranked)

This character is representative of their spedlealiof beauty.
In all social interactions with the opposite sexttodir species they get +1
modifier, and members of the opposite sex will kely to treat them
favourably. However an attractive character catedBland.

Bland — 4 CP

This character's appearance is entirely averagehéir species,
making it difficult for anyone, even a member okithown species, to
accurately describe them.

Danger Sense — 25 CP

This character has a “sixth sense” for danger, ranitive,
perhaps supernatural, awareness of when somethadgis going to
happen. This ability allows the character to mak@reness checks to spot
something coming even in situations where it wontsrmally not be
possible, such as surprise attacks. The GM shadetermine when this
ability applies, and how much forewarning the chta will receive.
Regardless of the situation, any time that dangeses kicks in, the player
will never be given concrete details, just a vaguareness of something
unpleasant about to happen.

Daredevil — 32 CP

The crazy idiot that they are, this character fjoges the thrill
of being in the wrong place at the wrong time. n@aybe they just find
that they perform at their best when they're befnghed the hardest.
Maybe they're afraid to use their full abilitiesless they really know it's



needed. Maybe they can't find the motivation uthtd shit has completely
hit the fan. How and why doesn’t matter, when th&racter is doing
something insanely, stupidly dangerous they geblioextra dice on any
task rolls that will help them resolve that sitoati So for example, if your
character is flying full pelt through a narrow canyto outrun pursuit they
would get extra dice on their piloting rolls.

The requirements are as follows:

1) The character must put themselves in the ituatBeing
thrown out of an aircraft is different from leapiogt.

2) The bonus only applies to rolls that occur bieeaof them
being in that situation.

3) There must be a serious amount of risk invghaed that
risk must be above and beyond what is normal fat #ituation. Just
being on a battlefield doesn't count, you haveuo screaming at the
enemy waving a banner to get the bonus.

So long as the GM allows the use of the Darededglee the
player may add two dice to any appropriate dicks.rol

Direction Sense — 6 CP (Trained)

This character possesses an innate sense of adireatlowing
them remain orientated in confusing situations.likénthe species edge,
this version does not direct the character to any fof North, but it does
allow them realign themselves with a known course know if they have
strayed from it.

Double Jointed — 8 CP (Trained)

This character’s joints are surprisingly flexiblowing them to
contort themselves into all manner of unhealthyitmrs. The DR of any
task rolls that involve the character squeezing autd positions or through
tight spaces is reduced by 1.

Evasion — 20 CP (Trained)

This character seems to almost intuitively respaodany
immediate threats, ducking aside from incoming Isloand avoiding
enemy fire with practised ease. Add 1 point tartBeade.

Excellent Memory — 20 CP (Trained)

This character is particularly good at recallingctéa and
information that they have previously learnt. Aseault they may re-roll
one roll against a Knowledge skill per session laf/p They must re-roll
all the dice rolled, but they may choose which Iteutake. This ability
may not be used in conjunction with Fortune Points.

Fast Healer — 5 CP

This character's natural regenerative process ifcpiarly
efficient, and as a result they heal up from imsrfaster than might be
expected for their physique and general state altne When rolling for
natural healing, this character may add 1 to tafective Resist for the
purposes of the roll.

Fast Runner — 4 CP (Trained, Ranked)

This character is capable of particularly impressturns of
speed. When working out their movement distaneg thay add 1 to their
effective Agility.

Fearless — 20 CP (Trained)

This character simply doesn't scare easily. Naenathat, it
takes a lot to cause their morale to falter. Qfrse, when things are going
bad enough, they still get scared, but it's stjfiretty good bet they won't
be the first to turn and run. A character wittstbdge can ignore their first
failed panic check. When they fail the roll itsenply assumed that they
passed instead. This ability “resets” when moediects clear. This will
usually be at the end of a fight, or once the dttaragets clear of the
frightening situation. Often the character willvbao rest for a while and
clear their head. Ultimately the decision is upthe GM, based on the
circumstances. Regardless, whenever the chasagterale returns to full
they regain the use of this ability.

Gifted — 24 /36 CP

This character has a particular gift in some afetheir skills.
As a result they may add 1 rank to one of theillSkiuring character
creation. This costs 24 CP if applied to a Favuskill or 36 CP if
applied to a Secondary Skill.

Hard Puncher — 10 CP (Trained)

Maybe it's through practice, maybe it's becausehafse big
honking fists, or maybe people just really shouldnake you angry: For
whatever reason your character deals more damame ukual when
wailing on something with their fists or with a reel weapon. This
character's Barehand attribute is increased by 1.

High Pain Resistance — 20 CP (Trained, Ranked)

A character with high pain resistance just doesntich
bothered by their injuries, even when they stattirgg holes put into them.
The cause could be anything from zen meditatiohrtiegies to nerves
deadened by chemical abuse, or even sheer bloodgedness. Either
way, this talent adds 1 to their Threshold secondtribute.

Item of Significance —5/20 CP

This character carries with them some item that,gh they are
unlikely to be in any way aware of it, will becorsignificant to the events
of the story. The player chooses what the itemuiestion will be, but the
GM decides how to work it into the story. The ondguirements of this
talent are that at some point a situation occursravtthe item proves
immensely useful to the players. The GM shouldialsly feel free to
veto items that they don't feel that they can wwith, or to simply veto
this talent entirely if they don't feel that thegncwork with it. This talent
costs 5 CP if the item is one use only, and 20 tG#lli prove useful on
more than one occasion.

Lightning Reflexes — 20 CP (Trained)
This character reacts to danger instinctively, atl lightning
swiftness. Add 2 to their Initiative secondaryibtite.

Light Sleeper — 6 CP (Trained)

This character sleeps lightly (sometimes referceds sleeping
with one eye open) and is easily woken by any distoce. The DR of
any awareness roll made whilst the character epsig is reduced by 1.
However this advantage can present problems obwis, with light
sleepers in the party often struggling to sleepstimange environments
(such as a forest with a lot of nocturnal lifefoyms

Lucky — 30 CP (Trained)

This talent can represent years of experienceflyidioned
instincts, or just plain dumb luck. For whatevesson, the character either
is, or appears to be, incredibly lucky. As a redhle cost of purchasing
Fortune Points for this character is reduced 20 CP.

Multilingual — 40 CP

This talent may be taken multiple times during eloter
creation. Each time this talent is purchased tieacter may have one
extra native language at start-up.

Multi-Talented — 30 CP

This character is adept in many different areas.aAesult they
may pick one extra Favoured Skill Group during eleger creation. This
extra favoured skill group may not be a magicall skoup, nor may it be
discarded as the cost of taking a magical skilugro

Natural Linguist — 15 CP

This character has a natural gift for learning leages. They
may buy any language skill as if it was a Favous&dl. This does give
the character the extra General Skill Ranks ducimgracter creation, nor
does it use up any of their Favoured Skill Groupices. However if they
take a Language Group as a Favoured Skill Groupnglucharacter
creation they will get two General Skill Ranks lrat group as normal.

Night Vision — 8 CP (Trained)

This character's night vision is exceptionally goodalve all
penalties for fighting in darkness. This does affect the penalty for
smoke, fog, and other obscurement, just low lighthere is absolutely no
light this character is still blinded, just likeyame else.

Omnidexterity — 24 CP (Trained)

This edge allows a character with more than jusb tw
manipulator limbs to use all of them with an eqdafree of skill and
finesse. A character with this edge ignores tiidand penalty, regardless
of which limb they are using. Only species witHegtst one “Extra Limb”
may take this edge.

Requires: Ambidexterity, and at least 1 x Extra Limb

Relentless — 10 CP (Trained, Ranked)

Somehow, this character can take a seemingly inatei
amount of punishment without collapsing. Add tharacter's level in this
talent to their Resist when working out how mucbhcshdamage they need
to take before suffering a critical or fatal woundbeing killed outright.

Resilient — 20 CP (Trained)
Your character is extremely resilient, able to wittnd more
damage than most normal people. This edge addsybur character’s



Resist secondary attribute.

Resistant to Poison — 6 CP (Trained, Ranked)

This character is particularly resistant to toxinBerhaps they
have encountered them already, so often that theye tbuilt up a
resistance, or perhaps it's just genetic. Eithagy,Wncrease their effective
Resist by 1 versus toxin based effects.

Resistant to Disease — 6 CP (Trained, Ranked)

This character has a very strong immune systemisalaigely
untroubled by diseases and contagions. They alnesr seem to suffer
from any form of common ailment, and have a greelt@nce of surviving
more deadly contagions as well. Increase the ctam effective Resist
by 1 versus diseases.

Skill Mastery — 15 CP (Trained)

This character has become so assured of theityaibilone area
of their expertise that they can perform the taskated to a chosen skill
group confidently, even under pressure. This ataramay make an
Average Attempt on any skill within the chosen grpeven in high
pressure, dramatic, or combat situations. Skilstdey cannot be used by
a character's who mental state is broken, nortcaver be applied to the
Ranged Weapons, Melee Combat, or Projectile Weagkilis groups, or
any magical skill group. It may never be used aolbmade to directly
attack another PC, NPC, or other target. Thesksaliions apply on to the
Skill Mastery edge, not the actual Average Attenufe itself.

Combat Talents

Barefist Fighter — 8 CP (Trained, Improved)

This character may add their level in this talentheir
Barehand attribute when making unarmed attacks iftisiudes doing
damage whilst grappling, unless the damage is détlta weapon). Up
to 3 levels may bought in this talent.

Berserker Instinct — 6 CP (Trained)

As their primal instincts come to the fore, takinger from
rational thought, this character's reflexes shatpemimalistic levels.
This talent increases their Evade by their levehia talent whilst they are
Frenzied. Up to three levels may be bought intddent.

Requires:Frenzy

Defensive Grapple — 8 CP (Trained, Improved)

When using Grapple as their Melee Defence skil ¢tharacter
may increase their Melee Defence by 1 for eacH levis talent. Up to
three levels may be bought in this talent.

Disabling Strike — 10 CP (Trained)
Attack paralyses the target.
Requires:Nerve Strike

Double Tap — 10 CP (Trained)

Make a normal ranged attack roll, with a penalty-dfto the
DR. The attack uses up two rounds of ammo, aitdhifs then both
rounds hit. The SF of each attack is treated emyti&lf the total SF of the
attack, rounding down.

Expert Disarm — 5 CP (Trained)
Reduce the DR of disarm attempts by 1 for eacH ievhis
talent. Up to three levels may be bought in thisrit.

Expert Ranged Disarm — 10 CP (Trained)

The penalty on the malfunction roll is reducedust half the
total damage grade of the attacker's weapon.

Requires: Ranged Disarm

Expert Trip — 10 CP (Trained)
Allows the character to make trip attacks withdw +2 DR
penalty.

Feel No Pain — 6 CP (Trained)

Caught up in the throws of their rage, this chaaldtses the
awareness of their own body, and its physical sEmsa Pain becomes
something distant, and less immediate. The chertacthreshold
increases by 1 for every level in this talent wiitey are Frenzied. Up to
three levels may be bought in this talent.

Requires:Frenzy

Flawless Quick Draw — 10 CP (Trained)
When attempting to quick draw a weapon this charaoay

choose to make an Average Attempt rather thamplli

Flawless Rapid Reload — 10 CP (Trained)
When attempting to rapid reload a weapon this dteranay
choose to make an Average Attempt rather thamuplli

Flurry of Blows — 15 CP (Trained)
Can make a flurry attack, consisting of 3 attackage at %2 the
character's full unarmed combat dice pool (roundiogn).
RequiresUnarmed Specialist

Flying Tackle — 8 CP (Trained, Improved)

Score 1 automatic success when charging and gnappli
offensively in the same turn for each level in tiaient. Up to three levels
may be bought in this talent.

Frenzied Resilience — 6 CP (Trained)

When this character falls into a frenzy they beconose
resistant to damage, not conscious of the wourglsttave taken, fighting
on through injuries that would normally kill therithis talent increases the
character's Resist by their level in this talenilsthhey are Frenzied. If
they are already wounded, recalculate their woawdllbased on the new
Resist. When their Frenzy ends, recalculate theimd level again, based
on their old Resist. This may result in a charaateo was barely alive
dying from their injuries as their adrenaline riisties. Up to three levels
may be bought in this talent.

RequiresFrenzy

Improved Feint — 3 CP (Trained, Improved)
Roll 1 extra die on all feint rolls for each lewelthis talent. Up
to four levels may be bought in this talent.

Improved Parry — 4 CP (Trained, Improved)

This talent must be applied to a specific weapéfen
defending with the chosen weapon, this charaaéestive skill rating is
increased by the character's level in this talenttfe purposes of working
out their Melee Defence. Up to 3 levels may beghoun this talent.

Killing Hands — 10 CP (Trained, Ranked)

Gives the character's unarmed attacks a Criticaldag value
of 1. This values increases by 1 for each additicemk in this talent, up
to a maximum of 3.

Knockback— 10 CP (Trained)

This talent expands the character's unarmed coatiiiites,
allowing to strike their opponent in such a wayasend them flying.
This can be useful for breaking out of a fight tipet some breathing
space, throwing enemies into each other, or hugloyg opponent into
some kind of hazard (like a cliff edge).

Requires: Expert Trip

Marksmanship — 5 CP (Trained, Improved)

When making an aimed finesse attack, with a ramgsapon,
this character can increase the total SF bonus yolvever the character
must have aimed for at least 1 round for everyc2 df finesse they apply
to the attack in order to receive this bonus. Théy not reduce the
difficulty of a finesse attack to zero. Each aibdial level in this talent
adds 1 to the total SF bonus, up to a maximumregtlevels, for +3 to the
SF.

Mighty Rage — 3 CP (Trained)

When this character falls into a frenzy the strbrafttheir
physical attacks increases considerably. Withealraint gone, they fight
with a savage power. This talent increases theactex's Barehand by 1
for each level in this talent whilst they are Fiiedz Up to three levels
may be bought in this talent.

RequiresFrenzy

Nerve Strike — 10 CP (Trained)

Attack temporarily paralyses the target. To makieave
Strike declare the use of the talent before mattisgunarmed attack, then
make the attack roll as normal. Instead of dealiagage, this attack
causes a Paralysis effect (1 turn, Resist + CAWwitency equal to the
SF of the attack.

RequiresKilling Hands

Ranged Disarm — 10 CP (Trained)

This character may make ranged disarm attempkeatdrmal
DR for a finesse attack to the weapon. Make aumatfon roll for the
weapon that is being disarmed with a penalty etputie total damage



grade of the weapon used by the attacker to makdisiarm attempt. This
talent may only be used with a weapon for whichdh&racter has the
Weapon Specialisation talent.

Requires: Weapon Specialisationith any ranged weapon

Rapid Shot — 15 CP (Trained)

The character can treat any semi-automatic weapbiang
Rapid Fire (6/1).

RequiresDouble Tap

Shattering Strike — 10 CP (Trained)

This character has taught themselves how to sttikiee weak
points of solid objects, how to break bricks witleit bare hands and
punch holes through wooden doors. This talentalithe character to
double their Barehand when striking at a structifireny kind, and to
ignore the penalty for attacking structures unarmed

Slippery — 8 CP (Trained, Improved)

This character is hard to pin down. When rolliogliefend
against any grapple attempt they score one automatcess for each level
in this talent. Up to three levels may be bougtthis talent.

Stunning Blow — 10 CP (Trained)

Attack dazes the target, causing them to fight ééfectively.
To make a Stunning Blow declare the use of thetddefore making the
unarmed attack, then make the attack roll as norinatead of dealing
damage, this attack causes a Daze effect (1 t@sisR- SAV) with
potency equal to twice the SF of the attack.

Requires: Barefist Fighter

Throw Anything — 10 CP (Trained)

This character can ignore the accuracy penalty$org an
improvised thrown weapon.

Requires: Weapon Specialisationith any thrown weapon

Unarmed Attack — 10 CP (Trained, Improved)

This character is remarkably skilled at unarmed lwatmand
can fight just as effectively as if they were wialgla weapon. Their
unarmed attacks are treated as having a Speedteghaelr level in this
talent. Up to three levels may be bought in thiert.

Requires: Barefist Fighter

Unarmed Defence — 8 CP (Trained, Improved)

This character is particularly skilled at defendihgmselves
when unarmed, able to parry or evade their opptatiacks with
incredible ease. When using Unarmed as their Me&fence skill, this
character's Melee Defence is increased by the# levthis talent. Up to
three levels may be bought in this talent.

Requires: Barefist Fighter

Unarmed Specialist — 8 CP (Trained)

When they are fighting unarmed this character vesea -1DR
shift to any Unarmed Combat and Grapple rolls theke. However any
attempt to fight with a melee weapon is at +1 ®ER.

Requires: Barefist Fighter

Weapon Mastery — 8 CP (Trained, Improved)
Increase the SF of attacks made with the chosepamday 1
for every level in this talent. Up to 3 levels ntzg/bought in this talent.
Requires: Weapon Specialistith the chosen weapon

Weapon Specialist — 8 CP (Trained)

This character has trained themselves to perfeaise of a
particular weapon. When using the chosen weapbicfwmust be named
when this talent is purchased) the character tolistra die per rank in this
talent. This talent may be bought separately fiferént weapons.

Magical Talents

Artistic Focus — 15 CP (Trained)

By spending a full round action to activate jusé afi their
abilities, the character may roll both their focnagic skill and their
relevant art skill, picking whichever of the twdlsathey prefer. They only
take the effects (including corruption and bacKjasdtthe chosen roll. The
other roll is discarded.

This talent costs twice as much to learn if therati@r already
has either Elemental Focus or Emotional Focus.

Cleansing — 15 CP (Trained)
A character with this talent has learned to tudbrrupting

influence of spellcasting into physical fatiguesitg this talent the mage
can choose take the corruption from their spedimftt as shock damage
instead. However they must take all of the resgltorruption as damage,
and they must declare that they will be using thlisnt before making the
casting roll. This talent may not be used in confion with Rote Magic

or Purification.

Elemental Focus — 10 CP (Trained)

Gain bonuses to focus magic when surroundings are
elementally attuned: massive blaze / lots of gldrbts of water / strong
winds (gale force) / lots of people (at least 56@in the immediate area).
When the conditions for the appropriate skill aretnthe mage adds 1
success to their total on all casting rolls.

This talent costs twice as much to learn if therabi@r already
has either Artistic Focus or Emotional Focus.

Emotional Focus — 30 CP (Trained)

Can only be using focus abilities from one path ine. So
long as this condition is met, the character mapleany number of dice
from each casting roll they make, in the same vealf they had spent a
fortune point. The same limitations apply, inchglihe inability to re-roll
a botch. However this does not count as actuallyry spent a fortune
point, meaning that the player may still spendréufee point to re-roll
again. If a botch is rolled, the player may sparidrtune point to ignore
the botch, but they may not apply this talent tt tioll afterwards.

Once they have begun using this technique, thesfowge may
not power up any abilities from a different pattiluadl of their currently
active abilities end.

This talent costs twice as much to learn if theratizr already
has either Artistic Focus or Elemental Focus.

Magically Adept — 10 CP
This character has a natural leaning towards tleation of
magical effects. For this reason they may addctess to all magic rolls.

Murky Aura — 10 CP

This character’s astral trace is muted and diffi¢al discern.
For this reason the power of all direct magicakef§ used on them is
reduced by 1 point. Although normally an advantalge inherent flaw in
this ability is that it also impedes helpful magic.

Openness — 5 CP (Trained)

This talent allows the character to open themselefully to
beneficial magical effects, lowering their own emoal and mental
defences. When a spell is being cast upon theactear they may choose
not to apply their aura, and any defensive magdioalises from talents and
other innate abilities, to their magical defencaiast that spell. This
allows the character to benefit more from benefitiagical effects.

Overcasting — 5 CP (Trained)

A character with Full Burn has learned to pushrtmeagical
energies to the limit, voluntarily suffering a bt in return for re-
rolling all the failed dice from their casting roll The strength of the
backlash equals the number of dice re-rolled.

Purification — 25 CP (Trained)

A character with Purification can temper their oagtreigning
in magical effects to make them safer, even asaheyeing produced.
After making a spellcasting roll the player can @b®to discard a number
of successes from the roll. They must then maRélipower test against
with a DR equal to the number of successes disdardiethey pass the
Willpower test, they succeed in tempering the ogstand the discarded
successes will not count towards the spells total wWorking out
corruption. If they fail the Willpower test, thaccesses are discarded, but
still count towards the corruption of the spellhiSTtalent may not be used
in conjunction with Rote Magic or Cleansing.

RequiresCleansing

Quiet Magic — 5 CP (Trained, Ranked)

This character's magic leaves very little astradonance,
making it harder to detect. Subtract the charactank in this edge from
the success total of any spirit sense rolls toadd¢teir magic.

Resist Corruption — 5 CP (Trained, Ranked)

This edge increases the amount of corruption pding a
character must accrue before making a corruptiirbyo5 for each rank.
It also reduces the strength of the accompanyicglash by its rank.

Rote Crafting — 30 CP (Trained)
Allows the character to create and adapt Rote Spell



RequiresRote Magic

Rote Magic — 15 CP (Trained)
Gives the character the ability to learn and uste Bpells.

Sacrifice of Flesh — 15 CP (Trained)

This magical talent allows the character to destheyr flesh in
return for pushing a spell well past it's normatits. By taking shock
damage when casting the spell, the character cahaadcumber of
successes to the total of the casting roll equahé& amount of shock
damage taken. The final total, however, may notrizee than double
what it was before applying this talent. Althoutje player must declare
the use of this technique before casting, if thecsss roll was not
sufficient to use the full amount declared, theyl wnly take damage for
the successes added. This talent may not be msednjunction with
Sacrifice of Spirit.

Requires:Overcasting

Sacrifice of Spirit — 15 CP (Trained)

This talent allows a character to overpower thegim, horribly
corrupting their spirit in the process. By takigra corruption points, the
player can roll a number of extra dice on the ogstiqual to the number of
corruption points taken. The maximum number ofaexlice the character
can roll is equal to the relevant magic skill. Thecesses produced by
these extra dice will still count towards the tatatruption accrued from
the casting roll, in addition to the corruption eakfrom using this talent.
This talent may not be used in conjunction withriae of Flesh.

Requires:Sacrifice of Flesh

Spirit Sensitive — 8 CP

This character is closely tied the spirit world hdb finds it
easy to perceive the movements of magic. All spehse rolls made by
this character have their DR reduced by 1.

Strong Aura — 20 CP

This character has a singular assurance of selaandner fire
that makes them both more resilient to, and moiecefe at the use of
magic. This edge increases the character's Aaandary attribute by 1.

General Flaws

Addiction — 6 / 18 / 30 CP (Trained)

This character is addicted to some form of dangesuilostance.
Relatively harmless substances such as caffeicefime¢, and marijuana
do not count. To find the points value of an atidicfirst decide whether
the substances is of moderate or serious strenitbderate substances
would include alcohol, and other such intoxicarfta gimilar strength. A
serious substances is anything on the level oassch or B drug such as
heroine, cocaine, and speed. Secondly decide ehétle addiction is
mild or strong. A mild addiction is at a level whethe character can
largely restrict it to their free time, so it wilbt become a problem in their
work. A strong addiction will have the charactesithg up regularly, even
if they've got a job on at the time. A basic atdit is worth 6 CP.
Serious addictions are worth an extra 12 CP, arahgtaddictions are
worth a further 12 CP.

Bloodthirsty — 10 CP

A bloodthirsty character struggles to control thelwss in
combat, and will rarely, if ever, go for anythings$ than a kill when
fighting. This “red mist” effect forces them to keaa Pure Willpower
check against a DR of 5 any time they choose takboéf a fight before
either their enemy has been defeated, or they Hasen utterly
incapacitated. If they manage to incapacitate reemg without killing
them, they must make a DR 4 Pure Willpower chedkmfinish the target
off.

Combat Paralysis — 15 CP (Trained)

This character simply doesn't cope well with viclen When a
fight breaks out they will be the first to eithéed, break down, or just lose
it. When this character is in any form of comhbgy will automatically
fail the first Panic Check they are called upomtake. This only applies
to panic checks caused by something that took plétbén the fight.

Compulsive Behaviour — 8 / 12 CP (Trained)

This character suffers from some form of compulsive
behaviour, either a phobia or a mania of some wari€his flaw is worth 8
CP if the player chooses the behaviour themsell2sf they let the GM
choose.

Cursed — 25 CP

Some kind of terrible curse seems to bring dowrelenting
misfortune upon this character's head. This gdipetakes the form of
small misfortunes that occur regularly, but quitrhlessly. However
fortune really turns against them, this charactér suffer worst of all.
This trait has two effects in play. The first &t on occasion, when this
character fails at some task that they have atenpghe results will be
that much worse than you might expect. For examplthe character
missed a shot, the clip might suddenly fall outtafir gun. This should
not happen more than once or twice per sessioplagf and it is entirely
at the GM's discretion to determine when and hooh snisfortune strikes.
Furthermore, whenever the character rolls a botchamy task attempt,
they will always suffer a particularly unpleasarisfortune. This does not
have to be any worse than the usual results ot@pbut it will often be
more unpleasant, perhaps more humiliating or diffito undo.

Distinctive — 4 CP

Something about this character's appearance is lyhigh
noticeable, such as an obvious scar or tattooddnskin colour, or some
other aberration. As a result they are easy t& pig in a crowd or to
describe to someone else, even for those who afeh'¢ir species.

Fated — 20 CP
This character has a particular doom, an end thaits them,
somewhere down the line.

Frenzy — 18 CP

When they get into a fight, this character goesohibsly
berserk, losing all control, and fighting like adn@an. This makes them a
very dangerous, if unsubtle opponent. When a figlgaks out, the
character must make a Pure Willpower check agai3R of 1. If they
fail the roll, they begin to Frenzy. If they pasisen they must roll again
on each subsequent turn, with the DR increasingrigyevery round until
the combat ends. As always, they may opt to ffelrbll automatically at
any point.

Once frenzying, the character automatically pasgesanic
Checks they are forced to make, for the duratiotheffight, and ignores
the effect of any current Morale modifiers. Whére tfight ends the
character must pass a DR 4 Pure Willpower cheatabm down, or else
they will continue to attack the next target (fdgn or otherwise) that
presents itself. They may make the check agaiaveny subsequent turn
until they calm down. If the character is in auation where they find
themselves attacking an ally, the DR is reducedlby If they find
themselves attacking a friend (someone they agtealle about, not just
someone on their side) the DR is reduced by 2fahéy find themselves
attacking a loved one (someone very close to thtemPDR is reduced by
3. Only the greatest of these modifiers will apply

Focused — 20 CP

This character has a much more limited range @fésts than
most, focussing their abilities in only a few are@sd as a result they pick
one less Favoured Skill Group during charactertimea

Glass Jaw — 20 CP (Trained)

This character is, for some reason, really eagyutmout of the
fight. Perhaps they have a frail metabolism, oylmeathey just can't take
the heat. Whatever the cause may be, reduce ymanacter's Resist
secondary attribute by 1.

Heavy Sleeper — 6 CP (Trained)

When this characters sleeps, they're in for the lbaul. It
takes a lot to wake them. The DR of any awarenassnade whilst the
character is sleeping is increased by 1. Howeher upside to this
disadvantage is that the character will not be wokg unimportant
distractions, and be sure of getting a good nigie'sp when they need to.

lliterate — 8 CP (Trained)

This character is functionally illiterate. Althdugthey can
speak their native language, and any other langtheyelearn, they cannot
read or write any of them. This flaw may be bougfitduring play by
receiving instruction from some sort of teached awentually spending 8
CP. The character's literacy will slowly improweeothe course of at least
several months of game time, depending on thestligence.

Infirm — 40 CP (Trained)

This character's physique does not cope well vifiteic tasks,
and as a result they suffer a +1DR penalty on aflyntade for a purely
physical task. This includes running, jumping,miling, swimming,
lifting, as well as anything else the GM considerbe appropriate.

Limp Wrist — 10 CP (Trained)



Maybe you lack the right build, maybe you don't éathe
knack, or maybe your heart just isn't in it: Fohatever reason your
character deals less damage than one might expbken vattacking
something with their fists or with a melee weapoReduce the character's
Barehand attribute by 1.

Low Pain Tolerance — 15 CP (Trained)
This character has a very weak will when it contesesisting
pain. This flaw reduces the character's Thresbettbndary attribute by 1.

Major Insanity — 15/ 20 CP (Trained)

This character has some form of serious mentalrafiam,
enough so that they are genuinely in need of tlyesag counselling. Not
that they're likely to get any, but hey, it's achbfie. This flaw is worth 12
CP if the player chooses the insanity themselv8sif they let the GM
choose.

Missing Limb — Variable

One of this character's limbs is missing, havingrbeither
amputated, severed, or destroyed, some time prgyiod he value of this
flaw is determined by the GM at character creatitfnthe characters will
have easy access to cyberware during creatiom thei first session of
play, this flaw is essentially worthless. If itlltake a few sessions of play
before they can get access to a cybernetic repkmetimen consider giving
them a few (1-3) points for it, depending on whettieey will have a
prosthetic during that time or not. If cyberwasenot likely to be easily
available to the characters during the campaigs,fléw is worth around
24 CP. If the characters simply would not be ablafford cyberware,
even if it was available, then give them about 40 df the character will
not even have access to a simple prosthesis @dats for example) then
it is worth about 50 CP. Discuss the charactéasspwith them, and price
the flaw according to how severely you feel it withit their character.
Bonus points can be given for choosing to havemntécdost their main
hand/arm, causing them to take off-hand penalti¢# their body adjusts.
The value will also depend on how many limbs tharabter's species has
naturally.

Missing Eye — Variable

This character is missing one of their visual osgdre it an eye,
or something similar. The actual physical lossiesmdepending on the
species, however the result will also be the Idstepth perception. If the
species does not have depth perception this flamorshless. Otherwise
the value of this flaw depends entirely on how sti@ncharacter will have
access to a cybernetic replacement, and how tkely lihey are to be able
to afford it. If they are able to start with a lepement then the flaw is
worthless. If they will have to go for around h#ie campaign without
then they get around 12 CP for the flaw. If thapply can't afford a
replacement, or one is not possible, then this ftaworth closer to 24 CP.
For the penalties for lack of depth perception #®e Alien Species
chapter. Just as with Missing Limb discuss theasibn with the player
and take their ideas into account. If they wantptay an eye-patch
wearing character who refuses to have the missiegeplaced, go ahead
and give them the full points.

Quirk — 5 CP (Trained)

This character has some kind of tic or nervousthabisimply
some oddity of their behaviour that potentially tree a serious detriment
to them. Simply talking in your sleep is not vioet quirk, for example.
However if the character has a dark secret, wihiely might spill through
their nightly ravings, then that is worth it. Esgally the quirk must be a
danger to the character, in some small or slight, i@ it to be worth the
points. Within this restriction, however, it caa just about anything you
can come up with, so long as the GM approves.

Sitting Duck — 20 CP (Trained)

Your character just doesn't quite seem to get g of not
standing in the line of fire. When danger threattrey're likely to take a
few more hits than they should. Reduce the chertad&vade value by 1.

Slow To React — 20 CP (Trained)
When the shit hits the fan, your character nevemseto quite
react in time. Reduce their Initiative secondatsitaute by 2.

Ugly —4 CP

This character appearance can only be describadebybers of
their species as being ugly. This flaw will caagkers of the character's
species, particularly those of the opposite segeteerally treat them with
some amount of distaste. The GM may choose to/appEnalty to social
interaction rolls as a result.

Unlucky — 25 CP

Bad luck seems to follow this character whereveytlgo.
Where some people seem to lead a blessed existhiceharacter takes
all of the hard knocks in life. When buying FortuRoints this character
must spend 30 CP.

Unpleasant — 10 CP (Trained)

This character's overall appearance and demearsoyust
unmistakably unpleasant. This applies no matteatveipecies they are
interacting with. Over people generally just domént to be near them.
This flaw reduces all of the character's sociarmttion rolls by 1 success.

Weakness to Poison — 4 CP (Trained)

This character has a particular weakness to tdwémicals, and
attempts to poison them will prove much easier tvgrected. Against all
toxin based effects their effective Resist is rediioy 1 point.

Weakness to Disease — 4 CP (Trained)

This character's immune system is in some way weaker
impaired, making them terribly vulnerable to allrtsoof diseases and
contagions. They are liable to suffer some sonmofor complaint (the
equivalent of a cold) every few sessions, and agail diseases their
effective Resist is reduced by 1 point.

Weak Sense — 3/ 6 CP (Trained)

One of this character's senses is weakened or edpedd does
not function as well as it should. The DR of alvameness and
investigation rolls made using the chosen sensacigased by 1. The
number of points given by this flaw depends onstrese chosen. Touch is
worth 3 CP, taste and smell are considered ones s@ms are worth 3 CP,
any other sense such as vision, hearing, and amse sgarticular to the
character's species, is worth 6 CP. Weak sensgseapplied to other
skill rolls at the GM's discretion.

Magical Flaws

Bright Aura — 10 CP

For some reason this character has a strong pp#$ence that
makes them easier to make out amongst the hazytmacid of the spirit
world. For this reason the power of all direct inabeffects used on them
is increased by 1. Although normally a flaw, theeoadvantage this
provides is that it also makes the character edsi¢arget with helpful
magics.

Corruption — 8 CP
Either by using magic, or through coming in contagh the

supernatural in some way, this character has becomepted by the dark
power of magic. Each this flaw is bought the cbhimastarts with 1 roll on
the corruption table. Unlike most flaws this onaynbe taken multiple
times, each time giving another roll. However otige rolls have been
made, they are final, and the player may neithétaporgo the flaw, nor
may they choose to take subsequent instancessdiati.

Earth Bound — 30 CP (Trained)

This character's magic is bound strongly to place a
circumstance. They may only perform magic Geongaliji.

RequiresAt least one magical skill group taken as a Primary

Mutation — 12 CP

This character has some form of mutation. The GNMrall on
the mutation chart from Chapter 3 of the GM's Guideletermine just
what this mutation will be. This flaw may be takamy number of times,
however as with Corruption, once the rolls havenbmade the player may
neither drop the flaw, nor choose to take it again.

Null Magic Aura — 8 CP

This character’s aura is distorted in such a way thagic is
less effective for them. Reduce the success tdtahy spelicasting rolls
the character makes by 1.

RequiresAt least one magical skill group taken as a Primary

Rote Bound — 50 CP (Trained)

This character, whilst capable of magic, can orgyfgrm it
within the strictly limited bounds of Rote Craffhe character may only
cast magical Rotes, they may not apply their magik#dls in any other
fashion. If the character has more than one mhgicd group as a
Primary then this flaw only applies to one of theshpsen by the player.
This flaw may be taken multiple times, applying aadifferent Primary
magical skill group each time. A Rote Bound chtmagnay still use
magical items, and any magical powers that theyiaeq A Rote Bound



character automatically receives the Rote Magic hfgpe at no
additional cost.
RequiresAt least one magical skill group taken as a Primary

Spirit Flare — 6 CP (Trained)

This character's magic leaves an excessively lowtl raessy
astral trace. Any rolls made to sense magic wolkethis character have
their DR reduced by 1.

RequiresAt least one magical skill group taken as a Primary

Weak Aura — 15 CP

For all their physical and mental presence, tharatter's aura
is tremulous and frail, easily shaped by othersl, w&ithout the solidity to
easily impose itself upon reality. This flaw redache character's Aura
secondary attribute by 1.

Species Traits

Addiction

Members of this species are born with a naturaictidd to
some substance that is easily available on thos&lsvavhere they have
settled.. Of course this substance may not be Spteaget hold of outside
of their communities. The value of this flaw degeron two factors, the
first of which is the strength of the addiction. weak addiction simply
makes the species feel ill when they cannot geésacto the substance,
increasing the difficulty of any actions they takeat least 1, but without
causing any real physical damage. A strong addiatiill eventually kill
them if they cannot get access to the substaneeh #ay they go without
adds a permanent wound level that cannot be fidled until they get
some more of the required substance, although waiitier strength of
addiction medical attention can suppress the tffeemporarily. The
second factor is the availability of the substanéecommonly available
substance can be found in any city and most tomsasonable size. A
rare substance can only be found in a few citied, rmany worlds simply
will not have it.

Additional Sense

This species has an additional sense not commomdst
species. Some examples of additional senses vinocildde tremor sense
(the ability to detect nearby movement through tesmin the ground),
sonar, mass sense (the ability to sense the depsitpnass around
themselves), thermal vision, or magnetic sense #thibty to “see” the
flow of magnetism). For the most part the rangehelse senses will be
less than that provided by most technological swist however they have
the advantage of being innate to the species.

Breathe Underwater

This species has the ability to breathe underwatéey do not
suffer from suffocation when underwater, and careatire water
indefinitely.

Camouflage
This species has some form of natural camouflagaking

them difficult to see when in the appropriate emwinent. Camouflage is
only effective when the character is against theect background, but
increases the DR of all attempts to spot the clardry the number of
ranks in this edge. Chameleonic camouflage warksthe same, except
that it is effective in almost any environment whex creature could
reasonably camouflage itself.

Cannot Wear Armour

For some reason this species physiology preclutes from
wearing any form of armour that has not been hugeddified to fit their
particular requirements. Any armour worn by thpedes costs 3 times as
much, and has it's maximum evade reduced by lpasguhe GM allows
the modifications at all. Whether a particulart suimour can modified for
this species depends on the cause of this flawttendature of the armour
in question. Generally high tech armour will bsieato modify than low
tech, although depending on the nature of the epahie opposite could as
easily be true.

Cyberware Rejection

This species physiology is not amenable to cybdemption
surgery, making such operations difficult, or evepossible. This flaw
comes in two varieties, partial and full rejectioRartial rejection doubles
the stress value of all implants used by the chearac Full rejection
prevents the character from ever undergoing cylgamation surgery.
This flaw only applies to cyberimplants, not bioilamts.

Direction Sense

This species has an innate direction sense, akpwiem to
always know which direction is magnetic north oratdver world they are
on.

Distinctive

Members of this species have highly distinctive egspnces
relative to one another, with many aspects of thgipearance varying
wildly from one member to the next. As a resulliduals are easy to
pick out in a crowd or to describe to someone esen for those who
aren't of their species.

Entangling Attack

This species natural attacks include the abilityetfectively
entangle their opponents. This allows the creaturgouble it's Strength
for all rolls to grapple an opponent, or to taketeal of a grapple, but not
to escape a grapple.

Extra Limb

This species has more limbs than the average huchaddis
edge may be purchased multiple times, each timéngdzh additional
limb. All extra limbs are considered to be “margiars”, meaning that
they can be used for operation of tools and machinExtra manipulators
by default are assumed to be “off-hands” and sufferappropriate penalty
for actions that require their exclusive use.

Fast Metabolism

This species has a particularly fast metabolic, rated as a
result they process toxins very fast. The mainltes this flaw is that all
poisons take effect twice as fast. However it duege the upside that the
duration lingering poisons, such as knock out drigyhalved. Creatures
with a high metabolism also need to eat and driviket as often, and may
require catnaps during the day.

Fewer Limbs

It is assumed that a typical species will have lwibs capable
of manipulating tools and machinery, whereas tpicges has either one
or none. Each rank in this flaw removes one mdatpulimb.

Flight

This species is capable of some form of naturghfli Up to 5
ranks may be purchased in this edge, each provalimggressively better
form of flight. All forms of natural flight requér a close to standard
atmosphere to work effectively. Rank 1 allows #pecies to fly when
there is atmosphere but no gravity. At rank 2 shecies is capable of
slowed descents when in gravity. Rank 3 givesathiity either to hover,
maintaining a stable altitude and moving slowlyfmglide long distances
so long as favourable air conditions exist, suchisisg thermals . Rank 4
allows the species the capacity to both glide ameeh Finally rank 5
gives full and unrestricted flight, such any norrbatl would be capable
of.

Hard to Heal

This species has a bizarre physiology that confsuad
attempts at external healing. This flaw halves #féect of any
technological or magical healing. When two ranies lzought in this flaw
attempts at magical and technological healing becionpossible.

Insanity

This species typically exhibits a form of behaviaensidered
highly aberrant by most sentient species. Theraatfithis insanity should
be determined when creating the species, and isaime for all members
of that species. For details of insanities seeGbeuptions section of
Chapter 3, in the GM's Guide. Any insanity may dhmsen, with the
exception of minor insanities.

Limited Internal Organs

This species has only a few discernible internglns, as a
result of which they are difficult to seriously dage with precision based
attacks. The maximum applicable SF of any attakret this species is
5, and anything over is simply wasted. Each ex#nak in this edge
reduces the maximum SF by 1, up to a maximum effanks (an SF limit
of 1). However this effect is completely ignoreglilast and area attacks.
Scatter attacks use double the maximum SF.

Mutation

This species has a naturally dynamic genetic makesausing
mutations to commonly appear amongst their kind.hekV creating a
character of this species roll one random mutatiom the table in the
Corruptions section of Chapter 3, in the GM's Guide



Naturally Adept

This species has a particular aptitude for a certskill
speciality. When using the stated specialisatam,if a skill group is
named, any specialisation from the stated skilugrahey may roll 1 extra
die.

Naturally Inept

This species is singularly lacking in the basiafaes required
for the use of a particular skill specialisatiofhey cannot ever buy ranks
in the stated specialisation, or, if a skill groi® named, in any
specialisation from the skill group, although thegy still have ranks in
the General Skill.

Natural Weapon
This species has some form of natural weaponryititain use

to gain an edge in combat. A natural weapon cbel@ttached to a limb
(such as claws on the hands or feet), or some ptreof the body (such a
bite attack or a slashing tail). This weapon wither be small or large
(for rules on damage for natural weapons, see éhgos on Damage in
Chapter 2). If a natural weapon is “independehéntit can be used to
make attacks in addition to the character's noraxaied or unarmed
attacks.

No Depth Perception
The arrangement or quantity of this species visughns does

not offer them any form of depth perception. Tiesv increases the DR
of agility and perception rolls by 2, wheneversitippropriate. The precise
applications of this flaw are left up to the GM tlyenerally it should take
effect during the execution of any task requirihg tharacter to interact
precisely with their environment. Thrown weapomaeis, the use of
melee weapons, and jumping would all be appropsiatations.

Regeneration

This species has the remarkable ability to repdiysjal
damage in a very short period of time. At rankharacters of this species
heal 1 stun level every three rounds. At ranke¥ theal a stun level every
two rounds, and at rank 3 they heal a stun levetyexound. If all of the
character's stun levels have healed then the magt their regeneration
kicks in they can convert one wound level intoumdevel. That stun level
will then be healed once their regeneration cyolaes round again.

Resistance

This species is particularly resistant to some fofrmaturally
occurring harm. Any one of the forms of environta¢mlamage listed in
the Damage section of Chapter 2 may be chosethifoetige. Each rank

in this edge adds one to this species Resist dgdived form of
environmental damage.

Shapeshifting

A species capable of shapeshifting can literalift sieir shape.
Their physical form is malleable and can be refatraewill, although to
do so is tiring. This does not allow the creatorehange their appearance
(for example skin tone and colour, or hair colobgt does allow them to
squeeze through gaps, shape arms into physicaloweagnd grow extra
limbs (which automatically count as off hands). aféshifting deals in
large scale physical rearrangements, not fine Idetdiich are covered by
the transformation ability. What's more shapestsfinust retain the same
total mass, no matter what. Naturally a creatuitt Wwoth shapeshifting
and transformation would be capable of imitatinmadt anything of a
similar mass.

Slow to Heal

This species natural healing is limited and takésng time to
be effective. This flaw halves all natural heajiegen with the attention
of a skilled doctor. At rank two this flaw compét negates all natural
healing.

Transformation

Transformation is the ability to change physicgbegrance, as
opposed to physical form. Whereas shapeshiftersrearrange the bulk
matter of their bodies, they cannot perform fingdtailed changes, such as
those required to imitate another person. Spediapable of
transformation can rearrange small elements of tiaies, allowing them
to change their appearance with a great degresmefdetail, so long as
they do not change their overall shape to any sigmt degree.

Venomous Attack

When this species fights unarmed it is able tochttd's
opponents with a natural poison. The potency efpthison is equal to the
number of ranks bought in this edge. To make uUs¢h® poison a
character must make an unarmed attack that eitimreeds in dealing
some damage, after armour, or that is aimed ateifgpopen area in their
opponents defence (such as an exposed hand dkehe |

Vulnerability

This species is particularly vulnerable to somenfarf naturally
occurring harm. Against this character one typerofironmental damage
described in chapter 2 is scaled up by the numib@mas in this flaw.



SKILLS

Starting Skills

Favoured Skills

Before selecting your character's skills you musstfassign their

‘Favoured Skills’. Your character’s favoured skifire a set of 5 skills that
they have a particular aptitude for. During playycharacter will be able
to improve their favoured skills faster than othehills, however this

selection has no practical effect during charaaeation, with the

exception of choosing magical skill groups, andtf@ purpose of buying
some talents and flaws.

Assigning Skills Ranks
Starting characters have 15 ranks which the plear divide up between
the character's skills as they wish. However rib siay begin play with
more than 2 ranks.

Up to 5 additional skill ranks may be purchasedy abst of 20
CP each. These ranks are divided up between theater's skills as
described above, with the limit of no skill stagiabove 2 still applying.

Specialisations
Having assigned your character's basic skillsnti step is to buy ranks

in their specialisations. The cost for a speadil; depends on the total
rank being purchased. Using the chart below, chibekrank you are
buying to find the total cost to pay.

Rank 1 2 3 4 O
Cost 2 6 12 20 30

While it is not normally possible for any speciatisn to start higher
than rank 3, with the right combination of taleatsl backgrounds, it is
feasible that a starting character could have sgpeeialisations at 4 or
5. It not possible, regardless of what speciatstrand backgrounds the
player combines, for any character to start witbpecialisation higher
than 5.

Skill Focus

Some players may wish to have their character bequarticularly skilled
in one very narrow area of a skill specialisatifor, example a character
whose talents with ranged weapons are limited $b gmiper rifles, not
shotguns, assault rifles, submachine guns, or #rer similar firearm. In
these instances the player can buy a Skill Foctiseithosen area. A skill
focus allows the character to roll 2 extra dice mhsing the chosen subset
of the specialisation, and is bought just like akrén the specialisation.
This means that a character with two ranks in &iafigation, and a skill
focus, counts as having 3 ranks in the speciadisdidr the purposes of
starting skill caps and for buying additional ramkshe skill. In situations
where the skill focus applies, they count as havihganks in the
specialisation. However where the skill focus does apply, they only
count as having 2 ranks in the specialisation.

Here are some possible examples of Skill Focuses:

Melee Combat — Hand Weapons

e Bladed Weapons

e Hafted Weapons
Ranged Combat — Firearms

e Automatic Weapons

e Rifles

e  Shotguns
Science — Physics

e  Astrophysics

e Quantum Physics

e Computational Physics
Knowledge — Tactics

e  Small Unit Tactics

e Vehicle Command

e Battlefield Tactics
Technology — Ground Vehicles

e Hover Vehicles

e Wheeled and Tracked Vehicles

e Walkers

Languages

Unlike other skills, languages are handled a lffedéntly. Each language

is treated as a separate general skill, with naialeations. Players can
assign ranks to each of these general skills dwiregacter creation, and
they may choose any number of languages as favalkils. However
there is no need to buy ranks in the charactetisenanguage, as they
receive it for free.

As a rule language skills are not used in taslsrolhstead the
rank of the skill alone determines a general lefelompetence. However
if a roll is required, it is made using the skillup the character's
Intelligence.

e Rank 1 - Broken. You can speak a few words. &tldvel a
roll is needed to communicate even basic concepts.

e Rank 2 — Patchy. You can come up with full sergancbut
have difficulty conversing. Expressing anything reno
complicated than a basic idea (like “food please™aanger
over there”) requires a roll.

e Rank 3 — Conversant. You can actually hold a cat®n,
more or less. Trying to explain something long and
complicated (any sort of technical procedure fcaregle) will
require a roll.

e Rank 4 — Accented. You are mostly fluent in theglzage,
although you still speak with a strong accent. hWéitsuccessful
roll you can understand most dialects.

e Rank5 - Fluent. You are completely at ease wighlanguage,
although you still show signs of an accent. A ielheeded to
understand an obscure or archaic dialect, or tpregp your
accent and pass as a native.

e Rank 6 — Native. Either this is the language yawehbeen
speaking all your life, or it might as well be.

e Rank 7 — Eloguent. You vocabulary is largely tllaat of a
typical native speaker, and you construct your sserds well,
with proper attention to good grammar and pronuimia

e Rank 8 — Expert. You are a master of the languaggh
perfect pronunciation and grammar, and an almagtodary
perfect vocabulary.

Unlike other skills, language skills do not havedplisations.
However when they learn the first rank of any laagpi the character
must choose a dialect to be skilled in. When atterg to speak or
understand a dialect they are not familiar withcharacter's effective skill
rank in the language skill is treated as beingless.

Additional dialects may be learnt in each languaké, with
each dialect costing the same as buying the fnsk in a specialisation
(essentially treat each dialect as a specialisatiahyou can only buy one
rank in).

Every character starts with Language: Slithzeenraak 6
(native). This is the common tongue of the knowaorlds, spoken
everywhere that the slave races exist, even orfatteest flung fringe
worlds. Even though this would normally violate ttules on not buying
skills up past rank 2 at character creation, pEyeay still assign another
2 skill ranks to Language: Slithzeen, if they wish.

Magic

Styles of Magic
Player characters in Inferno have access to fotferdit

varieties of magic. Essentially these are eachresgjons of the same
arcane forces, but focused in different ways. éehseach kind of magic
has it's own flavour and style of play.

Sorcery is a wild a untamed magic, changing acogrdhe
users whims. The effects of sorcery are dynamé iagtantaneous, but
sorcerers are limited to certain fields (life, ejyermatter, and warp), each
of which they must study separately.

Spellmarking is slower, but more powerful, and meeesatile.
Spellmarkers create their magic through ritualsictvhiake time, and are
more visible than sorcery, but the longer and noaraplex the ritual, the
more powerful the resultant spell, and they notitéch to set fields like
sorcerers.

Technomancy is the slowest magic of all, but iifeats are the
longest lasting. Technomancers do not work theagim directly, but
instead they create enchanted items which anyonethen use. They
even enchant living bodies.

Focus Magic is the magic of warriors, a fast armiouis magic,
extremely limited in the range of effects thatahgroduce, but extremely
deadly when combined with an aptitude for comb&bcus mages use
their magic to directly improve their physical amental abilities, rather



than manipulating the world around them.

Magical Skills
There are three important things that should bechatbout

magical skills. The first is that a character a@nbuy ranks in any
magical specialisation unless it is one of thewofared skill groups. This
is because magic takes year of study at the haralsledicated tutor, and
without that commitment of time and effort theresisiply no way that the
character could have learnt it.

Secondly a magical skill cannot be used unlesshgwe at least
one rank in the specialisation. Even if the chi@rabas several ranks in
the skill group, they can only roll against thog&él svhich they have the
specialisation for.

Finally, and perhaps most importantly at this stagech
magical skill group you take as a favoured ski#sisp 2 of your favoured
skill choices, rather than just one. This mears thcharacter with one
magical skill group will only have 4 favoured skiih total.

The Skills List
Below you will find a complete listing of all théasdard skills available to

a starting character in Inferno. Listed below easkill are the
specialisations for that skill.

Strength (STR) Intelligence (INT)
Agility (AGL) Willpower (WIL)
Perception (PER)  Empathy (EMP)

The following list briefly summarises the availakldlls, in the order that
they are to be found in the full listing.

Athletics Navigation
Command Pilot
Computer Observation
Concealment Occult
Cralft Missile Weapons
Creative Ranged Weapons
Drive Ride
Engineering Science
Etiquette Subterfuge
Physical Survival
Gymnastics Technology
General Education Focus*
Influence Sorcery*
Management Spellmarking*
Medicine Technomancy*
Melee Combat

* Magical Skills

Athletics (STR) Fhe Athletics skill covers the general athleticliibs
that any physically active character would do welbe trained in.
Sprinting, swimming and jumping large distancesld¢@ll be considered
forms of athletics.
e Running — This specialisation determines the cheraskill in
pacing themselves, controlling their breathing, agang their
stride, and running with a fast and steady paceis used

determine how much fatigue the character takes when

sprinting, or running long distances.

e Climbing — This specialisation is used for any mapéto scale a
large sheer surface, whether it be with climbingigeent or
bare hands. Note that for simply leaping and sgad wall or
climbing a fence Athletics will suffice. Climbings only
necessary for large-scale ascents and descents.

e Swimming — This specialisation allows the charattemove
freely in water, or any other liquid for that mafteand
determines how well they stay afloat, how fast tbagy swim,
and how well they can hold their breath underwater.

e Jumping — This specialisation determines how fahaw high,
the character can leap in a single bound. It éslder jumping
long distances, or trying to leap great heightg,ibdoes not
ensure a safe landing should they tumble.

Command (WIL) Fhe command skill allows a character to control and
coordinate a body of fighting men, and to reacpprty when under fire.

e Leadership — When the faeces collides with therspgblades,
those with a talent for leadership will know how rtwtivate
and coordinate the people they command.

e Morale — The combat skill represents the abilityemain calm
and focussed under fire. Those with combat expeeieand
discipline are more likely to act appropriately dlangerous
situations.

e Public Speaking — There are many who will find @isethe
skill of standing up front of a large group of pEppnd being
able to speak clearly and concisely.

e Interrogation — This is the knowledge of interrogat
techniques, all the tricks that let you squeezeyelast drop of
information out of someone.

e Intimidation — It may often prove useful to makeuygelf seem
more frightening than you really are. Intimidatigrthe skill of
seeming scary, even if you aren't (of course, ifi yoe, that
really helps).

Computing(INT) — Computing is the knowledge of computer systems,
computer intrusion, counter-intrusion, and softwamegramming.

e Systems — This is the skill of operating the vasi@mnboard
systems of any relatively advanced vehicle, sucti@sng and
sealing bulkheads, activating auto-repair systeans, priming
a self destruct mechanism.

e Computer Operation — This is the basic skill of rapiag any
form of computer. Computers are still uncommorereun the
most advanced worlds in Inferno, and as such theage
remains something of a rare skill.

e  Computer Intrusion — The highly specialised skilbgpassing
the security measures placed on most computemsgdte gain
access to the data and control of the system, cempurusion
is something understood by very few.

e Programming — The skill of writing computer softeds very
rare, and those who have mastered it have att@inealmost
mystical status on many worlds. Programming allgws to
write your own programs, and reverse engineer sofw
already in your possession. It takes a lot of tand work, but
grants you total control over the end results.

Concelment (AGL) A skill for the sneaky types, concealment relates t
just about anything that involves not being cauglthe act, allowing
characters to evade detection, confound pursuetisc@nceal small
weapons and equipment about their person.

e Stealth — Stealth is essentially the skill of maviwithout
without being seen or creating any noise, and aimge
yourself such that prying eyes will not find you.

e Hold Out — This is the skill of concealing smalriis about
your person. Particularly skilled characters cgpalss even the
most thorough of searches, and find ways to coritezak from
various forms of scanning.

e Sleight of Hand — This is the skill of moving anshcealing
small items using your hands and other body pdi'ts most
obvious use is for picking pockets, although thiéitglto palm
an object from one place to another without pespking you
do it could have many uses.

Shadowing — Shadowing is the ability to follow same,

usually through a street or a crowd, without thezmg aware
that you are on their tail. It can even be appt@dollowing

someone in a car. Unlike stealth, shadowing de¢geguire
you not to be seen, but rather to seem like a niopara of the
background.

Craftsmanship (PER) €raftsmanship is a practical skill, allowing the
character to construct, shape, build, and repaiows materials.

e Blacksmithing — Those who work with metal to crafird,
durable things.

e Carpentry — Working with wood, often to create fture or
fittings.

e Pottery — The shaping of clays and ceramics, dftenreate
useful containers, amongst other things.

Cookery — Working with raw foodstuffs to createl#dimeals.

Masonry — The construction of buildings and otheacdures
from stone and brick.



e Gunsmithing — The construction and repair of comple
weapons.

Creative (EMP) The creative skill covers any form of artistic eagsion.

From painting to music, to poetry, or any othenfaf art imaginable, this
is the skill that allows a character to apply thewss to the creation of a

work of artistic beauty.

e Musicianship — This is the skill of performing withmusical
instrument. The emphasis here is on performancd, the
ability to create music that is evocative and cegtitng.

e Choreography — This is the skill of designing aaamoutine
that will capture an audience’s attention.

e Painting — This skill allows the character to ceeatsually
appealing and evocative pieces of art in their ehasedium.

e Sculpture — Another form of visual art, sculptingsha more
physical approach, but the result should still leenathing
visually appealing.

e Writing — Most characters in Inferno can read amidea(if you
wish for your character to be illiterate, it's dahile as a Flaw).
This is the skill of writing stories, poetry, jowlism, and other
forms of professional and creative writing.

Drive (PER) —The drive skill is used to control any form ofldtaground
vehicle, that is to say, any vehicle that reliegenan reactions than upon
body movement and balance.

e Ground Vehicle — Typically riding on four wheelig class
covers the bulk of typical ground vehicles

e Tracked Vehicle — Using large caterpillar trackstéad of
wheels, tracked vehicles require a very differeatmf of
control.

e Grav Vehicle — Using gravitics to hover above theugd,
Grav vehicles are essentially frictionless, and deavel
incredibly fast.

e Sea Vehicle — Motorboats use some form of propebler
paddle, powered by steam, combustion, electrioityvhatever
else, to propel them through the water.

Engineering (INT) Valued by those living on more advanced worlds, the
engineering skill allows for the maintenance anastaiction of

mechanical and electrical devices, as well as plreeadion of complex
devices like explosives. Of course, with the ustierd of how to operate
complex machines, comes a certain knowledge ohjostto break them.

If an engineer wishes to modify or repair any paittirly advanced device,
they will also need the related technology spesason.

® Mechanic — This is the basic science of designimple
technological constructs, from drawbridges to sphipes.
Engineering is most commonly applied to large scale
constructs.

e Electronics — An understanding of the systems, aorapts,
and scientific laws that apply to the creation ééctrical
systems and circuits. Useful for repairing, dessign or
constructing any electronic device.

e Demolitions — This is the science of blowing stuff. As well
as an understanding of explosives, being skilledemolitions
also requires a knowledge of how best to apply asipeé
effects for destructive or constructive purposes.

e Jury Rig — This is the art of making useful thirffgam stuff
you find lying around, such as building a raft fromee
branches, or patching an engine with duct tape.

e Sabotage - The logical opposite to jury rig, tisishe art of
making stuff break, fall apart, or generally stoprking in the
way that it should.

Etiquette (INT) -Etiquette is the art of behaving in the approprassner
for the society you are in. It comes in many forrdepending on the
society in question, be it the low-life of crimisadnd street trash, the high
life of the aristocracy, or something else entirely
e Clan - The technological elite, clan society lseve the most
powerful politics in the galaxy take place.
e Tribal — The most primitive of all societies, thriibes live out

on the very fringes of colonised space, developrr own
customs and ideals.

Criminal — The criminal underworld thrives everyw@eand
has it's own brand of politics and ideology.

Corporate — The real movers and shakers on thenonids,
many corporations are rapidly becoming politicalpos in
their own right. Understanding the world of busisiebe it
small or large scale, is an invaluable skill.

Priesthood —

High Society — Those who live on top of it all, emstanding
how high society works is vital if you want to getcess to
where the real money and power lies.

General Education (INT) -The genaral education skill allows the
character to recall facts and practices relatingatoariety of general
academic subjects.

Law — Knowledge of the various legal systems amidtstes
that have grown up throughout the colonised worlds.

Politics — Understanding the ebb and flow of theiows
political currents throughout the galaxy.

Economics — Knowledge of the many varied and corple
forms of finance and currency in the colonised derl

Geography — The study of environments, societiescaitures
in their many forms.

History — Knowledge of how the colonised worlds athe
inhabited galaxy came to be in their present stgeyell as a
more detailed understanding of the character'd lastory.

Tactics — Knowledge of battle tactics can be vitalboth
devising effective stratagems, and in knowing wglahs your
enemies may use against you.

Theology can be seen as the study of religiousryhemd it
provides the character with a basic understandingllothe
popular faiths of the known worlds.

Gymnastics (AGL) Fhe gymnastics skill allows the character a greater
degree of control over their own movements, indreptheir precision,
balance, coordination, and flexibility.

Acrobatics — Acrobats are able to control their sraents and
balance precisely, contorting themselves into ualigasitions
and flinging their bodies through strange forms amations.
This skill aids a character in controlling theirldiece and
performing stunts as mundane as leaping a chasnasor
outlandish as kick-flipping off a wall and out apem window.

Dodge — A skill with a combat focus, a successfatige
attempt will make a character much more difficut Hit in
combat situations.

Escape Artist — The skill of writhing your way aftany from
of constricting bond, Escape Artist does not hedp yo pick
locks, but it does help you to slide your hands frem a pair
of handcuffs, shrug off a straight-jacket, or woyaur way out
of a crushing bear-hug grapple.

Gliding — This skill may only be used by charactsith wings,
either as a natural feature of their physiologya®an unnatural
addition. It allows the character to fly usingithgings, and to
make use of air currents and thermals to improeg fhight.

Zero-G Movement — This is the skill of moving freehnd
effectively in zero gravity environments. It inves knowing
your own centre of balance, as well as a certaiaremess, if
not understanding, of momentum and inertia.  Moving
effectively in zero-g requires the use of the whabely, and is

a complex skill to master.

Influence (EMP) -Valued by those who prefer not to shoot their way
through everything, using influence may not be liriand flashy, but it
will save you a lot in bullets and hospital bills.

Fast Talk — The simple knack using bluff and gtdl€onvince
someone that everything you are saying is the genaiticle
(or possibly to convince someone that it's alleg.li This skill
can also be used to tell if someone is lying to.you

Fellowship — The skill of sensing someone's emstiamd
responding to them, Fellowship covers all formsnoimal
social interaction, such as charming a receptiprsistiucing
someone, or noticing that your friend seems bothetgout
something.



e Negotiation — This is the skill of pursuading someoto
consider your point of view, possibly to acceptuafavourable
idea or perform a task that they would otherwisgnsh

e Storytelling — This is the art of holding an audienand
spinning a tale. Talented storytellers can make host
mundane stories into exciting epics that capture th
imagination.

e Teaching — Teachers are able to pass on their ledoel to
others more effectively, allowing them to instruother
characters in the use of their various skills.

Language: Deltamori (INT) Fhe language of the Deltani, this language
has no spoken component. Everything is commurdcatrially through
body motions, like a form of sign language.

As a language skill, Sli'Ta’Zi has no specialisaso However
the character will need to choose a dialect to Kiked in. Additional
dialects may be learnt, with each dialect costimg $ame as buying the
first rank in a specialisation (essentially tresdcle dialect as a
specialisation that you can only buy one rank iNyhen attempting to
speak or understand a dialect they are not familigh the character's
effective skill rank in Language: Sli'Ta’Zi is treml as being one less.

Language: Drakin (INT} This is the tongue of the Drake, the mysterious
empire that borders colonised space.

As a language skill, Drakin has no specialisatiottowever
the character will need to choose a dialect to kiked in. Additional
dialects may be learnt, with each dialect costimg $ame as buying the
first rank in a specialisation (essentially tresdcle dialect as a
specialisation that you can only buy one rank iyhen attempting to
speak or understand a dialect they are not familigh the character's
effective skill rank in Language: Drakin is treatesibeing one less.

Language: Kavrat (INT) -An obscure and confusing language, Kavrat is
the common language of the ancient Kavir, and @ifobnd written all
over their temples and other Kavir ruins. It issnoommonly know by
those that make it their work to study the Kavir.

As a language skill, Kavrat has no specialisatidiswever the
character will need to choose a dialect to beeskilh. Additional dialects
may be learnt, with each dialect costing the sasbuging the first rank
in a specialisation (essentially treat each disdsch specialisation that you
can only buy one rank in). When attempting to Epeaunderstand a
dialect they are not familiar with the charactefective skill rank in
Language: Kavrat is treated as being one less.

Language: Kthunyall (INT) Fhe high tongue of the Kavir, used only in
their religious rites, this language appears oir thest important records,
but few can ever master it.

As a language skill, Kthunyall has no specialisatioHowever
the character will need to choose a dialect to Kiked in. Additional
dialects may be learnt, with each dialect costimg $ame as buying the
first rank in a specialisation (essentially tresacle dialect as a
specialisation that you can only buy one rank iWyhen attempting to
speak or understand a dialect they are not familighh the character's
effective skill rank in Language: Kthunyall is tted as being one less.

Language: Sli'Ta’Zi (INT) -This is the true language of the Slithzerikai,
difficult to learn and spoken by few. With thetBliall gone, it is very
much a dead language, but it has its uses in iémg their texts that
remain.

As a language skill, Sli'Ta’Zi has no specialisaso However
the character will need to choose a dialect to Kkiked in. Additional
dialects may be learnt, with each dialect costimg $ame as buying the
first rank in a specialisation (essentially tresacle dialect as a
specialisation that you can only buy one rank iWyhen attempting to
speak or understand a dialect they are not familighh the character's
effective skill rank in Language: Sli'Ta'Zi is treal as being one less.

Language: Slithzeen (INT) Fhe slave tongue, this is the standard

language of all the known galaxy. It was origipallsimplified variant of
the Slithzerikai tongue, taught to the slave spgece that they could
understand orders.

As a language skill, Slithzeen has no specialiratioHowever
the character will need to choose a dialect to Kiked in. Additional
dialects may be learnt, with each dialect costimg $ame as buying the
first rank in a specialisation (essentially treaacle dialect as a
specialisation that you can only buy one rank ivWyhen attempting to
speak or understand a dialect they are not familigh the character's
effective skill rank in Language: Slithzeen is teghas being one less.

e Republic — This dialect developed during the ddythe Free
Slave Republic, and is still spoken exclusively hivit the
Clans. 1t is also spoken widely amongst the Frellspand is
the single most common form of Slithzeen now irs&dce.

e Classical — This is the original Slithzeen, astfiesight to the
slave species. It is largely a dead variant ofldhguage now,
found mostly in ancient texts. However as the afatll other
dialects, it remains a versatile form of the larggjaand is
useful for translating between more widely divetgdialects.

e Edge — This is the dialect shared by the Outer Edgeworlds,
and is also spoken on many of the surrounding Eringrlds
with which they trade.

e Hub - This is the dialect of the Hubward Freewomgsr the
old Kavir territories. As with other Freeworld Wats, it is
also shared with many of the neighbouring Fring€edgo

e Cluster — This is the dialect of the small groupFoéeworlds
known as the Upper Cluster. A fairly insular cotlen of
worlds, this is the most divergent of all the diade and the
least widely spoken.

Management (INT) Fhis skill covers all the messy intricacies of
academia and bureaucracy, the hard work of extigciind using
information within large organisations, and of mging time and
resources.

e Research — This is the skill of taking a large botlknowledge
like, say, a library, and getting useful informatiout of it
quickly and efficiently.

e Accountancy — This is the understanding of systeofis
accountancy, how to balance books and keep alhtimebers
adding up properly, or, if desired, improperly, that nobody
notices where the missing cash is going.

e Bureaucracy — This is the skill of dealing with fa and
requests, finding the right people to talk to, artimately
knowing how to cut through red tape, or how to ewpit
against others.

e Organisation — This skill helps in dividing up @he, assigning
of tasks, and utilisation of resources. It is $k#él of knowing
the strengths and weaknesses of a team of peopldaav best
to utilise them.

Medicine (PER) -An important skill for at least one member of tlzetp
to specialise in, medical skills help you patchnupch the damage that
you are likely to suffer in the course of your aciuees.

e  First Aid — The most immediately effective medisélll, first
aid allows you to stabilise a critically injuredrpen.

e Diagnosis — This is the skill of diagnosing an ediperson’s
condition and prescribing an appropriate cure.

e Surgery — This the skill of surgically repairingndage to a
body, and allows you to stabilise fatally woundedracters.

e Herbalism — This is knowledge of primitive medichenixing
various herbs, plant parts, and other naturally uoeoy
resources to create curative effects.

e Pharmaceuticals — This is the knowledge of advanced
medicines, that can only be made with the assistanic
laboratory equipment.

Melee Combat (PER) Fhe Melee Combat skill covers any form of close
combat, be it using fists, blades, clubs, or amgioform of melee weapon.
e Unarmed Combat — This is the skill of kicking somes ass
without weapons, be it through martial arts, boxing just
plain brawling.

e Hand Weapons — This skill covers the use of anicélose



combat weapon designed to be wielded in one handrds,
knives, clubs, and hand axes could all be considesdid
melee weapons.

e Two Handed Weapons — This skill applies to the afskarge,
heavy, two handed weapons such as battle-axedandares.

e Pole-Arms — Pole arms are long hafted weapons asigpears,
quarter-staves and pikes which can be used to tkeepnemy
at a long distance.

e Grappling — Grappling is the art of pinning and stoicting
your opponent, rather than attempting to simphh lasit at
them. Contrary to popular opinion, grappling ist maerely
used in unarmed combat, and in practice it fornageh part of
any sword-fight. A warrior who can pin their opeorts blade
and then remove from them is almost guaranteedryict

Missile Weapons (PER) Fhis skill covers the use of any forms of
primitive ranged weapon, including bows, crossbasliags, and balanced

throwing weapons. Of course many of these “prieitiwveapons have

seen a number of updates over the years, and évire dighest tech

levels it is still possible to make good use o§ tkill.

e Thrown Weapons — The thrown weapons skill is usedafy
attack that involves hurling a weapon at an oppgrisa it a
finely balanced throwing knife, a grenade, or d¢ab

e  Archery — Archery covers the use of any strung bdlermally
a skill associated with the inhabitants of the nfestl fringe
worlds, it should still be noted that there a numiné
technologically advanced varieties of the strung lawvailable
in the world of Inferno, the most powerful of whichn shoot
through space ship hulls.

e Crosshbows — A crosshows is a much easier weaposetthan
a bow, designed to be fired from the shoulder vengust one
handed. Much like bows, they are available in méonns,
from the primitive, to those capable of firing angitter bolts
into orbit.

e Slings — A simple but easily concealed weapon atingj of
little more than string and a scrap of cloth, thegstakes some
skill to use, and can be deadly in the right hands.higher
tech levels, if stones should prove insufficiemnsider that a
sling adds considerably to the range and accurdcgng
grenade.

Navigation (INT) —This is the skill of plotting a fast safe routeatgiven
destination. Depending on the mode of transparigoesed, any number
of factors must be taken into account, hence tkeiafisations of
Navigation focus on the different means of traveeve it may required.

e Orienteering — This is the skill of simple map readand
navigation by foot. Orienteering tends to be ufmdsmall
scale journeys on foot, where even a day's trailkbwly be a
few miles, and the smallest change in terrain @significant.

e Aerial Navigation — This is the skill of chartingné
maintaining a course using a map and whatever atorgl
tools are on hand, over large distances and ongidater scale
than Orienteering.

e Marine Navigation — This is the knowledge of cutsgrwind
factors, and other aspects of charting a coursesscor along,
any body of water.

e Astronavigation — As well as providing an undergiag of
navigation in deep space, this specialisation aleers the
plotting of courses through the transdimensionallnns of
hyperspace.

Observation (PER) —The observation skill is all about gathering
information. Character's skilled in observatioweremiss a trick; they are
difficult to surprise or deceive, and telling déararely escape their
notice.

e Awareness — This is a highly developed awarenessnefs
surroundings, giving the character a far greatemnch of
noticing important stuff, possibly before it turiméo dangerous
stuff.

e Investigation — The skill of noticing small detaithings amiss,
things of value, this skill can be used to search Hidden
doors, discover the mechanism of a trap, or finel emall item
amongst many. Whereas awareness is used to rthiiugs
without thinking, investigation is used to speaflg search for

detalils.

Tracking — This skill will allow you to follow th&ail left by
the passing of a person or creature.

Sensors — Sensor systems is skill of operatingraxdhasensors
and interpreting their various readouts and datputs.

Evaluate — Skilled evaluators can examine an itech get a
good idea of how well made it is, whether it's bdamaged in
any way, and whether it's a genuine, or a forgeBenerally
this skill also requires an understanding of themitbeing
evaluated. For example a character evaluating remoik
should have some skill in art. A character evahgah weapon
should either be skilled in it's use, or have adeustanding of
weapons design.

Occultism (INT) — The occultism skill largely relate to the study,
understanding, and often the practise of magicwé¥er not all occultists
are mages. Many simply choose to study the higibryagic, and it's use.
Often this skill is learnt by those that hunt oghfi mages, as the
knowledge of their foe allows them to enter théfigrell prepared.

Meditation — Meditation allows a character to vaariy enter
a trance like state, during which their mind becsraesea of
calm and their body's functions are reduced to lsolate
minimum. Meditation can allow a character to bretervive
harsh environments, including vacuum, and to réfstatigue

and stun damage quickly. It can protect againstinaifecting
magics, and can aid in the use of Spirit Sensespaticasting.

Spirit Sense — The use of magic subtle impresdiwatscan be
sensed by all living creatures. By learning toogrise and
understand these impression, a character can tiegense the
presence and location of magical activity arounenth For
more information on the use of the Spirit Sensdl sid¢e

Playing With Magic in Chapter 3.

Magical Theory — This skill is used to recall knedge of

obscure magical practices, or to understand foifnsagic that
the character does not actually practice. Mostanage taught
by a single tutor, and never understand anythingnafjic

beyond their own limited ways. However those who
understand the larger theories of magic can identifferent
magical practices, know their individual traits amaperties,
strengths and weaknesses.

Magical Technique — To truly become a powerful mage
detailed knowledge of magical technique is vitalVhen a

character tries to apply their magical abilities smmething

outside their normal scope the GM will often calt & magical

technique roll to see if they can pull it off.

Pilot (PER) —the pilot skill is used to operate any vehicle ¢tdpaf
moving freely in all three physical dimensions.isTimcludes space craft,
aircraft, and even submarines.

Aeroplane — An aeroplane is any vehicle that ukesuplift
created by shaped wings to keep it in the air. &epacecraft
are designed to function as aeroplanes when insgthave.

Helicopter — A helicopter uses a form of directrsion to
keep it in the air. This may be rotor blades,ansthing more
advanced such as angled jet thrust.

Starship — Starships move in the void of space revgeavity,
lift, and air-resistance all become meaninglessasd/ inertia
and thrust are the tools of a starship pilot.

Submarine — This refers to any vehicle designeaptrate and
manoeuvre underwater. This skill also applies wbeerating
such vehicles on the surface of the water. It dumsaffect
amphibious land vehicles, or any vehicle desigredperate
bottom of an ocean or lake, only those that haeefuli range
of three dimensional motion.

Ranged Combat (PER)TFypical of soldiers on more advanced worlds, the
ranged combat skill is used to operate technoldigiedvanced weaponry,
from the most basic of black powder weapons thrdodhser rifles and
plasma cannons.

Handguns — The use of small handheld firearms sagh
revolvers, duelling pistols, machine pistols, afides action
handguns.

Firearms — Most typical handheld firearms fall untés skill.
Rifles, crossbows, shotguns, and pretty much angthise that



you can point and shoot. Whereas handguns arédeoed to
be small weapons, Firearms covers most weaponsdbaire
two hands to aim.

Heavy Weapons — Heavy weapons are typically laogéy,
special application weapons with very specific lb&#ld roles.
Machine guns, rocket launchers, grenade launchers,
flamethrowers and plasma cannons are all covereti®gkill.

Gunnery — This skill covers the operation of vehiolounted
weaponry and field artillery, large scale weaporith vauge
destructive potential, that require a very différphilosophy in
their use.

Ride (AGL) -The Ride skill is used to control any vehicle whoperation

relies primarily upon the users physical movememd &alance.

This

includes, in particular, animals, motorcycles, amdkers.

Land Animal — This is the skill of controlling arsprt of riding
animal, and staying in the saddle when the creagets
frightened, or has to move suddenly.

Flying Animal -
Bike — Bikes are typically two wheeled vehicleien very

light and fast, be they powered by an engine,raphi by the
driver.

Walker — A walker is any vehicle that uses legsléoomotion.
Often used in rough terrain for their ability tovigate rocky
ground.

Gravbike — The most advanced form of bike, a Giebor
Gravcycle is a motorcycle that uses gravitics taffloff the
ground. Essentially frictionless, they can movednatedible
speeds.

Science (INT) The science skill covers the knowledge and apjdinatf
the natural sciences, through empirical study ape@mentation.

Physics — The study of the properties of our plajsiciverse.

Chemistry — The study of the properties of matterd its
interactions.

Biology — The study of the structure of form ofitig beings.
Psychology — The study of the mind, and its marmyets.

Zoology — The cataloguing of animal species, knawiheir
forms, physiologies and behaviours.

Subterfuge (INT) Subterfuge deals with the overcoming of variougtor
of detection and security, from the use of camaefland disguises
through to producing false IDs and bypassing locks.

Camouflage — Camouflage entails the use of maseaald
colour schemes to meld into the environment. Someskilled
in camouflage, given time to prepare, will be atdevastly
improve their chances of avoiding detection.

Disguise — Characters skilled in the art of disguase able to
conceal their identity through a combination oftaase, props,
and some good character acting.

Bypass — The bypass skill allows a character toiedec
override, or temporarily disable various systemsostiy
security systems. It is primarily used to overcaaidorms of
high-tech security, such as mag-locks, motion gshsand
laser tripwires. Devices disabled using bypas$ aily be
temporarily affected, and for a more lasting solutithe
character would do well to gain some knowledgel@dteonics.

Lockpicking — The fine art of making locked thingslocked,
this skill will unfortunately only work on standardechanical
locks, not electronic devices.

Forgery — This is the skill of producing a convimgiforgery.
On it's own, it represents the knowledge of varitachniques
for forgery, and the understanding of what a goorhdry
should have. To actually produce a decent forgemy
character may also need an appropriate craft sleiiending on
the medium of the forgery.

Survival (INT) —Those skilled in survival know how to travel andsist

in the wilderness.

They are able to forage, hant find shelter, and

know the dangers of the wild.

Hunting — This skill covers the knowledge of trampior
hunting animals. It includes knowing how to makel glace

snares, and where best to conceal oneself fora &id.

Foraging — This specialisation helps the charaictdocating
edible plants, discerning the dangerous ones, aadikg how
best to prepare such food.

Sheltering — Characters skilled in sheltering kwdvwere to find

shelter, how construct simple tents, shacks, anderot
coverings, and how to best weather the onslaughthef

elements.

Animal Handling — Those with a talent for handlingimals
will be able to react properly to wild creaturesattithey
encounter and coax a better performance out anyestizated
creatures they have to work with.

Beast Lore — This is the knowledge of animals,rthehaviour,
their habits, and the dangers that they may pose.

Technology (INT) -The technology skill deals with understanding how
different forms of technology operate, their desigrincipals, their
workings, and the theories behind their design. ar@tter's skilled in
technology understand its workings, and know tleoit behind various
technological advances. This is a theoretical kedge, and to actually
build or repair any advanced machine, the charaeilealso need to be
skilled in engineering.

Cyberware — The science of mechanical implantst thesign,
and their operation.

Weaponry — An understanding of the design and cactsn
of advanced weaponry.

Armour — The art of making things safer by hidihgm behind
very tough materials.

Starships — All the practical science of modernssiip design.

Ground Vehicles — Understanding the design of laaded
transportation.

Aircraft — Knowledge of just about anything desidrie carry
you from one place to another inside a planet'ospinere.
Stealth Tech — An important but very complex fieftiealth
technology is simply the art of making things vlard to find.

Magical Skills
When choosing magical skills, remember that eachicah skill block
uses up two Favoured skill slots, instead of theaisne.

Focus (EMP) -Focus magic has many schools and disciplineshestall
share the common practice of using the energyeo§pirit to push the
body far beyond it's limits, making its practitiasecapable of extra-
ordinary feats.

Warrior — Warriors focus their passions and their rage, gisin
them to fuel their bodies, making them capable whty feats
of strength, and greatly increased resilience.

Duellist — Duellist use dance, martial arts, and other forins o
controlled movement, allowing them to completelyntcol
their bodies motions. In combat they are deadbuete and
almost impossible to hit.

Fury — Furies use meditative techniques that allow them
enhance their senses and accelerate their consegsus As a
result they can move and act with blinding speed.

Warder — Warders are those who use their force of will to
shatter and dispel magical energies, allowing thdefiect
harmful spells and break enchantments.

Judgement- Judges learn how share their spiritual energies
with another being, allowing them to give energyitmther, or
drain it from them.

Sorcery (INT)- Perhaps the most well known of all mages, sorsere
shape and channel pure magic to perceive andthievarious forms of

their chosen element. There are four variantshensbrcery skill group,

each relating to one of the four fields of sorcemyelements as they are
sometimes known. Each of these 'elements' islddétaelow. Note that
since each of the fields of sorcery is treated asparate skill group, it is
entirely possible for a mage to study in more thaa element. However
each version of Sorcery counts as a separate gskillp (requiring the
sacrifice of two primary skill groups, as with amagical skill group). By

the same token the general skill and specialisstminSorcery must be



purchased separately for each element, and theretiffes between the
elements are sufficient that they may not be sutietl or exchanged.

Energy is the most lively of the elements. Oftesagiated, by
more primitive sorcerers, with the ideal of Firk farms of movement and
activity involve energy in some way. Essentiathyastery of energy gives
you control over the forces that power the universe

Matter is the building block from which our orderedrlds are
constructed, and as such it is strongly associatidthe element of Earth.
It is the substance of all things, from the tinipatticles to whole planets.
Whilst not so well versed in the more metaphysispects of sorcery,
Matter sorcerers settle instead for complete cootrer the physical world
that surrounds them.

Life is the spark at the heart of that which livéee spirit that
can be shaped, strangled, nurtured or crushed. oty associated with
the classical element of Water, Life magic allotws sorcerer to command
not only the substance of life, but also that gfeaspark, that some call the
soul, which lies at it's very heart.

Warp is the very fabric of space and time. Asdedavith the
invisible power and shapelessness of Air, Warp matiows the sorcerer
to control the most fundamental forces of the ursigeand even allows
them to affect that mysterious other world knowrhggerspace, through
which star ships travel to cross the great distantspace.

e Discernment — The first thing many sorcerers leglout an
element is how to perceive it, down to the finestad, to be
utterly aware of it, be it the flow of time, theistings of the
warp, or every breath taken by those around you.

e Evocation — A powerful, but limited art, this allewthe
instantaneous creation of a small amount of theehelement,
in whatever form the sorcerer desires, be it a tblightning
arcing from their fingertips, or 5 seconds of extnae for them
to use. Be warned that the results of a successéation
attempt are always short lived.

e Manipulation — Perhaps the most useful of the &hnfs,allows
the sorcerer to control, shape, and alter theiseh@lement to
their will, such as making a plant grow fastersbaping a hole
into a door.

e Destruction — The art of allows the sorcerer toceh out, or
negate their chosen element, snuffing out lifetirgtshort of a
journey through the warp, or draining all the h&am an
object.

Spellmarking (WIL) The art of spellmarking involves the use of powerfu
symbols that can be imbued with magical energiesery mark has a

particular purpose, but within that purpose theiseeeffects of the mark
may be altered depending on how it is inscribed.

e Seeking — The mark of seeking can be used to searcbveal,
to confuse, and to conceal. It affects perceptiosight,
divination, even understanding.

e Safety — The mark of safety can be used to keemshirom
harm, or to inflict it. Wards, guards, blasts,sag and alarms
can all be created with this mark.

e Passage — The mark of passage will remove anyadestthat
lie in your path, or place obstacles in the pathstbers. It
makes clear your way, or obstructs the way of athdt can
raise-up or crumble walls, it can provide powerdlight and
teleportation, or create a prison from which thieneo escape.

e Power — The mark of power can give power to a perso
thing, or it can take it away. Strength and weakngrowth
and decay, impairment or advantage are all withendomain
of this mark.

e Chaos — The mark of chaos can sow disorder, separat
confuse, and overturn order. Inverted, it restoceder,
restrains, shapes, and controls.

Technomancy (INT) An archaic form of magic based around the creation
of enchanted items, potions, and even autonomoggaidifeforms

known as golems. Technomancers deal in the wéttldeocold, dead, and
inanimate.

e Transmutation — The art of transmutation allows a
Technomancer to transform matter at the atomic lleve
recreating it into completely new forms.

e Transformation — In some ways the most spectaaflahe
Technomantic arts, transformation allows a Technareato
break apart the very essence of matter, convertinigto
energy, and likewise to manifest raw molecular ®rfrom
pure energy.

e Empowerment — More mystical in its nature than sahthe
other Technomantic arts, empowerment allows the
Technomancer to subtly alter the very essence diira,
making it better, or worse, at what it does.

e Animation— Those skilled in animation can awaken psuedo-life
in ordinarily inanimate things. The very pinnaoclethis art is
the creation of independent constructs known agGsl

e Psychometry— Psychometry is the art of reading an object,
seeing into it's past, and determining its trueuret Powerful
psychometrists can speak to the spirits within iimate things,
and learn many things from them.



BACKGROUNOS

Reputation

Fame

A character with Fame is well known for certain die¢hey may or may
not have performed. Their fame could be just ie oity, or could cover
half of the known worlds. The value of this edgpehds on just how far
the character's renown stretches, relatively tositee of the campaign
being played.

Whenever the character meets a new person witl@natha
affected by their Fame, the GM should make a DRi# fhtelligence roll
for the person in question, to see if they haverchez the famous
character. Success indicates that they have indesd of the character's
good reputation, and will react accordingly (altgbut should be noted
that in certain circumstances fame can be a mixedsimg, and not
everyone will respect the character for their degfdenown. Some may
even take objection, or react violently).

The practical benefits (or inconveniences) of fasheuld be
determined by the GM as the situation warrants. is Thay include
modifiers to dice rolls in many social situations, well as other effects
which are harder to define numerically.

It is possible for a character to have both Fame lafamy,
with different areas of effect. If a person fallghin just one area, simply
have them roll to recognise either the characteéamse or Infamy, as
appropriate. If they are caught in both areasetthem roll for both. If
they pass both tests, then they have heard miyemtse and will have to
decide, according to their own inclinations, andirtHirst impression of
the character, which to believe more. Most peopi be cautious,
waiting to see side of the story should prove true.

If the character's fame is false (in other wordghéy never
actually did all the things that they are renowfmd, then the total cost is
halved. This only applies if their reputation i€@mplete fabrication, as
opposed to simply being blown out of proportion time retelling.
Naturally a character with false fame runs a seridask of lose it all, and
incurring the wrath of a great deal of people stothis ever be
discovered.

The actual cost of Fame is determined by two factdthe first
is the Fame Rank, a value from 1 to 10 which deteshow far reaching
the character's fame is, as shown on the chartvbelo
The second factor is the Wealth and Tech Levehefdampaign. Since
wealthy character's tend to have better accessivanaed transportation
they therefore tend to travel more often, and fnthfield. This in turn
means that small areas of Fame are worth a lot mocampaigns with
limited resources. To represent this, the costthef Fame edge is
determined by choosing the rank, taking the costiptier for that rank
(as shown on the first table), and then multiplyingy the base CP cost
for the campaign, as shown on the second table.

For example: In a campaign with Average wealtl, affech Level of 3,
having 5 Ranks of Fame would cost 60 CP (15 x 8% 6

Rank1  Town or City 1CP
Rank 2  Country 3CP
Rank 3  Continent 6 CP
Rank 4  Whole world 10 CP
Rank 5  Neighbouring worlds 15CP
Rank 6  Aregion of space / A Clan 21CP
Rank 7  Several regions / Clans 28 CP
Rank 8  Most of the known worlds 36 CP
Rank 9  All of the known worlds 45 CP
Rank 10 Beyond the known worlds 55 CP
Tech Level Poor Average Wealthy
0 11 CP 10CP 9CP
1 9CP 8 CP 7CP
2 7CP 6 CP 5CP
3 5CP 4 CP 3CP
4 3CP 2CP 1CP

The final factor that can affect the value of Famejust how well
respected the character is because of it. By Hefharacter's with Fame
are Respected. This means that people have headdligngs about them,
and will be liable to trust their words and deed®ople may well ask to
shake their hand, and try to engage them in coatiers

For half the total cost of this edge, the character simply be Known,
which means that people have heard of them, and leeard good things,
which will certainly aid their chances of gettingoa or a loan, but it won't
get them into a swanky party on the strength df tieeme alone.

By doubling the total amount paid for this edgeg ttharacter can be
Loved, making them, essentially, a figure of greslebrity. People will
ask for their autograph, and other famous peogldrwite them to dinner.
For quadruple the normal cost, the character caddoeed, raising them
to the very heights of superstardom. Shops will sgeemorabilia
embossed with their likeness, and their autograitihsell at auctions for
considerable amounts of money.

Infamy
Infamy is the flip side of Fame. Rather than beiegpected, an infamous

character is largely disliked. Infamy is boughtlie same way as Fame,
and in play it functions in the same way, with otlcbaracter's making
Intelligence rolls to have heard of the Infamouarebter.

It is possible for a character to have both Fame lafamy,
with different areas of effect. If a person fallghin just one area, simply
have them roll to recognise either the charactéame or Infamy, as
appropriate. If they are caught in both areasetthem roll for both. If
they pass both tests, then they have heard mixwmtse and will have to
decide, according to their own inclinations, andirtHirst impression of
the character, which to believe more. Most peopik be cautious,
waiting to see side of the story should prove triaturally this will also
be affected by the relative strengths of the Infang Fame. A character
who is both Distrusted and Loved will usually fipdople veering towards
a more positive impression, with only slight resgions.

Just as with fame, the benefits and inconvenienfaafamy
should be determined by the GM as the situatiomamis.

Infamy is priced in the same way as fame, howesénfamy is
generally more of a disadvantage, instead of oggpimints, it gives the
player more points to spend, just like a Flaw. eLflame, infamy can be
false, which in turn halves the number of pointsxgad from Fame, since
the character has the chance of clearing their reamdethus removing the
effects of their infamy.

The value of infamy, relative to the area it coyadvances at a
slightly slower rate than that of fame. When wodkiout the cost
multiplier for infamy, use the area chart belowheTbase cost, according
to the Tech and Wealth level of the campaign, ram#ie same.

Rank1  Town or City % CP
Rank2  Country 1CP
Rank 3  Continent 3CP
Rank4  Whole world 6 CP
Rank 5  Neighbouring worlds 10CP
Rank 6 A region of space / A Clan 15CP
Rank 7  Several regions / Clans 21 CP
Rank 8  Most of the known worlds 28 CP
Rank 9  All of the known worlds 36 CP
Rank 10 Beyond the known worlds 45 CP

By default character's with Infamy are Dislikedhi§ means that people
have heard have heard many unpleasant things #beut, and will be
unwilling to associate with them for any longerritabsolutely necessary.

For half the total value of this flaw, the charaatan simply be
Distrusted, which means that people have heardhiags about them, not
enough to dislike them on sight, but enough thay till be naturally
wary, and unwilling to trust the character.

By doubling the total amount gained from this flathe
character can be Feared, making them, essent@llfigure of terror
throughout the area their infamy covers. They wét refused entry to
shops, bars, and other establishments, peopleshnill doors in their face,
and refuse them any kind of service. The only petpey will be able to
deal with are those willing to look past their futeputation, or those for
whom it simply isn't a problem (usually people whee themselves
feared).

For quadruple the normal CP gain, the charactetbeaHated,
causing them to be refused entry to entire worlds, fear of their
presence. Police will attempt to arrest them witheason (or simply to
“Preserve The Peace”) and they will hounded oubwh by angry mobs
wielding torches and pitchforks.



Rank & Influence

Membership
Rank represents the characters membership in sordeok organisation,

anything from a small gentlemen's club, to a Clailitary. Rank is
measured as a numerical value, like any otheatei Rank O simply
indicates membership at the lowest levels of theseh group, whilst
higher levels of Rank represent some actual amofirauthority and
respect in the chosen group.

The cost of Rank depends entirely on the groupuestion.
Rank in a small Freeworld mafia would have a falioly base cost, whilst
Rank in a more powerful organisation would have ommensurately
higher cost. This is the base cost for buying Rartke given group. The
total cost will depend on how much Rank is beingchased.

A starting character cannot be more than Rank &ingiven
organisation. To determine how much Rank costsafstarting character,
use the table below to find the cost for the amoohtRank being
purchased. Then multiply this by the base costtlier organisation in
question (this is covered in more detail in Chaptérof the GM's Guide).

Membership, at any Rank, even Rank 0, confers abeurof
benefits to a starting character.

The first is that each organisation can providming in certain
skills, allowing your character to exceed the ndrstarting caps for those
skills. The GM will give you a list of the skillrgups that the organisation
offers training in. Your character may begin withe specialisation from
each of those skill groups at rank 4. However guaust still pay for the 4
ranks in the specialisation, as per usual.

The second benefit is that most organisations leoess to
sources of equipment, which will allow your chaeadio purchase items
above the normal Tech Level limits for the campaigbnce again, the
GM will supply you with a list of types of equipmethat the organisation
can provide you with. Just as is normally the dasebtaining equipment
above the campaign's Tech Level limits, you multran each item past
the GM before buying it. However your membershipan organisation
can provide a legitimate reason for having the iteffihe one other
limitation here is that the organisation will haadech Level of it's own.
If the item's Tech Level exceeds that of the orgation, they will not be
able to acquire it.

Rank 0 1 2 3 4 5
Cost X2 x4 X7 x11 x16 x22
Influence

Unlike Rank, which represents a level of actual iership in the given

group, Influence merely represents the ability ffeca the actions of that
group, without actually being directly connectedthwi The cost of

Influence is half that of the equivalent amountRdnk in the chosen
group, rounding up. However a character with Remkn organisation

automatically has Influence in the organisatiorihet same level as their
Rank. If you wish to purchase additional Influemdgéhin an organisation
that your character already has Rank in, speakyeitin GM.

Background Talents

A Favour Owed — Variable (8 — 32 CP)

This character is owed a favour, which they mayoskao call
in at any time. This edge may be taken multiptees, at different levels,
with each instance representing a single favoune Value of this edge
depends on the size of the favour:

e A minor favour — 8 CP

e A moderate favour — 16 CP

e A considerable favour — 24 CP
e Alarge favour — 32 CP

Ally — Variable (20-70 CP)

The character has a friend who is generally willadelp them
out in most situations. Allies will expect somdphom the character in
return, and if the character treats them badlgastis to much of them, they
may start to rebel, or just walk off altogethern Ally doesn't generally
accompany the character everywhere, but they wespond to requests
when they are available.

e Assistant: Someone who is useful, but not aseskilvell
connected, or well resourced as the characterGR20

e Compatriot: Someone approximately equal to theatter in
terms of resources, connections, and abilities EB0

e Mentor: Someone with superior knowledge, resoyrsiasis,
connections, or abilities than the character. Swraevho could
train and advise, as well assisting, but will exgede treated
with the respect they are due — 70 CP

Contacts — 2 CP (Ranked)

The character has connections in the right plaees;s of
getting information, or setting up meetings witle tfight people. When
purchasing the Contacts edge you must choose dabgaiion for your
contacts, indicating the kind of knowledge and @ations that they have.
This edge may be taken multiple times, at differamks, with a different
specialisation being taken each time. The totalkraf Contacts
determines the odds of them producing somethinduusehen asked.
Contacts do not work for free, and they will expertbe treated well by
the character. They may ask for payment, or fawaumreturn for what
they do.

Here some examples of possible specialisation€dotacts:

e Criminal — Anyone with connections to the undendprthe
black market, and the various criminal organisation

e Political — Politicians, aides, personal assistaptople who
work within political parties, civil servants arfktlike.

e Media — Journalists, editors, people with contactthe world
of news and entertainment, actors, producers, distlsa

e Scientific — People with connections to scientifiesearch,
study, and developement.

e Military — Soldiers, strategists, weapons traders the like.

e Business — Big businessmen and business analgsisys and
merchants.

e Magical — People with knowledge of magic, or wheydind
magical texts, items, and information.

This list is not definitive, and you should free doggest any
other ideas you have to your GM and see if th&)Kewith it.

When making use of your contacts, the GM determineish
specialisation is needed and, assuming their ctearhas the appropriate
contacts, the player makes a task rolling usimige the Contacts Rating
(as if they were making a Pure Attribute rollj they equal or beat the DR
set by the GM then the contacts have managed tbtpugh and
obtained the required information. The better shecess, the more they
can provide.

Income — Variable (5-50 CP)

As opposed to starting wealth, which is a lump st Income
background indicates that the character has somme & continual and
reliable income. Every 5 CP spent on this edgesjithe character a
monthly income of 1 CP's worth of cash, the exawbant being based on
the starting wealth and tech level of the campaitiris entirely possible
that events during play will cut off the characteatcess to their income,
in which case it should accumulate in their abseatteough eventually
they may lose it altogether if their business nmatte unattended for too
long.

No more than 50 CP may be spent on this edge.

Tech Level Acclimatisation — 16 CP (Trained)

This character has had sufficient experience tadmefortable
living at a tech level other than that of the caigpa For example in a
tech level 3 campaign all characters are assumée tcomfortable with
level 3 technologies. However a character with hTetevel
Acclimatisation can choose to also be comfortabth level 2 technology.
This edge can be taken multiple times, each time fdifferent tech level.
It does need to be taken for the tech level ottdrapaign.
Enemies

Background Flaws

A Debt To Pay — Variable (6-24 CP)

This character owes somebody a favour, which magabled in
at any time. This flaw may be taken multiple timas different levels,
with each instance representing a single favounhe Value of this flaw
depends on the size of the favour:

A minor favour — 6 CP

A moderate favour — 12 CP

A considerable favour — 18 CP
A large favour — 24 CP

Dark Secret — 24 CP

A dark secret is something from the character's wagh they
will go to any lengths to conceal. If the chardstdark secret were to get
out, it would utterly ruin their life. Be creatiweith dark secrets, and if
you can't think of one ask the GM for help. Thestholikely form in
which a dark secret should appear during play vélsome form of action
that threatens to reveal the character's secrétis Will result in them
working hard, perhaps even kicking off an entir@eadure, just to keep
the truth hidden. It is unlikely that a dark séésesomething the character
will want to share with their fellow party membets)less they trust them



completely, or they are desperate.

Dependant — Variable (8-32 CP)

A dependant is somebody who relies upon the cteraot
support and look after them. This may just invademding money home,
or it may be a case of constantly protecting thdm find the value of this
flaw see the chart below and decide just how mtiem#on the dependant
needs.

e The dependant lives mostly under their own meansnbeds
money, or occasional visits from the character 8 CP
e The dependant needs regular visits from the charastwell as
continual monetary support 16 CP
e The dependant, though capable of acting for theraseimust
be in the character's care at all times 24 CP
e The dependant not only must remain in the charaatare, but
is in some way disabled so that they are largetapable of
caring for themselves 32CP

Enemy — Variable (15 — 50 CP)

An enemy must always be a named individual, althahgy
can be affiliated with an organisation, governmantther faction,
providing them with resources and contacts. Theevaf an Enemy
depends on the threat they pose to the charaEtes.threat could be
direct physical violence, it might be through res@s and henchmen that
the Enemy has at their disposal, or it might evethipough more
roundabout means such as destroying the charaassess, taking over
their businesses, or using the legal system agdiest. An Enemy does
not necessarily have to be seeking the charadeath, but they should be
after something sufficiently important to be a geeuanger.

e Inferior Opponent: A nuisance, but not a genufredt to the
character — 15 CP

e Equal Opponent: Approximately equal to the chaaict terms
of resources, connections, and abilities. Is aigenthreat, but
not so dangerous that the character does not himechance of
beating them — 30 CP

e  Superior Opponent: Is more than a match for tleeastier, and
has the resources to launch attacks that will thenger to the
entire player party — 50 CP

Life Debt — 40 CP

This character owes a life debt to someone el$gs i$
essentially a debt that can never be payed off mistier what the
character will continue to remain bound to thissper

On The Run — Variable (1 — 330 CP, Campaign Depajda

This character is being actively pursued by a paldar
government or other organisation, to the point wttee group pursuing
them is willing hire mercenaries, trample over lapavernments, break
the law, and in general do just about whateveakiés to get at the
character. The cost of this flaw is dependent bitkvorganization or
government is after the character, and on the Camp#@o not forget to
multiply the value given below by the Campaign Qdsttiplier.

An organisation based on a single world — 1 CP

A fringe world government — 2 CP

A criminal cartel based on a single world — 3 CP

A low tech Freeworld government — 4 CP

An organisation spanning several worlds — 6 CP

A high tech Freeworld government — 8 CP

A criminal cartel spanning several worlds — 10 CP

The Priesthood — 12 CP

An organisation spanning most of the known world&S-CP
A pirate faction — 18 CP

A freeworld alliance — 20 CP

A criminal cartel spanning most of the known word25 CP
One of the Five Clans — 30 CP

It is assumed that for the most part the charadtebe safe
from the organisation so long as they take readermkcautions, and do
not trample on the organisation's turf. They wiill likely find
themselves being attacked every few sessions, demean just how
powerful the people after them are, but they hatesafficiently irritated
the organisation for them to bring their entiregtrito bear on them, just
what they can spare.

Tech Level Alienation — 30 CP

The tech level of this campaign is alien to thiarelster. They
do not understand how to operate the devices tiegt find all around
themselves. Even making a meal can prove difficGlharacters with this
flaw can take Tech Level Acclimatisation for frem (long as it is for a

tech level other than that of the campaign).

Wanted — Variable (5 — 90 CP)

This character has committed a crime against tbeesh
government. The cost of this flaw is dependenwvbather the crime
carries a death penalty or not. Crimes that woulg result in a spell of
imprisonment, regardless of the length of the isgmmment, are worth a
base of 10 CP. Crimes that carry a death sentmecsorth 30 CP.
However the value of this flaw depends largely ow leasily the character
can evade capture.

If the character is going to be constantly in conteith the
government that desires their arrest (or any ajbeernment sufficiently
friendly with the named authority to arrest anda&dite the criminal on
their behalf) then this flaw is worth double. Thi#l only really apply if
the campaign is largely set within the bounds efdtated authority.

If the character will be coming into regular cortaith the
government in question, but can generally live idetsf their jurisdiction,
for instance if they may required to enter the goreent's territory on
missions and the like, then this flaw is worth tleemal amount.

If the character is only very rarely in contacttwihe stated
authority, and can generally go about their lifgheut any risk, this flaw
is worth only half the stated amount.

Starting Wealth & Equipment

Up to 40 character points may be spent buyingistavtealth. The actual
amount of starting cash this translates into iemeined by the Wealth
Level and Tech Level of the campaign.

The wealth level and tech level are two valueshyehe GM,
based on the quality of equipment that he wisheghie players to have
access to. Typically campaigns set on high techdsawill have higher
wealth and tech levels than those set on primitieelds. The actual
starting currency that a character has to spemoluisd by comparing the
wealth level and tech level on the chart below.e Thlue given is then
multiplied by the number of CP they spent on stgrtiash.

Tech Level Poor Average Wealthy
0 x1 x4 x 10
1 x 10 x 20 x 60
2 X 60 x 120 x 300
3 x 300 x 600 x 1,500
4 x 1,500 x 3,000 X 7,500
5 X 7,500 x 15,000 x 30,000

Before starting play a character's starting cash bgaspent on any item,
so long as it's tech level does not exceed thelexeh of the campaign by
more than 1. So in a tech level 2 campaign startiharacters could
purchase items with a tech level of 3 or less.

Advanced Variants

More advanced versions of almost any item maby bxehased. An
advanced version is 1 tech level higher, and iiseps multiplied by 3.
Advanced items are of higher quality, sturdier, aftén have improved
features, and in gameplay terms, better bonuses.

Starting Equipment
Starting characters can spend up to 40 CP on moiieyfind out how

much each CP is worth you will need to know the ltteelbevel and Tech
Level of the campaign. Just ask your GM. Thempare these two
values on the chart below. The resulting valuaudtiplied by the number
of CP put into starting wealth.

Starting characters may not have any items moire dha Tech
Level higher than the level of the campaign.

Remember that starting wealth does not necessafilsesent
the character actually spending money. It camessmt items stolen,
found, looted, inherited, or any other explanatiuet the player sees fit to
come up with. That the items are paid for in aweyepurchased with
character points remains a constant so as to keepaters balanced.

Beg, Steal, or Borrow
Any CP earned from the '‘enemies’ or 'a favor owedkgrounds may be

spent on starting wealth even if it would resulthe character exceeding
the 40 CP limit. This is the only exception to tiée, and represents the
fact that either of these flaws could well haveutesi from the method by
which the character obtained the currency, or asivalent value in
goods. In the case of 'a favor owed' the itemsealth were likely a gift



in exchange for the favor, or else the items wenedwed and the nature
of the favor would be their return. In the caseanfenemy the items or

wealth were most probably stolen, which works patérly well with the
‘wanted' variation of the 'enemies' background.

This also makes an excellent excuse for buyingiexsms at
startup. They may not be on the open market, uydur character to
steal one would certainly make sense.

Standard ltems

Food, Drink, and Entertainment Price Tech Level
The prices listed here for basic food and drinkuase that the PCs are
subsisting on pub lunches, cafe meals, and othrers@f prepared food
(since your average PC is usually on the move J lttthe character is
buying raw ingredients and preparing their own nseabking advantage
of bulk purchases to buy enough food for a weekore, then they can
live a lot cheaper. Allow them pay double theelistost, for eveweek of
subsistence.

Bare minimum (per day)

Tech 1 3 1
Tech 2 15 2
Tech 3 75 3
Tech 4 350 4
Standard fare (per day)
Tech 1 15 1
Tech 2 75 2
Tech 3 350 3
Tech 4 1,500 4
Luxury (per day)
Tech 1 100 1
Tech 2 500 2
Tech 3 2,500 3
Tech 4 12,000 4
Trail Rations (per day)
Tech 1 10 1
Tech 2 50 2
Tech 3 250 3
Tech 4 1,200 4
Night on the town
Tech 1 25 1
Tech 2 120 2
Tech 3 500 3
Tech 4 2,000 4
Fancy restaurant meal
Tech 1 75 1
Tech 2 350 2
Tech 3 1,500 3
Tech 4 7,000 4
Theatre or Cinema (Cheap public entertainment)
Tech 1 1
Tech 2 25 2
Tech 3 130 3
Tech 4 700 4
Tech 5 4,000 5
Major concert
Tech 1 20 1
Tech 2 100 2
Tech 3 500 3
Tech 4 3,000 4
Tech 5 20,000 5
Food, Drink, and Entertainment Price Tech Level

It's generally safe to assume that if a charactides to hold a room at a
hotel for several weeks, they'll receive some sdrtdiscount. For
simplicity's sake, charge them 5 nights stay fengfull week.

Inn or Motel (per night)

Tech 1 15 1
Tech 2 75 2
Tech 3 350 3
Tech 4 1,500 4
Tech 5 7,500 5
Standard Hotel (per night)
Tech 1 40 1
Tech 2 200 2
Tech 3 1,000 3
Tech 4 5,000 4
Tech 5 25,000 5
Luxury Hotel (per night)
Tech 1 150 1
Tech 2 750 2

Tech 3 3,500 3
Tech 4 15,000 4
Tech 5 75,000 5
Two Bedroom Apartment (per month)
Tech 1 400 1
Tech 2 2,000 2
Tech 3 10,000 3
Tech 4 50,000 4
Tech 5 250,000 5
Rented House or Flat (per month)
Tech 1 800 1
Tech 2 4,000 2
Tech 3 20,000 3
Tech 4 100,000 4
Tech 5 500,000 5
Clothing and Accessories Price Tech Level

The prices listed are for a full set of clothes.hei buying individual
items the GM should simply use their best discnetimsed on the prices
listed here.

Poor Quality
Tech 1 5 1
Tech 2 20 2
Tech 3 80 3
Tech 4 300 4
Standard
Tech 1 25 1
Tech 2 100 2
Tech 3 400 3
Tech 4 1,500 4
Fitted
Tech 1 120 1
Tech 2 500 2
Tech 3 2,000 3
Tech 4 8,000 4
Finest Quality
Tech 1 1,000 1
Tech 2 4,000 2
Tech 3 15,000 3
Tech 4 60,000 4
Water Resistant +100 3
Glow Strips +500 3
Camouflage Cloth +1,200 4
Can render a number of pre-set camouflage patterns
Pattern Shifting Cloth +1,500 4
Can display constantly shifting patterns and design
Mood Fabrics +2,000 4
Change colour and tone depending on the wearergsimoo
Chameleon Fabric +20,000 4
Provides the same effect as a chameleon suit, tieeinood is used.
Entoptics +8,000 5
Limited Holo-Projection +45,000 5
Stealth Field System +60,000 5
Provides the same functionality as a stealth suit
Advanced Stealth Field System +120,000 5
As above, but equivalent to an improved stealth sui
Transportation Price Tech Level

The first price listed is for public transport, $uas buses, trains, cruise
liners, and Stella Strada jump ships. The secoriceps for private
transport, such as taxi rides and chartered jets.For illegal
transportation, double the private cost.

The prices given are all for an average journeytat type (because
working out the cost for each mile traveled is ticensuming, and
annoying). For comparatively shorter or longer joays, the GM should
feel free to adjust the price as appropriate.

Urban
Tech 1 (Large cart) 1 1
Tech 2 (Carriage) 5 2
Tech 3 (Bus or Underground) 25 3
Tech 4 (Mag-Rail or Ornithopter) 120 4

Cross Country

Tech 1 (Caravan) 20 1
Tech 2 (Steam Train) 100 2
Tech 3 (Train or Small plane) 500 3
Tech 4 (Maglev) 2,500 4
International
Tech 1 (Sailing ship) 400 1
Tech 2 (Steam ship) 2,000 2
Tech 3 (Passenger jet) 10,000 3



Tech 4 (Suborbital flight)
Interstellar

Tech 2

Tech 3

Tech 4

Tech 5
Warp Gate Per Gate
Jump Ship Per System

The maximum cost for Stella Strada is 30,000, rdigas of the

number of systems traveled.

50,000

10,000
50,000
250,000
1,200,000
30,000
5,000

ahwWN

Melee Weapons Price Tech Level
Stone Knife 2 0
Stone Axe 4 0
Stone Club 4 0
Knife/Dagger 20 1
Mace / Hammer 40 1
Handaxe 50 1
Shortsword 60 1
Broadsword 70 1
Longsword 90 1
Flail 50 1
Morning Star 60 1
Warhammer 70 1
Battleaxe 90 1
Glass Dagger 100 2
Glass Cutlass 200 2
Glass Sabre 250 2
Glass Hand Axe 150 2
Glass War Axe 200 2
Fireblade 400 2
Flameaxe 350 2
Heavy Fireblade 600 2
Heavy Flameaxe 550 2
Shock Gauntlet 750 3
Shock Mace 1,200 3
Chainblade 1,500 3
Chainmaul 1,800 3
Chainsword 2,300 3
Chainaxe 2,500 3
Powerfist 7,500 4
War Gauntlet 5,000 4
Hi Frequency Sword 10,000 4
Hi Frequency Axe 11,000 4
Hi Frequency Rapier 7,500 4
Vibroknife / Vibroclaw 4,000 4
Laserblade 5,000 4
Lasknife 4,000 4
Laser Longsword 10,000 4
Laser Axe 12,000 4
Monoknife (Tanto) 19,000 5
Monoblade (Wakizashi) 32,000 5
Monosword (Katana) 44,000 5
Stun Maul 30,000 5
Force Knife 19,000 5
Forceblade 31,000 5
Force Rapier 38,000 5
Force Sword 55,000 5
Force Axe 56,000 5
Two Handed Melee Weapons Price Tech Level
Large Stone Club 8 0
Large Stone Axe 10 0
Greatsword 120 1
Glass Greatsword 400 2
Heavy Chainsword 3,000 3
Heavy Chainaxe 3,500 3
Laser Greatsword 15,000 4
Hi Frequency Longsword 15,000 4
Hi Frequency Battleaxe 18,000 4
Force Poleaxe 85,000 5
Polearms Price Tech Level
Stone Spear 6 0
Spear 40 1
Glaive 60 1
Halberd 70 1
Quarterstaff 10 1
Glass Halberd 350 2
Glass Lance 350 2

Flame Lance 500 2
Shock Staff 2,500 3
Laser Halberd 18,000 4
Monospear (Naginata) 66,000 5
Force Spear 63,000 5
Force Glaive 75,000 5
Handguns Price Tech Level
Pistol Crossbhow 50 1
Matchlock Pistol 80 2
Flintlock Pistol 140 2
Duelling Pistol 160 2
Zipgun 100 3
Slugger 200 3
Derringer 200 3
Revolver 300 3
Magnum Revolver 750 3
Sawn Off Shotgun 400 3
Light Pistol 1,250 3
Handgun 750 3
Heavy Pistol 1,000 3
Machine Pistol 1,000 3
Laspistol 3,500 4
Lasblaster 5,000 4
Turbo-Laspistol 5,000 4
Ice Pistol 1,250 4
Gyrojet Pistol 3,800 4
Wrist Rockets 5,000 4
Gauss Pistol 4,000 4
Sonic Projector 3,800 4
Dartgun 3,500 4
Needler 5,000 4
Pulse Pistol 20,000 5
Blazer Pulse Gun 28,000 5
lon Blaster 25,000 5
lon Stunner 25,000 5
Firearms Price Tech Level
Light Crossbow 40 1
Heavy Crossbow 50 1
Ballista 100 1
Primitive Musket 100 2
Repeater Crossbow 100 2
Double Crosshow 100 2
Repeater Ballista 250 2
Primitive Arquebus 140 2
Musket 200 2
Arquebus 280 2
Blunderbus 120 2
Pipe Rifle 200 3
Bolt/Lever Action Rifle 500 3
Compound Crossbow 500 3
Automatic Rifle 700 3
Submachine Gun 1,250 3
Assault Rifle 1,500 3
Break Barrel Shotgun 400 3
Pump Action Shotgun 800 3
Automatic Shotgun 1,500 3
Streetsweeper 2,000 3
Roomsweeper 1,000 3
Gatling Rifle 1,250 3
Sniper Rifle 2,250 3
Anti Vehicular Rifle 3,250 3
Lasbeam 6,500 4
Laser Rifle 9,000 4
Pulse Laser 7,500 4
Turbocarbine 6,000 4
Turbolaser 7,500 4
Laser Strafer 10,000 4
Ice Carbine 3,500 4
Ice Shotgun 3,500 4
Gyrojet Rifle 6,500 4
Handcannon 5,000 4
Gauss Gun 5,000 4
Gauss Rifle 6,500 4
Electron Flux 7,500 4
Magpulse 7,500 4
Sonic Blaster 6,500 4
Portable Hydrocutter 7,500 4
Fletchette Gun 6,500 4



Lancer Longrifle 10,000 4
Automatic Crossbow 6,500 4
Piezo-Crossbow 6,500 4
Pulse Carbine 32,000 5
Pulse Rifle 35,000 5
lon Beamer 38,000 5
Particle Beam Rifle 45,000 5
Atomic Disruptor 45,000 5
Wave-Crossbow 30,000 5
Wave-Ballista 50,000 5
Heavy Weapons Price Tech Level
Long Gun 180 2
Jezall 360 2
Scattergun 200 2
Repeater Gun 400 2
Rocket Launcher 4,500 3
Grenade Launcher 2,500 3
Gatling Gun 1,200 3
Light Machine Gun 3,000 3
Heavy Machine Gun 4,000 3
Flamethrower 3,500 3
Lascannon 17,500 4
Chainlaser 20,000 4
Ice Machine Gun 6,000 4
Assault Cannon 12,000 4
Barrage Artillery Gun 20,000 4
Missile Launcher 15,000 4
Rail Gun 20,000 4
Drive Gun 14,000 4
Industrial Hydrocutter 11,000 4
Pulse Cannon 70,000 5
Particle Beam Cannon 85,000 5
Heavy Disruptor 95,000 5
Plasma Pulse Cannon 200,000 5
Plasma Assault Cannon 150,000 5
Heavy Plasma Cannon 350,000 5
Archery Price Tech Level
Primitive Bow 4 0
Sling 5 0
Staff-Sling 10 0
Shortbow 30 1
Longbow 50 1
Composite Bow 150 2
Recurve Bow 100 2
Compound Bow 500 3
Piezo-Electric Bow 6,250 4
Wave-Bow (Short) 25,000 5
Wave-Bow (Long) 37,500 5
Thrown Weapons Price Tech Level
Tomohawk 1 0
Throwing Spear 1 0
Throwing Knife 5 1
Throwing Axe 10 1
Javelin 15 1
Shuriken / Dart 2 1
Sticky Shocker 350 4
Monomolecular Dart 1,400 5
Molotov Coctail 40 2
Iron Bomb 40 2
Hand Grenade 250 3
Flashbang 250 3
Gas Grenade 100 3
Smoke +50 2
Tear Gas +100 2
Knockout Gas +200 3
Weak Toxin Gas +150 2
Strong Toxin Gas +250 3
Firebomb 120 3
Tesla Grenade 250 3
Razordisk 200 3
Impulse Mine 1,250 4
Concussion Bomb 1,250 4
EMP Grenade 1,250 4
Shock Mine 1,250 4
Neutronium Shard 6,250 5
Disruptor Charge 12,500 5

Ammunition Price Tech Level
The price of regular ammunition is 10% of the wedpaost (rounding
down) for each clip purchased. For weapons thatlaaded one round at
a time (bows, crosshows, break barrel shotgungjlvevs, etc.) the cost is
for 10 rounds of ammunition. Ammo bought for ac#jgeweapon can
only be used in that kind of weapon. For exammavy pistol clips
cannot be loaded into a light pistol, and shortbawows cannot be fired
from a longbow (ask any medieval historian). Repfaent power cells
(for any weapon that doesn't need ammo) can behidog 25% of the
weapon's price (rounding down). Belt ammunitiomes in 100 round
belts for 10% of the weapon's cost, just as withidma clip. However
multiple belts can be attached end to end to maleeger belt. The tech
level of regular ammunition is always the samehas of the weapon.
Ammunition for missile launchers, grenade launcheasd rocket
launchers, costs 20% of the weapon's value foruhdo

Special ammunition has a cost multiplier that iglégd to the cost of
regular ammunition for the chosen weapon. For gXamexplosive
rounds have a multiplier of 5, meaning they cosiries as much for a clip
as regular ammunition would for the same weapopect&l ammunition
can only be purchased for a weapon with an equéliginer tech level.

Hollow Point x1.5 3
Incendiary X2 3
AP X2 3
Solid Slug x1 3
Toxin x1.5 3
Safety x1.5 3
Gel X2 4
Explosive x3 4
Acid x2 4
Shock X2 4
Jammer x3 4
Fragmentary x1.5 4
EMP x3 5
Wirestorm X3 5
Antimatter x10 5
Gas* x1.5 3
Napalm* x1.5 3

*Gas and Napalm rounds may only be purchased farchet, grenade or
missile launcher.

Armour Price Tech Level
Fur Armour 8 0
Padded Armour 40 1
Leather Armour 80 1
Chainmail 100 1
Scale Malil 120 1
Splint Mail 160 1
Half Plate 185 1
Full Plate 300 1
Lined Clothing 500 2
Lined Coat 900 2
Glass Scales 750 2
Glass Plate 1,200 2
Slimline Armour 1,750 3
Kevlar Body Armour 2,750 3
Flak Armour 3,750 3
Riot Suit 5,000 3
Impact Webbing 4,000 4
Plastic Armour 7,500 4
Gel Armour 11,000 4
Mesh Armour 7,500 4
Double Weave Mesh 19,000 4
Light Ceramic Plate 10,300 4
Medium Ceramic Plate 17,500 4
Heavy Ceramic Plate 26,250 4
Armoured Spacesuit 15,000 4
Combat Spacesuit 18,750 4
Construction Rig 12,500 4
Jump Suit 15,000 4
Impact Shielding 21,400 5
Banded Chitin 87,500 5
Chitin Plate 132,500 5
Morphoplast Armour 60,350 5
Morphoplast Battlesuit 93,750 5
Monomesh 51,250 5
Powered Monomesh 86,450 5
Hardsuit 73,750 5



Gearskin Suit 92,500 5
Energy Armour 113,750 5
Adaptive Armour 147,500 5
Reactive Armour 165,000 5
Power Armour 180,000 5
Assault Armour 240,000 5
Forcefields Price Tech Level
Light Shield Web 120,000 5
Shield Web 150,000 5
Heavy Shield Web 180,000 5
Stealth Shield 100,000 5
Personal Protection Field 60,000 5
Deflector Field 125,000 5
General Equipment Price Tech Level
Artisan's Tools 50 1
Mechanical Toolkit 100 2
Electrical Toolkit 400 3
Lockpicks 100 1
Disposable Lockpick 50 2
Electronic Lockpick 5,000 4
Blowtorch 1,000 2
Thermal Lance 20 2
Magnesium Rods (10) 150 2
Hull Sealant Injector 2,000 4
Hull Sealant 500 4
Grapnel Gun 850 3
Magnetic Grapple 150 3
Gel Pad Grapple (10 heads) 400 4
Electrostatic Grapple 1,100 4
Winch 500 4
Chameleon Suit 15,000 4
Stealth Suit 45,000 5
Improved Stealth Suit 90,000 5
Parachute 500 2
Stripchute 4,000 4
Two Way Radio 100 3
Comm System 1,750 4
Tech Scanner 2,200 4
Multiscanner 16,000 5
Agqua Breather 1,300 4
Static Harness 2,850 4
Hazard Suit 1,200 3
First Aid Kit
Tech 1 20 1
Tech 2 100 2
Tech 3 500 3
Tech 4 2,500 4
Tech 5 12,500 5
Medical Equipment
Tech 1 50 1
Tech 2 250 2
Tech 3 1,250 3
Tech 4 5,500 4
Tech 5 25,000 5
Surgical Tools
Tech 1 100 1
Tech 2 500 2
Tech 3 2,500 3
Tech 4 12,000 4
Tech 5 50,000 5
Autoinjector 2,150 4
Autodoc 30,000 5
Optical Camera 400 3
Film Reel 50 3
Digital Camera 2,000 4
Holocam 12,000 5
Motion Tracker 3,000 4
Bioscanner 17,000 5
X-Ray Scanner 11,000 5
Thermal Imaging Goggles 2,750 4
Night Vision Goggles 1,000 3
Sonar Imager 3,600 4
Combat Visor 1,000 4
Radio +250 3
Digital Zoom +1,000 4
Thermal Imaging +2,000 4
Sonar Imaging +4,000 4
X-Ray Imaging +12,000 5

Vacuum Suit 800 3
Heavy Vacuum Suit 1,400 3
Vacuum Globe 3,000 4
Vacuum Maneuver Unit 1,500 3
Jetpack 5,000 4
Glider 750 3
Survival Gear Price Tech Level
Firework (Small) 50 2
Firework (Large) 100 2
Flaregun 250 3
1 Flare 50 3
Emergency Beacon 1,000 4
Rehydration Suit 6,000 4
Folding Pocket Knife 10 1
Multiknife 60 2
Pocket Tool 300 3
Lodestone 30 1
Compass 50 2
Paper Map 40 1
Orbital Survey Map 200 3
Iron Rations (1 week) 10 1
Tinned Rations (1 week) 50 1
Sealed Ration Packs (1 week) 250 3
Hot Rations (1 week) 1,000 4
Food Cubes (1 week) 1,500 4
Liquid Nutrients (1 week) 10,000 5
Food Processor 4,000 4
Wooden Torch 2 1
Oil Lamp 10 1
Glow Tube 50 2
Light Orb 200 3
Flashlight 150 3
Exterior Lamp 250 3
Tinderbox 15 1
Matches (Box of 20) 30 2
Lighter 50 2
Microlighter 150 3
Camping Stove 20 2
Gas Canister 100 2
Electric Stove 120 3
Chemical Hotplate 20 3
Winter Blanket 20 1
Thermal Blanket 100 3
Backpack 25 1
1 Man Tent 100 1
2 Man Tent 200 1
4 Man Tent 500 1
Survival Bubble 1,000 3
Rope (50m) 50 1
Climbing Harness and Crampons 250 2
Polythene Climbing Line (100m) 200 3
Telescope 250 2
Optical Binoculars 200 2
Digital Binoculars 1,000 4
Weapon Accessories Price Tech Level
Scope 500 2
Digital Scope 3,500 4
Low Light +1,000 4
Thermal Imaging +2,500 4
Sonar Imaging +5,000 4
X-Ray Imaging +15,000 5
Rangefinder 400 3
Silencer 500 3
Laser Sight 200 3
Folding Stock 50 2
Integrated Targeting System 4,000 4
Grenade Ranger 3,000 4
Personal Iltems Price Tech Level
Grooming Kit 50 1
Writing Case 50 1
Cigarette Case 10 1
Watch 200 2
Digital Watch 1,000 3
Playing Cards & Dice 1 1
Computer Equipment Price Tech Level
Translator 12,000 4



Image Translation +4,000 4
Realtime Translator 60,000 5
Visual Translation +25,000 5
Computer System 1,000 4
Persocom 5,000 4
Wireless Interface +4,000 4
Holo Display Unit +10,000 5
Immersion Electrodes +14,000 5
Digital Slate 1,250 4
Data Disk 50 3
Data Chip 250 4
Data Crystal 2,000 5
Computer Software Price Tech Level
Standard Map 400 4
Planet Map 5,000 5
Digital Book 250 3
Digital Library 15,000 5
Video Game 600 4
Immersion Sim 3,000 5
Translation Software 14,000 4
Realtime Translation Soft 75,000 5
"Scramble" Program 50,000 4
"Lock" Program 30,000 4
"Switch" Program 30,000 4
"Mask" Program 75,000 4
"Breacher" Program 60,000 4
"Nuke" Program 50,000 4
Explosives Price Tech Level
Roll of Fuse Wire 20 2
10 Magnesium Fuses 30 2
Timed Detonator 40 2
Remote Detonator 200 3
Proximity Detonator 1,150 4
Gunpowder (1 Ib) 25 2
Dynamite (1 stick) 100 2
Nitroglycerin (¥ Pint) 300 2
Thermite (1 packet) 250 2
Napalm (1 pint) 400 3
Plastic Explosive (1 Ib) 500 3
Detpack 1,000 3
Blast Foam (1 can) 400 3
Pencil Charges (Pack of 10) 5,000 4
Blastene (1 Ib) 3,000 4
Fusion Pack 100,000 4
Energised Neutronium (1 ounce) 18,000 5
Antimatter (1 miligram) 50,000 5
Drugs and Toxins Price Tech Level

All drugs have a base cost, which is then multipbg the potency of the

drug.
Tranquiliser
Toxin

Paralytic

Irritant

Mood Enhancer
Hallucinogenic
Anaesthetic
Restorative
Stimulant
Regenerative
Synapse Enhancer

PN

Yo
Y2

5

10
5

250
1,000 5
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When purchasing drugs, there are a number of speptéons that may be

applied. These options will affect both the précel the tech level of the

final product.
Natural
Refined
Synthesised
Cultured
Purified
Tailored

Magical Equipment

- 1
x2 2
x5 3
x10 4
X2 +1
+100 +1

Price

Magical items always have a Tech Level of 0. Tdanot by Advanced.

Some items have a variable power level, meaningtiiedr price depends
upon how powerful the player wants the item to bEhe number in
brackets is the maximum possible power.

Spelltrap (20)
True Luck Charm (5)

30,000 x Power
40,000 x Power

Talisman of Protection (7)
Mageheart (7)

Spirit Conduit (3)
Mageguard (7)

Resonant Focus
Resonant Components

20,000 x Power
30,000 x Power
200,000 x Power
50,000 x Power

Component Cost x 10

Rating 0 10

Rating 1 50

Rating 2 300

Rating 3 1,000

Rating 4 5,000

Rating 5 20,000
Voidtouched Materials

Rating 0 20

Rating 1 100

Rating 2 600

Rating 3 2,000

Rating 4 10,000

Rating 5 40,000
Implants Price Tech Level
Air Filter 1,000 4
Air Supply 1,000 x Rating 4
Aggressive Defense System 20,000 x Rating 4
Aquabreather 2,000 4
Autoinjector 4,000 4
Bioregulator 60,000 x Rating 4
Biorepair System 75,000 x Rating 4

Bone Plating
Boosterpack
Chemoscan System
Cryostim Unit
Cyberarm
Cyberears
Cybereyes
Cyberleg

Datacard Reader
Energy Shield

Eye Scout

EMP Protection
Fingertools

Fireskin

Flaming Body
Frostflesh

Head Computer
Hearing Amplification
Improved Bone Plating
Improved Stealthskin
Lightweaver Holorig
Low Light Vision
Microfibral Muscle
Nanite Factory
Nasal Filter
Personal Secretary
Power Recirculator
Razorhands

Retinal Display

Run Silent Augmentation
Scythe

Shadow Skin
Shielded Senses
Shock Touch
Simsoft Rig

Skillsoft Jack

Sonar Imaging
Splinterskin
Stealthskin
Subdermal Armour
Subdermal Sheath
Synthetic Heart
Thermal Regulator
Thermographic Vision
Vacuum Shielding
Vision Magnification
Wired Reflexes
X-Ray Vision
Animal Imprinting
Bone Hardening
Boosted Reflexes
Chameleon Skin

40,000
120,000
5,000
100,000
150,000
10,000
10,000
150,000
1,000
15,000 x Rating
15,000
35,000
5,000
5,000 x Rating
15,000 x Rating
20,000 x Rating
3,000
1,000
240,000
135,000
45,000 x Rating
1,000
150,000 x Rating
300,000 x Rating
1,000
500
30,000 x Rating
20,000
500
10,000 x Rating
20,000
5,000
1,000
1,000 x Rating
4,000
2,000 x Rating
4,000
20,000
70,000
1,000 x Rating
4,000 x Rating
100,000 x Rating
7,500
2,000
4,000
1,000
150,000 x Rating
12,000
5,000
60,000
250,000 x Rating
20,000

I N N O Rl RN

N

>0 s I I N IN
~ N ““bnhpm e ATt



Claws

Enhanced Olfactory
Gills

Improved Vision
Improved Hearing
Increased Nerve Density
Moodskin

Muscle Augmentation
Organ Replacement
Pain Dampers
Prehensile Tail
Synapse Weaving
Scales

Tail

Wings

Exotic Items

40,000 4
10,000 x Rating 5
7,500 4
20,000 x Rating
20,000 x Rating
10,000 x Rating 5
5,000 4
250,000 x Rating 5
50,000 x Rating 5
50,000 x Rating 5
225,000 4
250,000 x Rating 5
150 x Rating 3
125,000 4
100,000 x Rating 4

Starting characters may only purchase exotic itemith their GM's

express permission. Each item purchased must feragely approved,
and the player should be able to provide some measie explanation as
to how their character had the opportunity to agguthe item in question.

Exotic Ranged Weapons Price Origin
Monoflail 150,000 Deltani
Nanite Spray 120,000 Deltani
Nanite Bomb 30,000 Deltani
Microfibre Web 20,000 Deltani
Cluster Charge 15,000 Deltani
Splinter Spray 210,000 Deltani
Shraptor 240,000 Deltani
Monowire Discus 80,000 Deltani
Razordisk 140,000 Reginaran
Speargun 180,000 Reginaran
Screamer 275,000 Reginaran
Toxicator 250,000 Reginaran
Acid Spray 280,000 Reginaran
Tangleweb 200,000 Reginaran
Cone Gun 310,000 Slithzerikai
Cone Rifle 425,000 Slithzerikai
Heavy Cone Rifle 550,000 Slithzerikai
Subspace Beamer 400,000 Slithzerikai
Subspace Flare 650,000 Slithzerikai
Displacer Pistol 350,000 Slithzerikai
Displacer Gun 550,000 Slithzerikai
Distortion Grenade 100,000 Slithzerikai
Plasma Gun 320,000 Drake
Plasma Beam 480,000 Drake
Stungun 350,000 Drake
Forceweb 400,000 Drake
Pulsar 600,000 Drake
Graviton Beam 800,000 Drake
Fusion Cannon 750,000 Drake
Meson Shotgun 450,000 Drake
AG Pistol 360,000 Drake
AG Rifle 475,000 Drake
AGAT Heavy Cannon 700,000 Drake
Stun Sphere 80,000 Drake
Plasma Sphere 100,000 Drake
Firestone Duelling Pistol 420,000 Kavir
Firestone Musket 480,000 Kavir
Firestone Arquebus 570,000 Kavir
Firestone Jezail 660,000 Kavir
Firestone Scattergun 825,000 Kavir
Firestone Repeater 950,000 Kavir
Exotic Melee Weapons Price Origin
Crys Sword 100,000 Deltani
Crysknife 60,000 Deltani
Shardknife 200,000 livane

Shard Sword 460,000 livane
Shard Lance 700,000 livane
Spinefist Reginaran
Lashwhip Reginaran
Tip Blades Reginaran
Talons Reginaran
Fieldblade 650,000 Drake
Plasma Blade 550,000 Drake
Plasma Lance 800,000 Drake
Plasma Fist 400,000 Drake
Plasma Knife 400,000 Drake
Rift Sword 1,000,000 Slithzerikai
Distortion Blade 500,000 Slithzerikai
Distortion Lance 750,000 Slithzerikai
Distortion Dagger 350,000 Slithzerikai
Flare Sword 400,000 Slithzerikai
Flare Knife 250,000 Slithzerikai
Flare Mace 400,000 Slithzerikai
Flare Staff 650,000 Slithzerikali
Racke Sword Zatchian
Kerran Blade Zatchian
Choarnimn Battleaxe Zatchian
Branich Lash Zatchian
Koral Shardweb Zatchian
Vortra Hunting Lance Zatchian
Bralta Hydraknife Zatchian
Firestone Knife 490,000 Kavir
Firestone Broadsword 660,000 Kavir
Firestone Mace 620,000 Kavir
Firestone Longsword 690,000 Kavir
Firestone Warhammer 1,200,000 Kavir
Firestone Greatsword 1,400,000 Kavir
Firestone Spear 900,000 Kavir
Firestone Halberd 1,300,000 Kavir
Exotic Armour Price Origin
Crystal Armour 100,000 Deltani
Phyrac Razorsuit Zatchian
O'Tarax Splinter Armour Zatchian
Karesh Battle Harness Zatchian
Reginaran Battlesuit 200,000 Reginaran
Pyzallion Sheilding 3,000,000 livane
Scout Suit 750,000 Drake
Skirmish Suit 1,000,000 Drake
Battlesuit 1,500,000 Drake
Warp Armour 3,250,000 Slithzerikai
Light Battle Armour 800,000 Slithzerikai
Medium Battle Armour 1,400,000 Slithzerikai
High Battle Armour 2,000,000 Slithzerikai
Ceremonial Armour 2,500,000 Slithzerikai
Mage Armour 2,000,000 Kavir
Spirit Armour 3,000,000 Kavir
Deamon Armour 4,000,000 Kavir
Exotic Forcefields Price Origin
Distortion Field 400,000 Slithzerikai
Warp Field 1,000,000 Slithzerikai
Warp Armour 2,000,000 Slithzerikai
Storm Shield 500,000 Kavir
Proteus Shield 3,000,000 Kavir
Particle Forcefield 2,250,000 Drake
Gravitic Forcefield 3,500,000 Drake
Exotic Equipment Price Origin
Shimmer Suit 250,000 Deltani
Battlefield Medikit Slithzerikai
Medical Supply Kit Slithzerikai
Field Surgery Pack Slithzerikai
Bio-Stasis Pod Drake
Autoregenerator Drake



GENERAL AODVicCe

General Principles

Some Useful Advice

This chapter contains various bits of advice tygis, regarding how to
both create an effective character, and how toseiia the world of
Inferno. Consider this a kind of primer for thevga Naturally it will be
of most use to new players, but veterans mayash to refer back to the
suggestions presented here, which have been gdtinene the
experiences of many playtesters.

It is worth noting that is intended to be advisedfic to the
system and world of Inferno. Even if you have plynany other RPGs,
if you are new to Inferno then it is likely thatnse of the points listed
below may still be of use to you. In particulae gections on both
gameplay and character creation make note of thafags of Inferno's
system and setting, and how these can be relevgour playing style.

Advice On Character Creation

Below is some general advice on how Inferno charaweation works,
followed by notes on particular kinds of charadteilds, helping you to
get the most out of the Inferno character creatibes. There is also some
advise on how to best balance a party within titingg and which skills
will likely prove useful, depending on the campaigpe.

Character Creation Checklist

Building your character in ten easy steps.

1.

BoeNoGOh~WN

An idea — What kind of character are we going lere?
Sometimes you'll already have a pretty good idesvtudt you
want to play. Maybe it's something that came to goring the
last game you were in, or while you were watching [ast
night, or a character idea that you've been waritrgay for a
while now. If you're drawing a blank here, theieststhing is
usually to start with something very general likdefcenary”
or “Inventor” and then expand out from there.

A name and some history -

A rough build -

Attributes -

Talents -

Flaws -

Skills -

Language -

Backgrounds -

Equipment -
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PLAYING THE GAME

Task Rolls

The task roll forms the core of the Inferno rulgstem. A task roll is
made in any situation where a test of ability osctirat is to say where the
outcome is dependant on the ability of the actiagigipant(s). Picking a
lock, bluffing a guard, throwing a punch, jumpinglaasm, these are all
examples of situations that would probably reqtésk rolls. Ultimately
the final decision as to whether a task is requiresl with the GM, but
more often then not it should be obvious when solts are needed.

To make the task roll the player collects a nundfetice equal
to the value called upon by the GM. To this pobdize they add any
‘bonus dice’ that apply, and then all of the dice mlled. The next part is
to count the number of successes shown by the digery die that rolled
3 or less is discarded. It has scored nothingeryedie that rolled a 4, 5 or
a 6 is kept, and counts as 1 success. So a sdiopleoll of 1, 3, 3, 4,5, 6
would score three successes in total.

However, in addition to this, any die that roll§ & counted as
one success, and then put to one side. After o@uop successes, all the
sixes are rolled a second time. If the secondoathes up as a 4, 5 or a 6
they count as another success, which is addecettothl. Dice can only
be re-rolled once however, so if the second rathe® up as a six then it is
simply kept as a success, and not re-rolled a setiore. In the above
sample roll the die that rolled a six would beedllagain, and if the result
was a 4 or more it would bring the total numbeswécesses up to 4.

Count the successes and apply any modifiers to firel
Success Total (ST). Modifiers are applied for winstantial effects or
abilities which may help or hamper the charactesr example, shooting a
running target is more difficult, and therefore ure a -1 modifier,
reducing the character's Success Total by 1. Afpplying any and all
relevant modifiers, compare the final Success Tagglinst the Difficulty
Rating. This is a number, chosen by the GM, wiietermines the base
difficulty of completing the task successfully. ¥hkas as modifiers
represent the particular circumstances, the DR Igimgpresents the
characters default chance, under normal conditiofiscompleting the
stated task successfully.

If the Success Total is equal to the DR then theastter has
succeeded in their attempt, but only just. If Swecess Total is greater
than the DR then the character has achieved a piapaly greater
degree of success. The amount by which the Sudasss exceeds the
Difficulty Rating is called the Success Factor (SFhis value determines
exactly how well the character achieved their ga@aid can provide
various positive effects. For example, as wilsbewn later in the chapter
on Damage, a higher SF on an attack roll can résw@tbetter chance of
seriously damaging the target.

Botches

A botch occurs when the character attempting thle $amehow manages
to screw it up completely. This might be a ressfiectacular
incompetence, a cruel twisting of fate, or simpde huck.

A botch occurs when the dice rolled for a taskcathe up with
a result of 3 or less, generating no successesoll Aike this is always a
failure, even if the DR was 0, or if there were @gio positive modifiers to
push the total up above the DR. Unless at the twas of the dice rolled
generates a success, the roll is always a failure.

What is more, botches do not simply represent railbut a
particularly unfortunate failure. As a result 8% should imagine some
kind of unpleasant result of the failure, somethivigich will hinder the
character as a result of how badly they messed up.

For example, if a character rolls a botch whilsacling with a
short sword, their weapon might go flying from thgiasp, or they might
become seriously unbalanced, opening them up foouater-attack. |If
they botch whilst firing a pistol, the weapon cojddh, they could wing a
friend in the line of fire, they could hit somethiexplosive by mistake, or
they accidentally hit the ejection lever, causihg tlip to fall out of their
gun. If they botch whilst trying to bypass an &lecic device they might
get an electric shock, short out the device, prartamper alarm. A botch
whilst attempting stealth means that the chardwsrinadvertently drawn
attention to themselves. GM's should always |dothe situation and use
their imaginations to come up with interesting lmtises.

No matter what, a botch should never kill a chamaoutright,
unless they are messing with something really dange like trying to
jury-rig a plasma cannon. A botch can, howevery ke cause the
character to be at risk of dying if they do notsdmnething to salvage the
situation.

A botch may not be re-rolled using a fortune poifibe failure
is so bad that it cannot be so easily redeemedweler a fortune point

can be spent to turn it into a simple failure, dirgy the additional adverse
effects.

A botch made whilst attempting to cast a spell eaua
backlash, a particularly unpleasant form of magmatident. For more
details see Chapter 13 — Playing With Magic.

Reduced Effort
Once the dice for a task roll have been rolledptlager must take the full
result. They may not choose to drop some succefssesxample to deal
less damage. Every die rolled counts, unless tizey force a re-roll
through the expenditure of Fortune points or theeafssome other ability.
The only way to get fewer successes is to choosérd
rolling, to deliberately reduce the dice pool. g6 known as reduced
effort. Any number of dice may be discarded frdme tlice pool before
the roll is made. If so the discarded dice arg fsd cannot be rolled later
to increase the result. After the dice hit theddts all over.

Skill Checks

The single most common variety of task roll in mmi@ is the Skill Check.
Since there is a skill that applies to just abawy aormal action that a
character can make, when the GM calls for a TadkiRwill usually be
based on a particular skill specialisation.

When making a skill check, the value to be rolledthe
character's total skill rank in the specialisatihlosen by the GM, added to
the linked attribute. The total skill rank in aesplisation is always equal
to the rank in the specialisation plus the genskdl rank for that skill
group. The linked attribute for each specialigatie listed in the skill
description.

Example: Micah is asked to make an Investigatldth check.
His character, Norano, has a rank of 2 in the Iriigation specialisation,
as well as General Skill rank of 2 in the Obseivaskill. This gives him
a total skill rank of 4 for Investigation. The Wed attribute for
Investigation is Perception, and Norano has a Ppfioa of 4. This gives
Micah a total of 8 dice to roll.

Defaulting

If a character is called upon to make a skill chirkwhich they do not
have the appropriate training, they are considéoetle “defaulting” to
their general skill, or to their attribute, getting on general knowledge, or
just aptitude. This incurs a penalty to their sssctotal, to represent their
lack of familiarity.

If the character has the appropriate specialisdtorthe task
being attempted, they do not take a defaulting ipgneven if they have
no ranks in the general skill.

If the character has ranks in the general skilt mat in the
appropriate specialisation, they take a -1 sucpesslty, since they at
least understand the general principles.

If the character has no ranks in either the gerslidll or the
specialisation, they take a -2 success penalty,tduéeir total lack of
familiarity.

Open Rolls

An open task roll is made in exactly the same maas@ normal task roll.
However there is no Difficulty Rating. Instead pign count up the
number of successes. Open rolls are used inisitgatvhere there is no
success or failure, merely a degree of success.

Opposed Rolls
An opposed roll is made when two people are attergpmutually

exclusive actions. That is to say, for one to sadcthe other must fail.
Examples include diving for a gun, arm wrestlinga@ontest of will.

To handle an opposed roll, everyone involves makespen
roll against the relevant value, and applies anglifiess. Whoever has the
highest Success Total wins. If any Success Tar@®qual then the result
is a draw, at which point the GM determines whatpems next. Often the
roll will be repeated until one side wins.

In some instances the GM may decide that one sig& min
by a significant amount to actually achieve victo#y useful example here
would be an arm-wrestling contest, where one ppdit must not just
gain the upper hand, but force their opponent'dtalhthe way to the
table. In this case the winner must beat the higttest roll by whatever
amount the GM deems to be significant.

Extended Actions
An extended action is any situation where the cetignl of a task will



cover a period of time, be it combat rounds, misutg hours. Before
setting an extended action the GM determines ttenvial for the roll.
This will be the period of game time between eaithbreing made. The
GM also determines the DR for the roll. The diéfece is that the rolls
made are Open Rolls, as described above. The wsedch open roll is
deducted from the DR. Once the DR reaches 0 gleisacomplete. So
for example climbing a fence might be an extendgdité action with an
interval of one round, and a DR of 10. Every rotimel character climbing
the fence rolls their Agility, deducting the numtedrsuccesses from the
DR of 10. Assuming their first four rolls come with 4 successes, 2
successes, 3 successes, and then 3 successestegainill be over the
fence on the fourth round (giving whoever was imspit four rounds to
catch up). The same could be applied to buildirgpace ship, with an
interval of a day, and a DR in the hundreds. Edeenactions are best
used in any situation where the time it takes tmmlete the action is an
important factor.

Some extended actions may be shared. In the egarapbve,
the fence climbing attempt could only be made kydharacter doing the
climbing. However the task of building a spacepsbould be shared
between several characters. The DR remains unebarmut at each
interval every character participating makes the emd the total of the
rolls is deducted from the remaining DR.

If two characters are engaged in an opposed exteadgon,
such as a race, just have them both work out thenérd action
separately, and see which character completesatikefitst. If they both
succeed in the same round, award the victory tochvier character
exceeded the Difficulty Rating by the most.

Average Attempts
An average attempt is a way of cutting down on geesary dice rolling,

or even, in some instances, for a player to redbheerisk of failing a

simple task. If the GM allows the option of makiag average attempt,
then instead of rolling just work out the total @ipool for the action,
including any bonus dice, and divide it by 2, romgddown, then apply
any madifiers. This is the number of successedymred.

It is important to understand that Average Attengtsuld only
be allowed for simple activities where the chana@enot under any sort
of pressure. A good example would be a charadtér avcraft skill who
decides to spend the down time between missiordupiiog items for sale
in their shop. Rather than having the player neakenne of dice rolls for
something fairly inconsequential, the GM just tdlisn to work out his
average attempt.

Obviously since the main criteria for being allowtednake an
average attempt is that the character is not updessure, no player
should ever be allowed to make an average attemptglcombat or any
other similarly tense or dramatic scene. The atgeption is if the
character has the “Skill Mastery” Edge, which akothem to make
average attempts for a chosen skill group even winater pressure.
However it should be pointed out that Skill Mastean never be applied
to any combat skill, and the GM should be carefidid enforcing this.

Average Attempts are particularly useful in workiogt menial
extended actions, such as a character manufactweagons or furniture
using a craft skill. Using the average attempestuit is easy to work out
the time needed to complete the task.

Splitting Actions
If a character wishes they may attempt to perfanm 6r more activities

simultaneously (or very rapidly). An example ofstivould be attacking
with a gun held in each hand at the same timemake the simultaneous
actions the player works out the total number aedhey would use for
the roll, and then halves that amount, rounding ™owhe player then
rolls for each action separately, using the saroe pool for each.

Of course simultaneous actions won't always be madwg the
same skill. For example a character riding motarhiery fast through
crowded city streets might decide that, whilst doddraffic, they are also
going to use their head computer to access theydiyand pull up a street
map. Riding the bike at that speed without hittiagything would
normally require a Ride — Motorbike skill roll. Tget the street map
quickly requires a Computing skill roll. In thiestance the player starts
by working out which skill has the smaller diceafotIn this instance Ride
— Motorbike is an Agility based skill, and Compugiis an Intelligence
skill. The character in this example rolls a tafV dice for riding the bike
(Agility of 3 plus a skill of 4), and 9 dice for mgputer operations
(Intelligence of 4 plus a skill of 5). When makiagsimultaneous action
roll the player always uses the lowest dice tofghis is to represent the
fact that their lack of ability in one area hampéreir success in the
others. In the example, because the characteavi;idy to focus on the
driving they can't operate the computer as conflgess they normally
would.

Typically it is not possible to perform more thamwot

simultaneous actions. However if the GM does @®rsmore than two
simultaneous actions to be appropriate to a sttnathe same principle
still applies. The player uses their lowest agtlle dice pool, and then
divides it by the number of actions being madending down.

Finesse

A player may sometimes decide that their charadtesn't just want to
succeed at the task they are attempting, they teado it really well. In
these instances the player may decide to risk meduteir chances of
completing the task successfully in return for acréased payoff if they
do manage to succeed. This is known as Finedsaask roll.

To finesse a roll, the player declares that they @oing so
before making the roll, and then proceeds to remgveo half the dice
(rounding down, the amount removed being the leaseount, not the
amount remaining) from their dice pool for the taskhese dice are not
rolled, just as if the player had removed thenréatuced effort. However
dice removed for finesse, and dice removed forcedeffort are distinct,
must be declared separately, and are not in anyint@rchangeable.

Should the player make the roll successfully, usihgreduced
dice pool, their Success Factor will be increasgdhe number of dice
they initially set aside for Finesse.

If the player is setting aside dice for both Fireasd reduced
effort, they remove Finesse dice first, then theyave dice for reduced
effort.

It is possible to finesse a split action, however dice must be
removed from each of the split dice pools separaseid the same number
of dice must be removed from each pool. The bdoudke success factor
is equal to the number of dice removeér pool not the total number of
dice removed. For example a character making stiorss could choose
to finesse the actions, a +2 to the SF if succesdflowever they would
have to remove two dice from each pool, for a tofdbur dice removed.

Finesse may not be applied to any open task roicésthe
player would effectively be trading in dice for antatic successes).

The Combat Round

Combat, or any other high-tension situation whae @M deems it to be
appropriate, is divided into ‘Rounds’, as a waynddintaining a coherent
passage of time. A single round nominally lasts dbout 5 seconds,
although the GM should feel free to alter thisud the situation.

Initiative

The first thing that happens upon entering combatny similar situation
is that everyone rolls ‘Initiative’. The GM willaiermine exactly when
this should be, but once they have made the calliffitiative rolls
everyone intending to participate in the eventsikhdo so.

Initiative is treated as an open task roll, usihg tharacter's
Initiative secondary attribute, equal to the taséltheir AGL, PER, and
INT. The number of successes is their initiatoalt The initiative total
is a measure of just how quickly your characteay other participant
reacts to the events unfolding around them, antiehnignitiative totals
allow you to get more actions in than those whatrelbwer.

Once everyone has rolled initiative, the GM wilirstto count
down from the highest value. As each characteitigiive value is called
(whether they are a player character, or NPC) thetyto declare and
resolve an action.

Actions in Inferno are divided into three basic egatries,
depending on how much time they would take. Thegmies are Simple,
Standard, and Complex, with simple actions beiegastest, and complex
actions the slowest.

Once the player has declared their action, the @kérchines
what the effects are, if necessary asking the playenake one or more
task rolls to determine the outcome of their actiéfaving resolved their
action, the player reduces their current initiatigeal by the cost of the
action, which will be either 1, 3, or 5 points aitiative, depending on
whether they took a simple, standard, or complebomgc respectively.
Then the GM continues counting down from the lagiative value that
they called. At this point it is likely that otheharacters will get actions
of their own, which will be resolved in the samermer, but once each
player's new initiative total is called, they getact again, declaring their
action, resolving it, and reducing their initiatitetal once more by the cost
of the action.

Once the GM's initiative count reaches zero, the &nds, and
everyone rolls a new initiative value for the néextn. If a player's last
action takes them into negative initiative, thegute the remainder from
their new initiative value for the next turn.

Listed below are all the standard actions that bantaken
during combat, divided up according to whether theguire a simple,
standard, or complex action to complete. For astinot listed the GM
should simple assign them to one of the three odtgyusing their own



judgement.

Simple (costs 1 initiative):

e Use simple function (eject clip, turn off safetyghfange device

mode (switch firing mode)

e Block

e Make a Cursory Inspection — A cursory inspectidoves the
character to either glance at their surroundingsd to spot
something, or to focus their attention on sometlisipecific,
looking for some small but fairly obvious detaif.does not
allow more than about a seconds worth of inspection
Quick Draw
Rapid Reload
Drop to a Crouched or Prone Position
Activate a Focus Ability or a Spellmark
Sprint

Standard (costs 3 initiative):

e Fire a Snap Shot or Make a Swift Attack — Snapsshot swift
attacks both require minimal focus. The attackesdhot take
time to aim, or to think about how they are attagkithey just
go ahead and do it.

e Make a special attack (trip, disarm, burst firesd off)

Load a Clip or 2 Rounds

e Draw a Weapon or ltem — This action allows the abiar to
retrieve a readily available weapon or item. Rlgaaiaiable
means that it is close to hand, such a holstereghare a
sheafed sword, an item in a belt pouch, or somgtsiimg
across the character's back.

e Stand Up —

e Operate a simple device — This action covers theeofis
anything that requires only the smallest amourinpfit.
Examples would be priming a bomb, activating a joesly
encoded program on a computer, or opening a door.

e Take aim

Dodge or Parry

e Run or Fast Crawl

Complex (costs 5 initiative):

e  Make An Aimed Shot
Make an all out attack
Make a dual wielding attack
Make a rapid fire attack
Make a two stage attack (feint or grapple)
Cast a Spell or Prepare a Spellmark
Operate a complex device — A complex device iskangtthat
requires the characters full attention to oper&eamples
would include typing in a password, unlocking aclao
changing the parameters of a multiscanner. Imptytahis
action is also used to operate any weapon thatresgjine
gunnery skill, and to keep a vehicle under corfoothat turn.
e  Walk, Sneak, or Climb

Multiple Complex Actions:
e Pick alock
e Escape a pair of handcuffs
e Hack a computer

Reacting

Some actions may be taken as a reaction to otleet®wsuch as dodging,
parrying, or other forms of defense. When makingeaction, the

character in question is allowed to take the aotiahof sequence, even if
it is not their turn yet, but they must still detlube initiative spent on

making the reaction.

Held Actions
A character may choose to hold their action, wgitior other events to
unfold before acting. The held action may be angthup to a complex

action, although longer actions will have slighlidggs chance of success.

To hold an action the player must declare what tignd to do, and
under what conditions, such as shooting the nextngrto come into view.
However they do not spend the initiative for theicat yet. The GM
continues to count down the initiative, and actiare declared and
resolved as normal, until the situation comes uperehthe character
wishes to use their held action.

To do so they must interrupt the next person in daton
queue, or the person who's action was taking péacthe time. This
requires an opposed Initiative Specialisation (eftthe Awareness skill).
If the interrupting character is successful, thegirtaction takes place first,
if not, it takes place on the same initiative valbat after resolving the

current action.

Once the interrupting character has resolved thetion, they
must work out their new initiative value. Thisdene by taking the last
initiative value that the GM called, and taking tfe cost of the held
action. Their actions then continue to take pkEEeaormal, based off their
new initiative.

Losing Initiative

During combat it is always important to keep a cbekd, and stay
focussed. Unfortunately there are a lot of thithgg can cause a character
to falter or get distracted, such as getting sbofust being shot at. To
represent this faltering and loss of focus, certaffects can cause
characters to lose initiative points for that turn.

Damage: Any time a character takes shock damagmgets
through their armour, they lose that many pointgitfative. In addition,
if a character takes a critical wound they losei®s of initiative. If they
take a fatal wound they lose all of their remainimigjiative for that round,
and act on half their normal initiative total fratimen on. [For more on
damage see Chapter 20 — Health and Harm].

Morale Checks: Failing a morale check loses theradier 3
points of initiative. [More on morale checks camfound later on in this
chapter].

This all sounds pretty complicated at first, bls éctually stunningly easy.
An example of play should hopefully make thinggtelclearer.

A fight breaks out between the heroes and grouganflits, out on a
low tech fringe world. The GM calls for initiativand proceeds to
roll for the 3 bandits. The players, Nick and Laueach roll for their
characters.

GM: Anyone roll higher than 10?

Laura: Yeah, | got 12.

GM: Bloody hell. OK, starting at 12, Laura?

Laura: Well first I'm going to quick draw my pikfost.

GM: Roll for it.

Laura: [Rolls] Yep, no trouble.

GM: Well that costs you 1 initiative for a simpéetion, so I'm
guessing that'll be you going again on 11.

Laura: OK, next I'm going to take a snap shothet first bandit.

GM: Roll to hit. You're at -1 for range, and & the snap shot.
Laura: [Rolls to hit] | got 4, after the penaltiedping 3 critical and 2
shock damage if it hits.

GM: It does. The bullet slams into his leg, noitejenough to make
him fall over, but it certainly staggers him. [T@M deducts reduces
the bandit's initiative for the shock damage that ¢hrough his
armour.] That costs you another 3 initiative foetsnap shot.

Laura: So me again?

Nick: Actually | got 10, so | believe I'm up next.

GM: Yep, we were on 11, so counting down 1 gets déck. What
you gonna do?

Nick: Well, | already had an arrow nocked, so $hoot the bandit
that Laura winged. Aimed shot, [Rolls to hit] atfer range, right?
GM: Yep.

Nick: Rolled 6 to hit. 3 and 1 damage, and 2 tmof finesse.

GM: Yeah, uh, that gets him in the side of theknand he staggers
back, clutching at the wound, and spurting bloedrgwhere. [GM
knocks another 5 initiative off the bandit's tofal taking a critical
wound, and makes a morale check. The bandit fadscheck and
loses another 3 initiative. The bandit now hasimbative left, and
will not get to act this turn. In fact, he's imegative numbers, which
will cost him initiative next turn as well, assugihe actually lives
that long.]

GM: OK, going on 9, the bandit leader. He chargdsValen
[Laura's character] drawing his shortsword and saming like a
maniac. Running and drawing a weapon can be tceats
simultaneous actions, so he can do both at ona jtaonly costs him
3 initiative for a simple action. Now, that mowsson to 8...

Movement

Each turn a character may walk a number of metjealdo their agility.
By taking a free action to run, they can move upl@able their walking
distance. By spending a standard action to sgreyt can move up to four
times their walking distance. However sprintinguiees the character to
make an Athletics roll each turn, with a difficulégual to the number of
turns they have been sprinting for. Failure mahasthe character takes a
point of shock damage from fatigue.

Terrain can affect a character's movement rate.vildoover
difficult terrain reduces your movement rate by @agegory, so running
becomes a full action, and walking a standard acti&printing is not
possible in difficult terrain. Very difficult teain reduces your movement



rate by two categories, so walking becomes a folind action, and
moving faster becomes impossible. Even if a charascmovement for
that round only briefly passes through difficultvary difficult terrain, the
effect is still applied.

Character's can choose to ignore the effects G€ulif or very
difficult terrain and move at their full rate, hovex doing so requires a
successful athletics skill roll not to stumble. ilifg the roll will result in
the character falling prone, requiring a standaitiba in their next round
to get up, and taking stun hit with a base damaaedegof None, scaled up
by the number of ranks they failed the roll by.eTR of the roll depends
on how fast the character is trying to move. THeDr running is 3, and
sprinting is 5, over difficult terrain. In veryficult terrain double both
values.

Crawling allows the character to move up to hadfitiAgility
in metres (rounding up), and takes a free actiblaving at a fast crawl
takes a standard action and allows the characterotee up to their full
Agility in metres. Just like normal movement, tbest of crawling is
increased by difficult terrain.

Drawing Weapons

Normally drawing a weapon takes a standard actidihis means that
characters that did not have a weapon readied éo#fer fight started will

typically spend the first round preparing one. Idger characters may
choose to quick draw, reducing the time neededickrawing a weapon
is a simple action, but the player must roll tlediaracter's Agility, plus the
weapon skill appropriate to the weapon being drawailure means that
the character was not successful in drawing thempen, and the simple
action was wasted.

A pair of one handed weapons may be drawn togeibea
standard action, or quick drawn together as a snagtion. However
quick drawing a pair of weapons increases the DR bgnd the player
must roll to draw each weapon separately.

The DR of a quick draw attempt is 2 plus twice tisach of the
weapon, if it is a melee weapon. For ranged wesee the table below.

Weapon DR Weapon DR
Pistol 3 Bow / Sniper Rifle 8
Submachine Gun 5 Heavy Weapon 10
Rifle 6

Attacking and Defending

Making An Attack Roll

Any time that a character makes an attack, bexded, or melee, they will
normally be called upon to make a Roll To Hit. §holl is to determine
whether or not the attack actually connects wite &memy and, if it
connects, how much damage the attack does.

The base DR of an attack roll is the target's Evadais will then be
modified by a number of factors including distabetween the target and
the attacker, cover, low light, the kind of weapged, burst fire, and so
on. To find out what modifiers will apply see tbections below dealing
with ranged and melee combat respectively.

If the attack hits the target will take damage base the kind of weapon.
The damage will be increased by one grade for efweoyextra successes
the attacker gets, over what they needed to agthill Alternatively, if
the attacker wishes, they can decrease the danmading the blow,
aiming for a non-vital area, etc).

Dual Wielding
Any character wielding two weapons can choose tacktwith both

weapons at once. To make a “double strike” usespliting actions rules
presented earlier in this chapter. To briefly siarige; work out the
normal dice pool for the weapon (weapon skill ¥ilatite + bonus dice)
and then halve it, rounding down. If the weapoeisid used are based on
different skills then use whichever skill has thesést total dice pool. The
character may then make two attacks, using thecestdice pool. In
addition to the splitting actions rule, there acens additional rules and
modifiers that may apply to dual wielding, as disedt below.

If applying finesse to a dual wielding attack, #ie attacks
must be made at the same finesse penalty, unlesshiracters spends a
free action per attack to declare a finesse aftackach attack separately.
This represents the increased difficulty of trybegfocus on two or more
very specific targets at the same time.

Splitting the attacks between different targetsuieca +1DR
penalty to all of the attacks.

Any character can make two unarmed attacks if thisjp, or
add an unarmed attack to their normal attack idst&he same rules still
apply, so, for example, an unarmed human with AGUdarmed 4 could
make one attack rolling 8 dice, or two attacksimgll4 dice each (8 / 2).
Alternatively, if he was wielding a knife, with &i of 3, he could make

one attack with the knife at 7 dice, one attackhwits fist, foot, elbow,

knee, head, or other bodypart, at 8 dice, or makat@ack with the knife
and an unarmed attack, rolling 3 dice for eachZ7rbunded down, since
this is the lower of the two dice pools).

Any species with extra limbs may make additiondahaits,
beyond the first two, by deducting one dice frone thool for each
additional attack. For these purposes any “Indeépeti natural weapon
counts as an extra limb, although obviously on¢ ¢ha only be used for
unarmed attacks. For example a Zatchian wieldirgyghort swords, with
an AGL of 6, Melee Weapons of 4 and Unarmed of dlccanake one
attack with either a short sword or it's blade atni0 dice. They could
make two attacks with the short swords rolling Bedeach (10 / 2), or
attack with a short sword and a blade arm, at #meesdifficulty. If the
Zatchian chose to make three attacks, his diceywoold be reduced by 1,
meaning he would be rolling 4 dice for each forheattack, and if he
made four attacks then he would lose another dim feach of the pools,
bringing him down to just 3 dice for each attack.

Making an extra attack with a two handed weaponialsly
requires the use of two hands, and so reducesutmber of extra attacks
the multi-limbed character can make by 1. A Zanhwielding a two
handed sword could make two attacks at half ofeeiits Hand Weapons
or Unarmed dice pool, whichever was lower.

Defensive Fighting
During your turn you choose to Evade as a stanaetidn. Although there

is no immediate result of Evading, until the stdryour next turn you may
add half of your Dodge skill to both your Rangedddee and your Melee
Defence.

As a reaction during someone else's turn you dadadge to
have your character “hit the deck”, throwing thelmse clear of an attack.
Make a dodge skill roll, and if the result beats #ttackers roll to hit the
attack misses you. However your character willelfteprone, requiring a
full round action to get up, or a standard actmmbve into a comfortable
position to act whilst prone (ie, firing a weapon).

The other use of dodge is against area attackis,aithose
with a blast effect. Add the result of an open B@doll to the distance
between the character and the blast origin. Dodigeare also used in
working out suppressing fire.

As a free action a player may declare that thearatter is
fighting defensively. Until that character's neéxtn they may add half
their Tactics skill (rounded down) to their Evad&he maximum bonus
that a character can receive from defensive fighisnequal to their base
Evade, and the bonus will be modified by armour.

The downside to defensive fighting is that it selethampers
the characters ability to act effectively, sinceythare so focussed on
avoiding enemy attacks. For this reason the samalfy is applied to the
DR of any action they attempt whilst fighting deferely.

Fortune

Fortune Points represent the awful truth abouaddlenturers in the world
of Inferno; that by and large they survive on actamf dumb luck, or else
because the universe has something worse waitinghfam. Fortune
points can be used to sway the dice rolls at oppertnoments, allowing a
character to succeed at an important task, or agideath from a stray
shot, or else causing them to fail miserably and ep in even deeper
trouble.

Each character has a number of fortune points giwghem at
the start of the campaign. These points are Sperihe player on that
character's behalf, and can only be used to effeentts directly related to
the character. Once spent they are forever gdttpyugh more can be
earned through exceptionally good roleplaying, wrchased by spending
character points that the character has earned.cdst of buying a fortune
point is 25 CP, and they may be bought at any ftilemng a session of
play, even at the very moment when they are needtenivever only one
fortune point may be purchased per session.

Fortune points do not expire, however, and oncehased, or
acquired in any form, they stick around until thHayer decides to use
them.

The uses of Fortune points are as follows:

e To re-roll any number of dice from a single task teing
made for that character, so long as the roll wasrmtch.

e To turn a botch into a straight failure.

e To prevent the character from taking a critical moymust
done as the wound is taken, not afterwards. ThHistill take
the normal shock damage for the attack).

e To reduce a fatal wound to a critical wound (mustalas the
wound is taken, not afterwards).

e To stabilise the character if they are dying. Theil still



count as being fatally wounded, however the dumatid the
fatal wound will freeze.

e To have the character return to consciousnesd)elf vere
unconscious.

e To have the character shake off a special damafget.ef
reducing its remaining duration to zero (see Chafite —
Damage)

e To re-roll a single roll on the corruption tabl&his must be
done just after the roll is made, not later.

e To resist one spell. The effect value of the sizehalved for
that character, but not for any other target of shell. The
spell still causes full corruption to the caster.

e To receive a “Fortunate Occurrence”: Basically sibimg
happens that is lucky for the character. For exenipthey
look behind a bar hoping to find a weapon they d@gend a
fortune point and discover a shotgun. The threponant
points here are that firstly they must make sone afoeffort,
make some attempt at finding what they are afsher than
just hoping for good things to fall from the skyecondly, it
must be something reasonable. Finding a shotghimdb@ bar
is plausible. Finding a portable rocket launclsemat. Finally,
the GM gets the final say as to what happens. ¥vieatit is it
should be favourable to the character, however hst
favourable is up to the GM.

Morale

Combat is scary, and it's confusing, and the mmagbrtant skill that any
soldier can learn is the ability to keep a coolchead remain focussed
when in a difficult situation. There will often b&tuations where a
character will get distracted, or find it hard &act properly, or else where
they will simply freeze up and be unable to ache hbility to deal with
such situations without faltering is represented kye Morale
specialisation of the Command skill.

Whenever a situation comes up that tests a chagmafrieus and
resolve, they will have to make a morale check.ra#ochecks have base
DR of 3. This is increased by 1 for every panieaththat the character
has already taken during that round of combatsfiece the end of their
last turn). Failing a morale check causes theadter to lose 3 points of
their current combat initiative.

In addition, each time the character fails a modeck, the
player should make a note of it. Once the chardwe failed a number of
morale checks equal to their willpower, they mustkenanother roll with
their Morale (Command) specialisation, against adgRal to the number
of failed morale checks. If they fail the roll,eih character panics. A
panicked character will cease behaving in any kindtional manner, and
will simply do the first thing that comes into théiead at that moment,
however ridiculous. They may attempt to flee fribra danger, they might
launch a frenzied assault, they might curl up ipali and try to hide, or
they might simply act totally erratically, firineir gun in their, screaming
hysterically, or doing something equally pointlesthe player is still in
control of their character's actions at this padintt they must roleplay the
characters current state of mind, and have thermaveelin a manner
befitting somebody who has gone well past the drter emotional and
mental tether.

If the Morale (Command) roll is passed, the chaadbes not
panic. However the player must roll again eachettime character fails
another morale check, so long as their number itgdfamorale checks
equals or exceeds their Willpower.

The good news is that every time a full turn pasg#sout the
character being forced to take any morale chebley, get to remove one
failed check from their total, as the brief repaeallows the character a
chance to breathe and think and little more clearly

The following is a list of situations in which MdeaChecks should be
made:

e Suppressing Fire — Any character who is the taofiet rapid
fire attack, or who is targeted by sustained fifeany kind,
such as someone simply unloading a pistol in tbegction,
must make a Morale Check.

e Sniper Fire — Sniper fire is treated as any attzhg made by
an unseen enemy. However the attack must beckeageted,
not simply blind fire. If it is obvious that thaiper cannot see
you any better than you can see them, then no Bl&@heck is
needed.

e Surprise Attack — If the enemy manages to completel
blindside you, to the point where you were not @wvaf the
attack until it became clear that it was alreadgamvay, then a
Morale Check is required.

e Ally Down — If someone who is currently fighting gour side

of the battle, regardless of your feelings towdtdsn, is taken
out of the fight, either by fleeing, taking enougamage to
drop them (not necessarily Kill, just drop), sutdernng, or
switching sides, then everyone who considers thamaly
must take a Morale Check.

e Massive Damage — Whenever a character takes aatriti
wound, they must make a Morale Check.

e Fearsome Attacker — If you are attacked by an endmy
causes Fear you must take a Morale Check at thteo$taach
round that you are in combat with them. Add theacker's
Fear rating to the DR of the check.

e GM's Discretion.

Scale

Miniscule 0.1m 1/20 Destroyer 160m 80
Tiny 0.25m 1/10 Cruiser 320m 160
Diminutive ¥Yam Y. Battleship 640m 320
Small 1m % Dreadnought 1,250m 640
Medium 2m 1 Carrier 2,500m 1,200
Large (Shuttle) 5m 2 Command 5,000m 2,500
Huge (Fighter) 10m 4 Outpost 10km 5,000
Collossal (Gunship) 20m 10 Station 20km 10,000
Corvette 40m 20 Habitat 40km 20,000
Frigate 80m 40 Worldship 100km 50,000

All standard species in Inferno are Personal scaid, all characters are
assumed to be Personal scale unless otherwisd.state

Scale Category (typically referred to simply as|8cas the
actual scale of the vehicle, character, or creature
Scale Value is used for determining the in gamecedf of scale, such as
adjustments to damage and accuracy.
Scale Difference is the difference between the eS¥alues of the two
entities.

Accuracy

If the target of an attack is of a smaller scalntthe attacker then the DR
of the attack roll is increased by the Scale Défere. If the target is larger
then decrease the DR by the Scale Difference.

Example: A Fighter scale tank fires its main gumd&ersonal
scale foot soldier. The soldier, at two scalesllEmehas a Scale Value of
3. The tank has a Scale Value of 5. The ScaferBifce is therefore (5-3
= 2) 2. Because the tank is larger it has +2DR gdgnto it's roll to hit the
foot soldier, whilst the foot soldier is at a -2@Rvantage when rolling to
hit the tank.

Damage

Against a target that is 1 scale larger, attacksl delf their normal
damage. If the target is two scales larger, thegl d quarter their normal
damage. If the target is three scales largerddithhe damage by 10. For
greater scale differences, the attack is ignoremhether. In all instances
fractions are rounded down.

If the target is one scale smaller, double bothatgervalues. If
the target is two scales smaller, multiply the dgenhy 4, and if they are
three scales smaller multiply by 10.

Example: A Fighter scale main tank gun, beingdi@ a
Personal scale foot soldier would have it's basenage grade of Fatal
increased to D+1. If the foot soldier returns fingth an assault rifle his
damage of Moderate is decreased to Trivial.

If the Tank attacked the soldier with a sponson miex
Personal scale machine gun instead then the darofgfge machine gun
would not be adjusted, since the weapon (not thiche) is the same scale
as the target.

Range and Blast Radius

When working out distances for effects relatedai@ér or smaller scale
creatures and vehicles, simply change the hex dfae. all medium size
creatures and vehicles, the default hex is 1 mdtoe.other scales, use the
hex size given on the chart above, and work ougeaend blast radius
accordingly.

Magic
Applying scale difference to magical effects is @@d in more detail in
Chapter 4.

Miscellaneous Modifiers
All stealth / perception rolls should be modifiegy bwvice the Scale
Difference.




RANGED COMBAT

Ranged Combat

Given the preponderance of ranged weaponry in tbddwof Inferno,
everything from slings and crossbows to machinesgand plasma
cannons, ranged combat is a remarkably common i@rae.

The basic system for ranged combat in Inferno isally quite
simple. The attacker declares their ranged attaoki, rolls to hit the
target, using their Perception and the appropskilefor the weapon they
are using. The player should also make a notkeofinmo expended.

The base DR for any ranged attack is equal to theber of
range bands away from the target the attacker ghoavn on the table
below. The target's Evade is added to the base dldtyg with any
additional modifiers assigned by the GM. If th# i® a success then the
attacker has hit the target. Every 2 additionatesses on the roll to hit
will increase the damage by 1 grade.

When declaring a ranged attack the player is reduito state the
following:

The weapon(s) being used.

The target(s) of the attack.

Any special ammunition they are using.

Whether they are making a Finesse Attack.

Whether they are making a Snap Shot, Aimed ShatRapid
Fire attack.

6. Whether they are applying any talents to thektta

agrwNE

If any of these details are not declared beforalibe are rolled, the GM
must make a judgement call based on the detaillabieato them.

Range Band Metres DR Range Band Metres DR
Point Blank 5 0 Very Long 200 5
Close Quarters 10 1 Extreme 500 6
Short 20 2 Incredible 1,000 7
Medium 50 3 Distant 2,000 8
Long 100 4 Boundless 5,000 9
Range

The base difficulty ratings given on the table abagsume that the target
is within the effective Range of the weapon beisgdi This is
represented by the weapon's Range value. If tigerto the target is
greater than the weapon's range, this base DRulsleth If the distance
exceeds the weapon's range by more than 2 rangs,lihe base DR is
tripled, and if it is more than 3 range bands dhien the DR is
quadrupled. However only the highest modifiergpleed.

Scoped Weapons

Using a scoped weapon reduces the Base DR oftdekdty the Rating of
the scope. This does not reduce the effectiveeigngt the base DR,
meaning that if the target is out of the weapoarse then the modified
base DR will still be multiplied by the appropriatelue. This bonus only
applies if the weapon has been readied, not i€ltaeacter is making a hip
shot (see below).

By default the Rating of a scope is equal to iéstTLevel.

Regardless of it's rating, a scope cannot reduiebake DR of an attack to
less than 3.

Thrown Weapons
The base DR for thrown weapon attacks is equdlddalistance to the

target, in metres, divided by the attacker's STRbate. If the distance to
the target is more than 2 times the attacker's $#liRbase DR is doubled.
If the distance is more than 4 times the attacl&¥FR, the base DR is
tripled. The maximum range of any thrown weapdacétis 6 times the
attacker's STR.

Aimed Shots

As a standard action you may declare that youracher is “taking aim”
on a target. The target must be declared, and bbeuatvalid target, at the
time of taking aim, and you must state what weapamun are taking aim
with. The weapon must have been “Readied” firstdascribed above.
For each standard action that you spend aimindDknef the attack roll is
reduced by 1, with the maximum possible reductiemdp equal to your
character's skill rank in the weapon being usédatlany point during the
time that your character is lining up their shbg target ceases to be valid
then the accumulated bonus is lost, and the clearaah only take aim on
the target again once they have a line of sight.

Evade

You may Evade as a standard action. Until the efayour next round
you may add half of your Dodge skill to both youariged Defence and
your Melee Defence.

Reloading

Normally reloading a weapon takes a standard actldowever weapons
listed as “Manual Load” require a complex actiorrétoad, and weapons
listed as “Long Load” need a full two complex ang8do reload.

A character may, if they wish, attempt to “rapidoesl”. To
rapid reload a normal weapon, spend a simple gctod make a roll
using the appropriate firearms specialisation agasm DR of 4. If
successful, the weapon is reloaded. If the rolfaited, the action is
wasted, and the weapon is not reloaded.

For manual load weapons, the same rules are usgdapid
reloading uses a standard action. For long loaapames, rapid reloading
uses a complex action, and has a DR of 6.

Rate of Fire

Firing a single shot with a ranged weapon is alwaystandard action.
Unless stated otherwise in their stats, all weawasassumed to be semi-
automatic and can therefore fire once every round.

Any weapon listed in it's special rules as “Sin§lkeot” can only be fired
once every other round, but still counts as a stahdaction to fire.
Weapons listed as "Recharge” in their special raggsonly be fired once
every two rounds.

Weapons with a Charge Up time must be allowed ddydor the number
of rounds listed in brackets before they can bedfir The charge up time
only occurs the first time in the fight that theapen is used, and it may
be possible to deliberately charge up a weaporrdefdight starts.

Rapid Fire
Rapid fire involves pumping out as many rounds framweapon as
possible so as to either shred the target, or egp@an area.

Making any kind of rapid fire attack is a standaation.

The Rapid Fire effect is defined by two values, ahhwill be listed in
brackets, divided by a forward slash (/). Thedeesare Recoil and Rate
of Fire.

To make a Rapid Fire attack, the player must fietide how
many shots to fire. This is the amount of ammanitithat will be
expended in making the attack. Divide this amooytthe weapon's
Recoil, rounding down to find the Burst Value o&thttack. The Burst
Value (or BV for short) may not be less than theeRef Fire of the
weapon, nor may it be more than double the Raféref(RoF for short).
Regardless of how many shots are fired, a Rapiel &ttack is always a
standard action.

Next, designate targets. A Rapid Fire attack mayspread
between a number of target's equal to the Buraté&/aHowever no target
may be more than 2 metres from any other targttteofttack.

Finally, the attacker rolls to hit. Make the ralking the
appropriate weapon skill, and then compare it tche@rget's Defence
separately. Add the BV to success total of thachttoll, and reduce the
success total by 2 for each additional targetthdf attack hits, work out
damage as normal.

Suppressing Fire
Suppressing fire involves opening up with a raid fveapon and firing
as many rounds as possible. Essentially, pulliegrigger, and not letting
go. Suppressing fire is terribly inaccurate, et $sheer volume of fire can
still make it quite effective. Unfortunately it i®ry wasteful in terms of
ammunition. Making a suppressing fire attack fsleround action.

Suppressing fire increases the effective recoithef weapon
being used by 1 for that attack, because the siudeme of fire makes it
very difficult for the shooter to control their waan.

The maximum BV of a suppressing fire attack isafriple the
RoF of the weapon. What is more, the attacker rfinesenough rounds to
meet this maximum. If the number of rounds lefttie magazine is not
enough to meet this requirement then they simplieha fire as many
rounds as they have remaining. The ammunition irén@is not even
enough for the BV to be at least double the Ro& atitack does not count
as suppressing fire, although they still sufferittezeased recoil.



Suppressing fire attacks are valuable more for ikgephe
enemies heads down than actually dealing damageawBe of the wildly
inaccurate nature of the attack, halve the SF gflits made with the
attack, rounding down.

Suppressing fire has the advantage of being ag@wyg way of
keeping your enemies heads down. Although it &factive at dealing
direct damage, the sheer volume of fire producedfoece your targets to
seek cover, and can be very psychologically dangagiAs a result, any
target of suppressing fire must make a Morale Check

Blast Radius

Blast attacks spread out from a point of impactnaiging everything

within their effective radius. The further frometpoint of impact you are,
the less damage you will take, as the shockwateapsel / fireball / etc.

loses energy and ceases to be as effective. Telrttud effect any valid

target close to the point of impact for any weapoted as having some
form of ‘Blast’ will take a hit. However every metof distance between
them and the point of impact reduces the damagjeechttack by 2/2. For
a ‘Small Blast’ damage is reduced by 4/4, whereagf'Large Blast’ the

damage is only reduced by 1/1.

Bonus damage from accuracy is only applied to trecttarget
of the attack, and only if the projectile, beang, etctually hits them full
on. In the case of weapons that time detonatéy asdand grenades, this
does not apply, and therefore hand grenades negmive accuracy
bonuses to damage, unless the GM feels that plarticircumstances
apply. However the SF of the attack roll does t@msa penalty to the
Dodge roll of those attempting to avoid it.

If a character rolls to hit with a blast weapon andses, the
point of impact is shifted a number of metres afvasn the target equal to
the amount by which they failed the roll. So, ésample, if a character is
rolling to hit against a DR of 5, and rolls 3 susses, the projectile will
detonate two metres from the target.

Example: Three soldiers are standing next to &tafwo of
them are standing half a metre away, the third iand a half metres
distant. None of them are wearing armour. ThektEnhit by a rocket
launcher (Devastating damage, Small Blast). Theguwldiers within half
a metre each take a Fatal hit, dealing 21 pointsStfin damage and
another 21 points of Lethal damage). The soldiee and a half metres
away only takes a Severe hit, dealing 10 pointStah damage and 10
points of Lethal damage. The tank itself takepdifts of Lethal damage,
reduced by it's armour. The soldiers, had theynbeearing armour,
would also have been able to reduce the damagentaked since the
Lethal and Stun damage are compared to their armsmparately, they
would likely come off a lot better.

Situational Modifiers

As with any task roll, a roll to hit may be alter@dnsiderably by
circumstance. To simplify matters for both the @anMaster and the
players, this list summarises the situational niedifthat most commonly
apply to ranged attacks.

Movement: If the shooter or the target are runnitgen apply a +1
modifier to the DR for the shot. If both are rumpithen apply a +2 to the
DR. If the target of an attack is completely statiry then apply a —1 to
the DR. A degree of common sense must be appéesl bA lot of this is

dependant on relative movement. Shooting someangnig across your
line of sight is harder than shooting someone whaounning straight at
you.

Visibility: If visibility is poor then apply a +IDR to the shot. Poor
visibility can be caused by low light, by smokefog, or by many other
means. If the light is poor and it's smoky or fgggpply a +2 to the DR.
If it is pitch black (to the point where visibilitg nil) apply a +4 to the DR.

Cover: If the target of an attack is in Soft Cotleen the DR is increased
by 1. Soft cover is some form of concealment sashbushes, scrub,
cardboard boxes... anything that obscures the tanggtout directly
protecting it. If the target is in Hard Cover appl+2 to the DR, or +3 if it
covers them almost completely. Hard Cover is éffety anything that
will stop whatever incoming fire is being thrownthem at the time. This
may well depend on the weapon being used.

Low Target: If the target of a ranged attack isuching, the DR is
increased by 1. If the target is lying down, thR 3 increased by 2,
unless the attacker has a significant height adggnt

Off-Hand: If the attacker is using their off hanttiat is, the one they are
not adept with) to wield a weapon they receive &R2penalty on attacks
made using that weapon. If the character is ambioles they may ighore
this penalty.

Weapon Size: Any character attempting to fire @ handed weapon (any
weapon covered by the firearms skill) with one hanffers a +2 to the
DR of their attack. Attempting to fire a heavy wea one handed is +4 to
the DR. Finally rapid fire attacks made with angapon (even a pistol)
held in one hand are at +2 DR.

For every 3 points of strength that a characterthag may ignore one
point of weapon size penalty, however this modibety applies to the
total penalty, so a character with strength 6 diran assault rifle in full
auto one handed would take a penalty of +2 to tRe(£R for firing one
handed, +2 for firing an automatic one handed, o2 dix points of
strength). Weapon size penalties can never beceedio less than 0, no
matter how strong a character is.



Mclec COMBAT

Melee Combat

Melee combat is the term for fights that take placelose quarters, within
physical striking distance. In these situations potential for the use of
ranged weaponry becomes quite limited, and smamnbatants fall back
on more practical weapons, such as the multitudenofrds, axes, clubs,
and other melee weapons that are available in iatyasf high and low

tech forms.

The system for working out melee attacks is vemypde. The
attacker simply declares which weapon they areckitig with, and the
target of the attack.

The DR of a melee attack roll is equal to the tésgeefence.

Defence is worked out as follows:

% Weapon Skill + Weapon's Reach + Evade

The weapon skill used will be whichever is appraf@ito the weapon
providing the Reach. Defence cannot be less th&or @ny reason.

A character may declare that they are attemptinglddge
rather than defend, in which case they may substiodge for their
weapon skill. However they may not add their weepaeach, even if
they are armed, nor may they add any reach borama falents and
abilities.

When making your attack roll, add your weapon'sdge your
success total.

Before rolling to hit the attacking player must ldee the following:

1. The weapon they are using.

2. The target of the attack.

3.  If they are making a special manoeuvre.

4.  Whether they are making a Finesse Attack.

5.  Any talents they will be applying to the attack.
Weight

When using melee weapons, you need to considexdight and balance
of the weapon, which is indicated by the weapon&ight value. This
determines the minimum amount of Strength requivedield the weapon
properly. So long as the character's Strengthlequaxceeds the weight
of the weapon, they suffer no penalties. If ti8thength is lower, then the
Speed and Reach of the weapon are both reduced by 1

Attempting to wield a two handed weapon in one hamables
the weapon's Weight.

Unarmed Attacks

By default unarmed attacks have an Attack and Refdronus of 0. For
small natural weapons the Attack bonus is increésédd For large natural
weapons the defence bonus also goes up to 1.

Shields
A shield is a form of mobile cover. It is a larflat object that the
character can use to protect themselves from attaékcharacter using a
small shield counts as being in Hard cover. Adasgield counts as Total
cover. This bonus only applies to attacks mads fiiee other side of the
shield. Flanking attacks, and attacks made frofningecan ignore the
shield.

A shield also has a Resistance value, which messuosy
sturdy the shield is. If the Critical Damage of thitack is greater than the
Resistance, the shield's cover is reduced by aadegr

Special Manoeuvres

Disarming

Attempting to disarm another opponent increasesdiffeeulty of your
attack roll by 1 for a melee attack, or 3 for ageah attack. If the attack is
successful then the target must make an Agility eaon Skill test, using
the skill appropriate to the weapon being disarmBde DR is equal to the
attacker's Strength if it is a melee attack, ortthal damage grade if it is a
ranged attack. If they succeed they hold ontowthapon, but take a +2
DR penalty to their next attack. If they fail thiére weapon is sent flying
in a random direction. The distance the weapa@s f equal to twice the
amount they failed the roll by, in metres.

Tripping
You may attempt to trip another character using elem attack. The
difficulty of the attack is increased by 1, andthf attack hits then the

attacker and the defender must make an opposedmiddaskill roll,
adding their Barehand secondary attribute to tte tmumber of successes
rolled. If the attacker wins then their opponenkmocked to the floor. In
the case of a tie, the character with the highesen§th is assumed to win.
If it is still a tie, the defender wins.

Feints

Making a feint is a full round action, and involwesiking some sort of
attempt to throw your opponent off-guard, distthetm from your attack,
or simply confuse them about your intentions. alt be as complex
shouting “Look, an enemy battlefleet right behimdiydancing the
macarena!”’or as simple (and reliable) as attackirsyich a way that your
opponent misjudges your target.

To make a feint, roll your Fast Talk skill agaigetur
opponent's Awareness skill, and then roll to Hityour Fast Talk roll
beats their Awareness roll, they may not count tiveipon skill towards
their Melee Defence against that attack. If theitareness equals or
exceeds your Fast Talk roll, they may use thelrMldlee Defence as
normal. In addition, if their Awareness roll exdseyour Fast Talk roll,
and if they make a melee attack against you i thesit turn, you may not
count your weapon skill towards your Melee Defeagainst that attack,
as if they had succeeded in a feint against yds ¢es not require a full
round action for a feint, although it does reqairgtandard action to make
the melee attack, as per usual).

Full Defence

Declaring full defence is a standard action. U@ start of your next
turn your Melee Defence is equal to your WeapoeadR, plus your
Evade, plus your full Weapon Skill or Dodge (rattien half).

Full Attack

Declaring a Full Attack is a free action. Untilyonext round, you may
not count your weapon skill towards your Melee Defe However until
the start of your next turn, you may make any melitack using double
your normal skill rank in whichever skill is apprate.

Grappling

The grapple skill is an important part of melee bain It has many
applications, even in a bloody sword fight. A sssful grapple attack
allows a character to prevent their opponent frétacking and defending
freely, opening them up to further attacks.

To make a grapple attack you must first roll tq biing the
character's grapple skill. Then make an opposadpdg check, with the
target using their own grapple skill. For all oppd grapple checks both
the attacker and the defender may add their Backtwatine success total.

The target of a grapple attack may choose to futestescape
artist for grapple when defending in opposed gmmplecks, however if
they do so they will not benefit from the Barehédaahus.

A grappled character may attempt to break the deafiprcing
further rolls, with each attempt counting as anoact If they succeed they
can choose to either break free from the grappleake control of the
grapple.

When resisting any grapple attack, players haveltoice of using either
their character's grapple or dodge skill. Howewsly grapple may be
used to initiate or take control of a grapple,mpin an opponent.

Once a character has control of a grapple thera atember of
options that open up to them.

Pin — The grappling character may take a furthéioado pin
their opponent, completely immobilising them. Théqyuires a further
opposed roll. If this roll fails, their opponerninply remains grappled as
normal.

Bone Break — Once a character has a control ofjpptg there
are a number of ways in which they can choose jtoartheir opponent,
the most notable being the ability to dislocatat®iand break bones.

To damage a grappled opponent, make an opposepl@tagt. If you are
successful, you deal shock damage equal to half goacess factor
(rounding down). This damage ignores all armour.

Submission Hold — There are a variety of ways inctvha
grappling character can cause their victim exctinga pain whilst
causing very little physical damage. Just by hemdiarious joints in the
wrong ways, things can get very painful indeed thair opponent. To
cause pain make an opposed grapple check, and #tthcker wins add



half their success factor to the victim's Actiom&éy (rounding down).
As with a normal Pain effect the extra penalty \weaff at a rate of one
point per turn, however it will not begin to wedf ontil the submission
hold is broken.

Sleeper Hold — Rather than causing physical imgurithe
grappling character can choose to simply suffotte# victim, either until
they pass out, or until they are dead. Make arosgg grapple check to
force the sleeper hold onto your opponent. If sasful you will begin to
suffocate them. Each turn they may attempt tokbteea hold. However
you may add half the SF of your roll to put thechoh (rounding down) to
your success total for every opposed roll the targkes to break free.

Throw — The grappling character may choose to thtioeir
opponent. Make another opposed grapple checkif ahe attacker wins,
their opponent is hurled a number of metres equtdé SF in the direction
of the attacker's choice. Damage dealt is detethlny the GM, but is
generally minimal unless the target is thrown asoderable distance.

Ranged Weapons in Melee Combat

It is not uncommon for a character to find themeglin a position where
they are forced to use their rifle or pistol asrapromptu club, for lack of
a better melee weapon. When such a situationsasgaply treat the
weapon as a standard melee weapon, using thepstaented below. It
may be helpful to note these stats down in advéorcany ranged
weapons that your character has.

Weapon Speed Reach Dmg Weight
Pistol 1 0 0/1 2
Rifle / SMG / Crossbow 0 1 1/2 3
2 Handed
Heavy Weapon 0 0 1/3 6
2 Handed
Bow 0 1 0/1 2
2 Handed

A bayonet increases all of the weapons melee Isyats but also gives the
weapon a -1 success penalty on ranged attacks.

A simple blade attachment (not a bayonet, justddal edge attached to

some part of the weapon) adds 1 to the weaportisalDamage. It does
not apply a penalty to ranged attacks (as it isweghing down the front

of the weapon).

There is one final point to note when using rangedpons as clubs and
bludgeons, which is that in doing so there is alvayeasonable chance
that the character will in some way damage the weafTherefore every
time a character makes a successful melee attauik asanged weapon
(meaning that they hit their target, not necesgénat they do damage)
roll a single d6. If the result is equal to oraes than the Malfunction
Chance for that weapon type then the weapon hasdseaged in some
way by the attack, and is no longer usable asgehweapon, although it
still serves as a club. Continue to roll for eatfack that hits, even if the
weapon has already malfunctioned, as a second meéitin will mean that
it is now damaged beyond what a quick field refsich as stripping and
reassembling the weapon, or replacing a small paxt)d be able to fix,
and must be taken to a workshop of some kind.

Malfunction Chance:

Primitive 6+
Simple 5+
Basic 4+
Complex 3+
Precision 2+

The Malfunction Chance is based on the complexity(thus the
vulnerability to misuse) of the weapon. Bows armbsbows count as
Primitive weapons. Pistols, shotguns, and rap&tfeavy weapons count
as Simple weapons. Assault rifles, carbines, SM@d,normal heavy
weapons count as Basic weapons. Single shot hveeagons count as
Complex weapons, and any weapon designed for gnguiants as a
Precision weapon.

Sturdy construction (a modification that can bechased for most
weapons) reduces the malfunction chance by 1. Wilisot reduce the
malfunction chance to less than 6+, but insteadlliallow the weapon to
ignore the first malfunction rolled in any fight.

Shooting in Melee

Instead making an attack with a melee weapon, aactex in melee
combat can choose to fire a ranged weapon. Thgeraounts as Point
Blank, and the character may use the relevant weakitl for the attack
roll, however the target uses their Melee Defemtkear than their Ranged
Defence against the attack (as it's not so harkhtzk a weapon aside
when in melee combat). In addition a charactardiwhilst in melee may
not count their reach, weapon skill, or dodge talsaheir Melee Defence
until the start of their next turn. This same tiation applies to a character
being attacked in melee who has already made @daattack that round.

Shooting into Melee

Situational Modifiers

Just as with ranged combat there are a numbemafmom modifiers to the
the roll to hit that apply to melee combat. Thist Isummarises the
situational modifiers that most commonly apply tele@ combat.

Visibility: If visibility is very poor, for examg@ light is poor and it's
smoky or foggy, apply a -1 penalty to all attacksro If it is pitch black
(to the point where visibility is nil) the penaltycreases to -2.

Cover: If the target of an attack able to hideibe@lSoft Cover then the
attacker takes a -1 penalty. Soft cover is somm fof concealment such
as bushes, scrub, cardboard boxes... anything tretudds the target
without directly protecting it. If the target isding behind Hard Cover
apply a -2 penalty, or -3 if it covers them almosinpletely. Hard Cover
is effectively anything that will stop whatever aming fire is being

thrown at them at the time. This may well dependte weapon being
used.

Low Target: If your target is crouching, the ak@creceives a bonus of
+1 to their attack. If the target is lying dowm, s been knocked to the
ground, then the bonus increases to +2.

Scale: If the attacker is of a smaller scale theeirttarget, the DR is
reduced by the number of ranks of scale differer®e.if the target is two
scales larger then the DR is reduced by 2. Bystmae token, if the
attacker is of a larger scale then the DR is iregdaby the number of
ranks of scale difference.

Position: If the attacker has a significant heigtitantage over their target
they get a +1 to hit. Conversely if their opponérids the height
advantage then they take a -1 penalty on theiclattlls.

Off-Hand: If the attacker is using their off hartigt is, the one they are
not adept with) to wield a weapon they take a -2ajtg on attacks made
using that weapon. If the character is ambidestriiiey may ignore this
penalty. If the character is using a small weapooh as a knife, or a
natural attack, they may reduce the penalty to -1.

Weapon Size: Any character attempting to wieldva handed melee
weapon in one hand should double the weight of wieapon, before
modifying for their own Strength. If the weaponaigolearm then triple
the weight.

Assistance: If the target of a melee attack isnanibered by their
attackers, each attacker gets +1 to hit. If thigetais outhnumbered by
three to one or more, the bonus increases to +2.



HEALTH + HARM

Taking Damage

It's not uncommon for characters in Inferno tolgeat up, blown up, shot,
stabbed, poisoned, crushed, dropped, and genédilidlgl in a variety of
interesting ways. Every weapon or other form ¢hck in Inferno has a
set of two damage values to represent these umapleafects. These are,
respectively, Critical Damage and Shock Damage.es&éhtwo damage
effects represent the two different ways in whittacks tend to cause
damage to the target, and are handled in sligliffigrent ways.

Before resolving damage, you must first work owt ¢fifects of
the attack roll. The higher the Success Factahefroll to hit, the more
effective the character's attack was, usually loprabination of luck and
skill. Either they succeeded in hitting a weak®azof the target's armour,
or their blow landed in a vital area, causing digantly more damage. As
a result, before working out the damage from aackitadd the SF of the
attack roll to both damage values.

Critical Damage

The first value to addressed is critical damageis Tepresents damage
dealt through serious injury to a vital locatidPrecision weapons like
sniper rifles and lasers typically have highericaitdamage values.

To determine the effect of critical damage compheedamage
value to the target's Resist. If it is equal gtleir, then the target has
suffered a Critical Wound. Critical wounds repredée threatening
injuries which will, if untreated, soon cause thewvded character to first
collapse, and then die. A critically wounded clteahas a number of
rounds equal to their Resist plus their Willpowefdse the critical wound
turns into a fatal wound. This is referred totes ‘duration” of the
wound.

If an attack, after modifying for critical armouteals critical
damage equal to or higher than twice the targetssSsR they take a fatal
wound instead of a critical wound. If the criticelmage is equal to or
more than 3 times the target's Resist, they aledkihstantly by the attack.

Upon taking a fatal wound the character collapsesiobile
and incapable of action beyond crawling very slowlyd mumbling. A
fatally wounded character has a number of turnalegutheir Resist
before they die.

If a wounded character suffers another critical mhthalve the
remaining duration of their current wound, rounditayvn. If they suffer a
fatal wound then they are now considered to bdlyatunded instead of
critically wounded. If they were already fatallpunded, and they take
another fatal wound, they are killed instantly.

Shock Damage
The effect of shock damage is worked out next. dlager simply takes a
note of the shock damage, and adds it to theiriShotal. Until the
shock damage is healed, the success total of akydls made by the
character is reduced by half of their current shotk, rounded down.
This is referred to as their Action Penalty. Hoesethe character may
ignore a number of points of Action Penalty eqoahieir Threshold
secondary attribute.

If the character's shock total ever equals or edeégice their
Resist, they will take a critical wound. If theabequals or exceeds three
times their Resist, they take a fatal wound. ditlshock total becomes
equal to or more than four times their Resist, tiiiey Resolve the effects
of critical and fatal wounds as described in thetisa on Critical Damage
above.

Single Effect Damage

If an attack has a zero for either damage valen thhas no base damage
of that type, but the value can still potentially tnodified by other factors,
such as different ammunition types or the characteil to hit. If the
damage value has a dash (-) listed then the atagily does not have that
damage effect, and the value may not be modifiedriyyexternal effect.
Attacks without a critical value deal only shockrdaye. Attacks without
a shock value can cause critical wounds, but doantially deal shock
damage.

Stun Attacks

Any attack with the Stun special rule is treatedhsly differently to the
above. Instead of causing a critical wound, shaul8tun attack deal
sufficient critical damage it will knock the targetit instead. The target
remains unconscious for a number of hours equath® difference
between the critical damage and their Resist. Sttatks are affected by
armour as normal.

If a stun attack deals shock damage then treatighi®rmal.

This includes the target collapsing dying should #hock damage be
sufficient to put their shock total over twice thBiesist. This is because
Stun attacks which still deal shock damage aregdesi not to be outright
lethal, but can potentially cause enough bluntm@ado be of a danger to
the target all the same. When using such weapgpesdure the target is
safely incapacitated, it would be wise not to ust on a heavily injured
target, and to have someone trained in first aetkithem immediately
afterwards.

Melee Attacks
When making melee attacks, increase the shock dardaglt by the
attacker's Barehand secondary attribute. Unarntietka deal a base
damage of 0/0, and are treated as a Stun attack.

Small natural weapons have a base damage of 1/H@mbt
count as a Stun attack. Large natural weapons dé&ase damage of 2/2,
and likewise do not count as a Stun attack.

Armour

Obviously with the inherent lethality of most corbtstuations, it is

generally advisable that just about anyone who triighgoing anywhere
near a fight should invest in some armour. Armoeomes in many
different varieties, from low technology chainmaiathers, and plate
steel, to high tech carbon lattice power suits ammhomolecular fibre

weave. No matter what technology produced it, amuan be found in
both light varieties, designed to be worn easilyero under clothing, or
heavier varieties that restrict the user's movenieneturn for offering

excellent protection.

The effects of armour are handled quite easilystfef all,
armour has two armour values, which are tied tdwlredamage values.
They are Critical Armour (CAV) and Shock Armour (A To determine
the effects of armour just reduce the critical dgenand shock damage of
any attack the character takes by the relevant arvadue.

If a character wears more than one layer of arntbey, may
use the highest value from each layer for SAV aA¥ CNatural armour,
however, is simply added to the character's finmloar value. If a
character with a natural armour is not wearing atiwer armour, just add
their natural armour values to a base of 0/0.

Example: If a character was wearing Full Plate aum (2/4)
over Monomesh (5/1) then they could use the cliioaour of the
monomesh, and the shock armour of the full plateng them a final
armour value of 5/4. If the character had 1 pahnhatural critical
armour and 2 points of natural shock armour, thmad increase their
total armour value to 6/6. If the same charactaswot wearing any
armour, they would have an armour value of 1/2.

Encumbrance

The disadvantage to armour is that it is often Ypw@kd difficult to move
in. Any suit of armour will have an Encumbrancduea (generally
shortened to Enc), which determines just how mughpedes the wearers
movements. The four possible values are None,tLiftedium, and
Heavy.

Light encumbrance reduces the character's Evadé, lnd
increases the DR of any athletics or acrobaticedéask rolls by 1. This
applies to any major physical activity like runnimgjmbing, jumping, or
swimming. For Medium encumbrance these penaltiesi@ubled, and for
Heavy encumbrance they are doubled again (two @urdréspectively).

Armour with an encumbrance of None has no effectthan
wearers movements, and so it applies no penal#fegharacter's Evade
can never be reduced to less than 0, no mattemmaet armour they are
wearing.

Exceptionally strong characters will of course haless
difficulty wearing heavier armour. For every félipoints of Strength that
a character has they may reduce the encumbranadtiperfrom their
armour by 1, and increase the maximum Evade by 1.

On the other hand for particularly agile charactéhe
encumbering effects of armour become an ever gréaelrance. For
each level of Encumbrance there is an Evade Linkitr every full 2
points by which the wearer's Evade exceeds thig, litfne penalties are
increased by 1. The Evade Limit for each leveEntumbrance is given
below:

None - No Limit 6 -
Light - 6 4 -1
Medium - 4 3 -2



Heavy — 2 2 -4

Layering Armour
When layering armour, take the worst encumbrandeeysand then

increase it by 1 rank for each additional laydra tharacter was wearing
one layer of Light armour and one layer of Mediumart they would count
the Medium encumbrance, which would then increaselgéavy for the
extra layer.

However one layer of armour with an encumbrancé&ofe
may be worn in addition to any Light, Medium, orddg armour without
incurring an additional penalty. However if mohan one layer of armour
with encumbrance of None are worn, then all thersiycount towards the
total encumbrance.

A character cannot ever wear more than one lay@dazfium
or Heavy armour, nor can they layer Medium and kteswmour together,
as there simply wouldn't be space to fit one okerdther.

Any combination of armour which would have a total
encumbrance of worse than Heavy is simply too btokige worn. Such a
combination cannot be attempted, since thereniplgi no way to make
the armour fit.

A character cannot wear more than 2 layers of arrabonce,
in any combination. Again, this would simply beotdulky to be
wearable. Armour with an encumbrance of None stilints as one layer
for this purpose.

Finally two sets of armour with the Bulky propedsn never be
layered together. Bulky armour simply takes up enspace than one
might expect judging from it's encumbrance.

Partial Armour

Sometimes a character will find themselves in aasibn where they are
only able to armour some parts of their body. &ample if some parts of
their armour have been damaged or destroyed. iShisferred to as
Partial Protection. If a character is wearing asmthat only provides
partial protection, roll a single d6 each time tiele a hit. On a roll of 4+
the attack has hit an armoured location, and tmeoar provides it's

protection as normal, with the usual modificatiéasAP. On a roll of 3

or less the attack has hit an exposed location te@rmour provides no
protection whatsoever.

If the character is hit by a blast attack, any iphrrmour
provides protection equal to half of it's normal Avefore modifying for
AP.

If they are hit by a scatter attack then roll afdi6the armour,
but with the following possible results: On a 56othe armour provides
full protection, on a 3 or 4 the armour adds ordyf lits AV (as against
Blast attacks), and on a 1 or 2 the armour provdegrotection.

The advantage of partial armour is of course tfetighter and
easier to wear. For this reason partial armour itesEncumbrance
reduced by 1 grade.

The definition of partial armour is that it covenound 50-75%
of the character's body. This can usually be woriet by counting the
six basic locations, head, chest, both legs, arti hams. Of course
armour that only protected the front of each okéhcations would also
count as partial protection, since it only cove@®of the body. This
definition is meant to be pretty loose, and the &Muld always use their
judgement.

Armour that only covers one or two locations isimed as
Sparse armour. Sparse armour is even lighter,sanids encumbrance
counts as two grades less. However sparse arntouidps even less
protection. Against Blast attacks it counts h&ff AV against the Stun
portion of the damage, but has no effect on theletamage.

Against directed attacks it only protects on a o6lb or 6 if it
covers two locations, and only on a roll of 6 i€@vers one location.

Against scatter attacks it provides half it's AV @4+, and no
protection on a 3 or less.

Forcefields
A forcefield is any form of energy field projectedound the wearer to
protect them from harm. All forcefields have al&i&trength, which
represents the degree of protection they offere fi¢ld strength acts as a
kind of buffer against damage. Only once the F&tiéngth is completely
depleted can the wearer be attacked directly. duiitian to their Field
Strength all force fields have a Down time, whishthie number of turns
for which they are inactive after being taken doangd a Recharge rate,
which is the number of points of Field Strengthythegain every turn. A
force field that has been taken down will remaiactive for a number of
turns equal to its Down time and then begin to aegé at its normal rate.
A shot that hits a force field with any Field Stgém remaining will do no
damage to the wearer, even if that attack is ntwaa sufficient to disable
the field.

When an attack hits a force fielded target, adcettogy the

critical and shock damage of the attack. Thithés amount of damage
dealt to the forcefield. The SF of the attaclgisared, as accuracy is of no
value when attacking a forcefield.

Example: A force field with 7 field strength remiag gets hit
by a 4/4 attack. This deals a total of 8 (4+4) da® to the field, reducing
its field strength to zero, and causing it to busnt. However the
remaining point of damage is ignored.

Special Damage Effects

In addition to the normal effects of an attackréhare a number of special
effects that may also be applied, depending onatieck in question.
These effects are usually used to represent unwseegbonry like glue
guns and neural disruptors, or the effects of chehar magical attacks.

When an attack has a special damage effect itbeillisted in
the special rules for the weapon, or in the desoripof the attack. The
format for listing such effects is to have the naohe¢he effect, followed
by the potency, duration, and the resisting attebu

To work out the effects of special damage, theetanf the
effect makes an open task roll using the resistittigbute (applying any
modifiers as well, such as the Toxin Resistand®.trdhe success total o
the task roll is then deducted from the potencyfind the modified
potency.

From the point where the special effect is appleaiint down
the duration. When it ends, reduce the modifieteipzy by 1, and reset
the duration. The exact point where the effediri applied is always
immediately at the start of the affected charactegxt turn, immediately
after they were hit by the attack that caused pleeial effect.

Daze

Weapons and attacks with the daze effect are aldesorient and confuse
their target's, making them vulnerable to otheackis, and unable to fight
effectively. A dazed character adds the modifietepcy of the effect to
their current action penalty.

Paralysis
The Paralysis effect causes the target to becompletely immobilised,
unable to move, or act in any way. Even speeadhsislly impossible.
Paralysis effects will either cause the target'sctas to lock up, in which
case they will usually become very rigid, lockedtigir current pose, or to
relax entirely, in which case they will simply agise in a heap.

At the start of each turn, paralysis reduces tharatier's
initiative total for that turn by it's modified patcy.

Knockback

Weapons and attacks with a knockback effect htt sitch force that they
will send the target flying. The modified potenof the effect is the
distance that the target is thrown, in metresctliyeaway from the source
of the attack. Knockback effects do not have atilom.

Knockdown

A less powerful form of Knockback, Knockdown simplyops the target
to the floor, forcing them stand up again if thegnivto act effectively, so
long as the modified potency of the effect was mrethan 0. Just like
Knockback effects, Knockdown does not have a dumati

Nausea

Any attack with the Nausea effect causes the targgstem to become
unsettled so that they are forced to throw up witye The modified

potency is the number of turns that the charagtends vomiting, dry
heaving, or simply unable to act due to feelingsaisea.

By making a Willpower roll against the modified poty, a
character can still act normally whilst they ardfesing from Nausea.
However the roll must be made at the start of ¢anhthat the character
wishes to act (after reducing the potency of thiecef if the duration runs
out that turn).

Entangle

An entangling weapon has a chance of snaringitget in such a way that
they cannot move effectively. As a game effecttaRgle works in the
same way as paralysis. However as a standardnaetio entangled
character may attempt to break free, either byefarcby slipping free. If
they choose to slip free they must make anothes Puiility roll against
the dodge value, with success indicating that #iveyno longer entangled.
If they choose to force their way free they muskena pure Strength roll



against the Resilience of the entangling weapoigiwis the second value
listed along with the effect. Success means theya longer entangled.

In addition, unless the entangling weapon is firnghot that is
separate from the weapon itself, the effort of iftyca way free destroys
the entangling weapon. If the weapon fires a sbhat, has reusable
ammunition then the round of ammo will have beestrdged.

Armour Eater
A weapon with the armour eater effect is able tmage or even destroy
the target's armour when it impacts, making follap shots far more
effective. Usually these weapons are chemical dyaakthough many
variations exist.

Each time the duration of an armour attack runs mduce
both the CAV and SAV of the target's top layer ohaur by 1. If either
armour value is reduced to less than zero thenatimgour has been
damaged to the point of being useless. The fawer&at shreds that remain
fall off. It should be noted, however, that angnegning points of armour
eater effect do not carry over.

If an armour eater effect is applied to a rapice fattack,
multiply the effect by the number of hits scored.

Impact Damage

Impact damage is incurred any time a character same sudden stop
from a fast movement such as a car crash, falliiigaccliff, or being
thrown off a fast moving spaceship and slammin@ iah asteroid.

Alternatively impact damage can be incurred whemetbing
large slams into the character, such as beingytatdar.

Remember that damage for falling is based on tistanie
fallen rather than the total distance. A six fat character hanging off
the edge of a ten foot drop and letting go willyofdll a total distance of
four feet before they land.

For every metre fallen, the character takes 1 pofnshock
damage, ignoring armour. However player can makeAarobatics
(Physical) roll against a DR of 4. If they succeestluce the damage by
the SF of the roll.

Suffocation

Holding Your Breath

A character can hold their breath for a numbeoahds equal to 10 times
their Resist. Since Resist is based on both palysesilience and on
strength of will, this represents both the characfghysical and mental
endurance. After this time has expired they wéiyjim to suffocate.
Suffocation causes 1 point of Wound damage evemy. tiBecause this
damage is being caused by oxygen starvation, nigt does it ignore
armour, but it cannot be regenerated or repairedriyyother means until
the character is able to breathe again. This ¢aume oxygen starvation
directly attacks the brain, which is difficult teepair, be it through
mechanical or magical means.

Characters fitted with some form of air supply diyngnore the effects of
being without air for as long as their supply las@nce it runs out, they
will begin to suffer from suffocation. A charactehose air supply has
run out does not get to hold their breath, bectiume will not be enough
air left in the supply to take a deep breath.

Damage from suffocation cannot be recovered ufiét ghe characte

Performing CPR
Naturally the first reaction the players will hatieean oxygen starved party

member will be to perform CPR. The good news it tlue to the
proliferation of certain types of information dugithe Great War, even
characters from Fringe worlds actually have somewlkedge of CPR
techniques (it was, of course, a viable medicdhrieue during the war,
and one that requires no advanced technology).

Environmental Damage

Environmental damage is a sytem for representiegd#itrimental effects
of hazardous environments. When in a hazardousoemvent, characters
steadily accrue shock damage, at a rate that degenthe severity of the
hazard.

The GM assigns the hazard a severity rating, from table
below, which determines the amount of time that tnhes spent in the
hazardous environment before taking damage. Haehthe interval runs
out the characters takes 1 point of shock damggering all armour.

However any effect that grants “Resistance to Xl vaduce
the effective severity of the stated environmentaidition by it's rating,
against that character.

Treat fatigue, such as from over-exertion, forcearahes, or
prolonged combat as a kind of environmental damage; day of regular
exercise, such as gentle walking, will cause Ttifadigue. A days march
causes Light fatigue. A day's forced march caudeserate fatigue.
Large scale battles cause Severe or Devastatiggdat

Severity Interval

Trivial Every 8 hours
Light Every 3 hours
Moderate Every hour
Severe Every 10 minutes
Devastating Every minute
Fatal Every turn
Healing

Natural Healing

Natural healing represents the living bodies regene abilities, the slow
healing of cuts and bruises and other battle damé&yery week, players
should make an open task roll, using their charac8trength. The result,
after applying any modifiers, is how much shockdge they heal.

It is important to note that this healing rate iste unrealistic,
designed to suit the style of a fairly high actieampaign, where
characters will often be taking damage. For grittampaigns the GM
should consider at least doubling all healing timesd possibly even
increasing the base interval from weeks to montRer more cinematic
campaigns, reduce the standard healing time to21darys.

Healing critical and fatal wounds takes a lot lang€&irst the
wounds have to have been “Patched” using thedidsor surgery skills, as
described below. Then the character must haveek weactual bed rest,
performing no strenuous activities, just convalegci For fatal wounds,
they will need 2 weeks of bed rest. After thisdilmas passed, the player
should make a Strength roll for each wound (onling for fatal wounds
every other week of course). The base DR of thegd. However it is
reduced by 1 for each roll that has already beetienagainst that wound
previously. If the roll is successful, the wourasHully healed.

First Aid

The First Aid (Medical) specialisation can be usedcatch up critically

wounded characters, preventing critical wounds frisming into fatal

wounds. A successful First Aid roll will essentgidhalt' a critical wound.

The wound is still there, but the player no longeeds to count off its
duration, and it will not turn into a fatal wound@he wound is considered
to be “Patched”. The wound has not been fully éetdlowever, and the
character will still need long term bed-rest beftitey are fully healthy
again.

Performing first aid requires a full 3 complex aos, during
which time the subject must remain still, and allthe other character to
work on them. At the end of this time, the playeakes a First Aid
(Medical) roll against a DR of 5.

It is possible, of course, that performing firstl aould take
several turns. However so long as the charactéorp@ng first aid does
not attempt any other actions for the durationhef &ttempt, the critical
wound being tended will not progress into a fatalumd, though it's
duration will continue to count down. If the dueet hits zero, the wound
will remain a critical wound until the characterfoeming first aid either
breaks concentration, or fails their First Aid (Ntd) roll. It is not
possible to deliberately prolong the first aid afpe just so as to avoid
potentially failing the roll, and if the charactattempts to do so, this
should be treated as having broken concentration.

It is possible to perform first aid on yourself,datinere are no
penalties, aside from the usual penalties for sliackage.

Surgery

The Surgery (Medical) specialisation can be usddtitty a character back
from the brink of death, preventing fatal woundsnir continuing to

deteriorate. Surgery is performed in much the sameas First Aid, and

has a similar effect. If successful, the fatal naus considered to
“Patched”, as described above. The characterilistrsiated as being
fatally wounded, and suffers all the relevant peées| however they are no
longer in danger of dying from the fatal wound.

Surgery takes 6 complex actions to perform. Howgwst as
with first aid, the wound being treated will nobgress until the surgeon
either breaks concentration by attempting any otiwtion, or fails the
Surgery (Medical) roll. As with first aid, it isoh possible to deliberately
prolong surgery, and the same results apply. Atetid of the 6 actions,



the surgeon makes a Surgery (Medical) roll agari3R of 5.
It is not possible to perform Surgery on yourself.

Medical Care

So long as a character with the Medicine skill fierading the injured
character for at least 1 hour a day, they may naakepen Medicine roll
each time the character makes a healing checkadadhalf the successes
rolled to the injured character's success total.

Example: Ryan, with a total dice pool of 7 for Nedak, is
tending Aleyana, who has a resist of 5. Aleyapkiger rolls 5 dice for
her Resist, scoring 3 successes, healing 3 pofmt®ond damage. Ryan's
player then rolls his Medicine skill, scoring aneth4 successes. This
means that Aleyana heals another 2 points of walamdage (4 / 2 = 2).

Technology

More advanced medical tools and supplies meansride¢althcare. The
rules given here assume that the doctor in quesdievorking with tech

level O tools and supplies. Performing any mediask without any tools
and supplies increases the DR by 2.

However if the doctor has access to more advanocedical
equipment, they may roll a number of extra diceatbrmedical skill rolls
equal to twice the tech level of the equipment thsy using. All of the
equipment must be of the same tech level howevegzise only the lowest
tech level will count.

Drugs and Toxins

Drugs and toxins in Inferno are treated just likg ather special damage
effect, and use all of the same rules.

The resisting attribute for drugs and toxins isaglsv Strength,
modified by the Resistance to Toxins or Weaknegotons traits.

The duration of any drug varies, and is usuallyickst upon
when the drug is purchased.

If the character has the Slow Metabolism trait, teday is
doubled. If they have the Fast Metabolism traig, delay is halved. If this
would reduce the delay to half a combat round tlegluce the modified
potency by 2 at the end of each round.

If a character has more than one dose of the sangeirnl their
system, use the total modified potency, after nmithe initial resistance
roll for each dose.

e Tranquiliser — A tranquiliser slows you down, orevknocks
you out. Tranquilisers deal Stun Damage equaieatodified
potency. The damage is dealt each time the daratios out,
before reducing the modified potency.

e Toxin — Toxins are the most basic form of poisdriney cause
physical damage to the body, dealing shock damggal éo
the modified potency. As with tranquilizers, thdamage is
dealt each time the duration runs out, but befguplyeng
reductions.

e Paralytic — Known for being the primary effect afemotoxins,
Paralytic drugs can completely incapacitate ther,use the
same manner as the paralysis effect. To work loaitbiasic
effect, just use the rules for paralysis. Howef¢ne modified
potency of the paralytic effect is more than fieds the user's
Strength, their heart will stop and they will beginsuffer the
effects of suffocation, as if they had run out ofdih. To save
the character, the modified potency of the parmalytiust be
reduced below this threshold, and they must bengBeR.

® Analgesics — Commonly used in medicine, analgesics
effectively deaden the nerves, increasing the siSérteshold
by the modified potency. As a side effect it issgible to
seriously overwork your muscles whilst under thieas of
heavy analgesics, allowing the user to add half tioelified
potency to their Barehand. Each attack made wiolgtr-
exerting in this manner causes 1 point of shockadgm

e Irritant — Irritants cause inflamation and diretirmilation of
the pain centers in the nerves, acting like a Rdfset.

e Detoxicants — Often containing some form of livingcterial
culture, restorative drugs clear other drugs outthaf users
system, adding their modified potency to the usBtrength
when rolling to reduce the potency of any othergdrin the
users system.

e Antidotes — Antidotes work against a specific drogih, or a
category of drugs and toxins. Once in the usgstem, they
directly reduce the modified potency of the tamdjety or toxin
by their own modified potency. This reductionsyplied each
time the duration of the antidote runs out, bef@@ucing the
potency of the antidote.

e  Stimulant — Stimulants put the body into overdrieightening

the metabolic rate and increasing awareness. Fesut the
user can add the modified potency to all Agilitydd®erception
rolls they make. However when the modified potereaches
0, the user must immediately resist stun damagealdquthe
original potency of the Stimulant.

e Nauseator — These drugs work in exactly the sameasahe
Nausea special damage effect.

e Antibiotic — Against bacterial infections, add tmeodified
potency of an antibiotic to the user's Strengtlsa resist the
disease.

e Regenerative — These highly drugs aid clotting, guidken the
healing process. When the user of a regeneratiakesna
healing check, they may roll a number of extra digeal to the
modified potency of the regenerative.

e Synapse Enhancer — These highly advanced drugkequibe
thought processes and aid recall, giving a bonuheouser's
Intelligence equal to their modified potency.

e Reaction Enhancer — Generally used as combat dre@stion
enhancers are highly tailored chemicals that impritwe speed
at which the user's nervous system operates, gavibgnus to
Initiative rolls equal their modified potency.

Nausea
One of the well known effects of ingesting too manyins is that the
body rebels, and expels the chemicals from theesystlf a character has
any drug in their system with a Potency that is entiran twice their
Resist, and their Toxin Resistance roll generatesuctcesses then they
will throw up, unless they pass a DR5 Willpowerl.rolf the character
wishes to let themselves throw up then the rdutomatically failed.
VVomiting reduces the Potency of any orally ingestedj in the
characters system by half it's current Potencyndig down. An orally
ingested drug is one that is taken in the formoofdf drink, or something
swallowed like a pill. If the drug is taken striaignto the bloodstream (as
an injection most likely) then it can still causemiting, but the vomiting
does nothing to reduce the effects of the drug.

Emotional Effects

In addition to their physical effects, most drugdl aiso alter the user's
mood and mentality. These emotional effects do provide any set
bonuses or penalties, but they should be roleplajletie same. Just like
physical effects, they will be listed as Major avithor, indicating whether
the effect is overwhelming, or something that can dontrolled to a
degree.

The following emotional effects may be listed foyalrug:

e Euphoric — These drugs make you feel really up,stiog
confidence and releasing endorphins into the braigive a
warm and happy feeling.

e Depressant — Known as 'downers', these drugs ndrtdecause
excesses of violent, aggressive, and depressive@mmo

e Mood Enhancer — These drugs simply intensify ewingt,
making whatever emotional state the user is imgeo

e Hallucinogenic — This is the most dramatic of athational
effects, and the one that will have the most impattthe
character. Unlike the other effects it is not gatig up to the
player to roleplay the hallucinations, but ratherréspond to
them. The GM will typically determine just what eth
hallucinatory effects are. Of course, if the GMsts their
players to roleplay it well, they should certaintpnsider
allowing them player to just come up with some riesting
possibilities and respond to them in charactertheti way,
keeping the nature of the hallucinations secremftbhe other
players is recommended, as it will add to the csiofu of
having your friend freak out at something you casee.
Consider using private notes.

These emotional effects will kick in around the satime as the physical
effects, sometimes earlier, sometimes later. ThesBould make a call,
depending on the drug in question. They will usuféde once the
physical effects of the drug fade, although it ancommon for them to
last a lot longer.

Armour

Poisons can be delivered in the form of a dartleg,sor smeared on a
blade. However if a poisoned weapon is used agansarmoured

character there is a good chance that it won'tatigtbe able to get into
their bloodstream. To deliver the poison the caitidamage of the attack
(modified by ammunition type, accuracy, rapid fiaed any other effects)
must exceed the target's total critical armour.




Overdosing and Addiction

Rather than provide detailed rules for overdosind addiction, it is best
for the GM to determine where the limits are. Sajulelines, however,
are provided below.

Disease

Just like toxins and drugs, diseases are also éandiing a variation on
the special damage effect rules. Just like toxatigliseases use Strength
as their resistance attribute, modified by any appate traits. However
in addition to duration and potency, a disease h#san attribute called
Resilience.

Instead of reducing the modified potency of theedse by 1
when the duration ends, the victim of the diseaake® another resistance
roll, and reduces the potency by the amount rolleldwever the disease
then makes an open roll using it's resilience, addk the result of the roll
to it's potency. Thus it is possible for diseaseactually get stronger in
the character's system over time.

If the modified potency of a disease is reducedédm, the
victim's body has succeeded in fighting the infacff. The disease does
not get to make another resilience roll, and tloéimi is now considered to
be immunised against that disease, at least fangkefew years, allowing
them to double their normal resistance roll agaamst future infections.

Just like toxins and drugs, diseases can be wesgdni
sometimes intentionally, as in the form of Contagiounds, sometimes
accidentally, in an animal's bite, for example.tHase situations the same

rules for delivering toxins through armour also lggp diseases.

Diseases have some particular effects of their olated
below. Although the symptoms of disease are oftieerse and varied,
their physical effects will almost always fall inbme or more of these five
categories. Diseases do not list emotional effeststandard, although the
GM can choose to use the emotional effects fromtheggs and Toxins
section if they wish.

e Degeneration — This symptom refers to the cell dgn@used
by the disease as it attacks the body, adding abeurof
Wound Levels equal to the strength of the effect.

e Inflammation — This refers to the swelling andtation that
disease can cause (often taking the form of headasbhich
are a result of inflammation in the brain materiathich adds
Action Penalty equal to the strength of the effect.

e Fatigue — This refers to the tiring effects thatedises
commonly have on the system, as the body is foteetkpend
its resources fighting them off, adding a numbesuin Levels
equal to the strength of the effect.

e Nausea — This refers to diseases which cause wgniti
Whenever a character under the effect of a naugedisease
suffers a sudden shock (including any kind of &jtaor
attempts to eat or drink anything, they must makeilpower
roll against the strength of the nausea effectatirow up.

e Delirium — This refers to the dizziness, confusiand “fever
dreams” that can often result from sickness, addinmenalty
equal to the strength of the effect to the DR of kntelligence
based rolls the character has to make.



VEHICLES

In order to accurately portray the differences leemv a vehicle and a
living being, the rules for vehicle combat and mamging are quite
different from basic combat rules. The core systemains the same, but
there are many subtle differences, which will bplaxed below.

Vehicle Attributes

The first thing that you need to learn about vedsicis just what their
attributes mean. Like character's all vehiclesehavset of attributes,
however these attributes are very different fromsthused for characters.
Described below is each of the vehicle attributesth some brief
discussion of its effects in play. More will be adeaclear in the actual
rules.

Scale

The most important attribute a vehicle has is scaBeale is a general
measure of the overall size of the vehicle, vanfiiogn motorbikes up to
worldships large enough to engulf whole continents.

Micro am 1 Cruiser 320m 12
Probe im 2 Battleship 640m 14
Personal 2m 3 Dreadnought 1,250m 17
Shuttle 5m 4  Carrier 2,500m 20
Fighter 10m 5 Command 5,000m 24
Gunship 20m 6  Outpost 10km 28
Corvette 40m 7  Station 20km 33
Frigate 80m 8 Habitat 40km 38
Destroyer 160m 10 Worldship 100km 45
Speed

A vehicle's speed is always given as two numbevidetl by a forward
slash. The first value is the vehicle's base acagbn, per turn, and the
second is its top speed. How speed is measurétevdxplained in more
detail below.

Handling

Handling is the number of maneuvers that the vehiain make per turn
without penalty. This represents the manoeuvtghif the vehicle, and
the ease of piloting it. Maneuvers will be exp&rin more detail below.

Armour

Armour for vehicles works just like armour for cheters, with only two

exceptions. The first is that multiple layers ofaur cannot be stacked
on vehicles, and the second is that vehicle arntmes not have an
encumbrance.

Structure

Structure (or STC) determines how resistant to dgma vehicle is.
Whenever an attack gets through the vehicle's arnitsustructure is used
to determine whether the attack causes seriousgima simply glances
off. Attacks that seriously damage a vehicle caduce it's structure,
making successive attacks more effective. A velsicturrent Structure
value should be kept track of separately, and exembe less than 1.

Crew

Any vehicle with a large crew is assigned a Creviriga This is the
number of dice used for any task roll requiredhef trew, assuming that
the right crewman for the job is at the contrdBo, for example, a vehicle
with a crew rating of 8 would roll 8 dice to hitrfall ranged attacks, 8 dice
for maneuvering rolls, 8 dice for repair attempisd so forth.

If a situation arises where a crewman has to attenjpb they
are not trained for, they can roll 2 thirds of thesual dice pool, rounding
down. All crewmen are considered to be carryingalsrarms and
equipment appropriate to the Tech Level of the alehiand to their role
onboard.

Vehicle Movement

Vehicle movement is measured using an arbitraryevthown as a 'Hex'.
This value is used because it can be representadsingle cell on any hex
map. However maps are not actually necessary tiimgp out vehicle
movement. Rather, the concept of the 'Hex' is simapuseful way of
defining range and distance. If applied to persoambat, a hex would be
1 metre across. For vehicles, each hex is 5 matesss. In space each
hex is 100 kilometres across. This unit of measiae be applied to
movement, weapon range, blast radius, and justtabohing else. The

important thing about the 'Hex' is that it is axftée measure, and so can
be scale appropriately to the situation.

Speed

A vehicle's current speed is the number of hexearitmove in a turn. A
vehicle can increase it's current speed by any amop to its maximum
acceleration, by making an 'Accellerate’ maneuvRy. making a 'Brake'
maneuver the vehicle can decrease its current spgatp to twice its
maximum acceleration. The 'Hard Burn' and 'EmesgerBrake’

maneuvers further modify this value.

Control

Any time the pilot of a vehicle makes an actionttbauld potentially go
wrong they will be asked to make a 'Control Chedk'control check is
simply a roll against whichever skill is appropeiafor controlling the
vehicle in question. The difficulty of the roll Widepend on the action
being taken.

Some actions, or outside factors, will cause thecle to be 'Off Balance'.

The particulars of this state depend on the typeetiicle, however the

effect is the same. Whilst a vehicle is off bakadl controls checks have
their difficulty increased by 2. To regain full ool of the vehicle the

pilot must make a 'Recover' maneuver, explainddlimetail below.

Maneuvering
Maneuvers are actions that a vehicle can makeseThetions refer to the

movement of the vehicle as a whole, rather than daperation of
subsystems, rotation of turrets, opening of doorghe like. Each turn a
vehicle can make a number of maneuvers equal tbaitslling without
suffering any penalty.

Below you will find a full list of all the differenpossible maneuvers.
Each maneuver will include a difficulty rating, whi refers to the
difficulty of the control check to make the maneuvéf the difficulty is
listed as “None” then no control check is requireBo long as the pilot
passes the control check the maneuver will beezhiout as planned. |If
they fail the control check then something goesngroThe results are for
the GM to determine, although it will often be ttese that the maneuver
simply won't be completed. With some maneuversh s1$ turning, it may
be the case that the pilot oversteers, or doesteet fast enough.

The number of maneuvers that a vehicle can maketientirely limited to
its Handling value. The pilot of a vehicle may oke to make any number
of additional maneuvers in the same turn. Howegleing so will make
every maneuver they make that turn more difficiithe total number of
extra maneuvers taken, above the amount allowedthiey vehicle's
Handling, is added to the control check difficuitiyevery maneuver made
that turn.

Turning
Standard Maneuvers

Accelerate

Using this maneuver the pilot can increase theclehicurrent speed by
it's Accelleration value.

This maneuver can only be made once per turn.

Control Check: None

Brake

This maneuver is used to slow a vehicle down, afigwhe pilot to reduce
their current speed by twice the vehicle's Accéienavalue.

This maneuver can only be made once per turn.

Control Check: None

Emergency Brake

This maneuver is used when a pilot needs to brimghicle to a complete
stop as quickly as possible.

This maneuver can only be made once per turn.

Control Check: Average (4)

Evade

This maneuver is generally used to avoid any fofnmecoming danger.
Evade can be used to dodge attacks, flinch away fam oncoming
vehicle, or try to duck past an obstacle. Thedliffy can vary, depending
on how challenging the GM feels the stated evasia@euver is, but the



value given will generally be the default.

Any time a vehicle performs the evade maneuveilitalways be left off-
balance, requiring a recover maneuver to regaircéutrol.

Control Check: Challenging (5)

Hard Burn

By pushing their vehicle to it's absolute limits, pdot can use this
maneuver to double their vehicle's Acceleration tfg duration of this
turn.

This maneuver can only be made once per turn.

Control Check: Moderate (3)

Line Up

This maneuver must be made to line up a vehicleissgghts on a target in
its front 60 degree arc. This maneuver must beengath turn that the
vehicle will using any fixed mount weapons it hahe line up maneuver
must also be made just before impact in any ramrattgmpt, to line up
the vehicle onto its target properly. Finally thiganeuver is used to
successfully dock with another vehicle.

Control Check: Moderate (3)

Recover

When a vehicle is off-balance, either as a resulirmther maneuver or
because of some other effect, the pilot must sucdeea recover
maneuver before attempting any other maneuvers.

Control Check: Average (4)

Stunt

This maneuver is used when the pilot wishes tooperfany kind of
difficult or dangerous stunt. A stunt can be mauteply for the purpose
of showing off, or for very practical reasons, sasHflipping a plane on its
side to squeeze between two buildings. The GM lghéeel free to
modify the difficulty of this maneuver based ontjhsw insane the stunt
in question is. The value given is simply the défa Unlike the Evade
maneuver, which can often be used to achieve simélsults, the stunt
maneuver does not leave the vehicle off-balance.

Control Check: Incredible (7)

Turn

This maneuver will turn the vehicle by up to 60 e, or one face of a
hex. Two turn maneuvers is enough to perform atyidegree turn.
Making three turn maneuvers will allow the vehitte execute a 180
degree turn (a full about-face).

Control Check: Easy (2)

Vehicle Combat

Accuracy
The evade value of a vehicle is equal to its hagdlivhen moving, or 0

when stationary.

Hard mounted weapons use the scale of the vetielg are on, turret
mounted weapons use their own scale.

Ammunition

All vehicle mounted weapons have sufficient ammianifor 20 turns of

firing at their maximum rate of fire, or 5 turnsttiey have the “Rapid
Fire” special ability. For example a normal semieanatic weapon would
have 20 rounds of ammo, allowing it to fire oncereturn for 20 turns. A

single shot weapon can only fire once every other, tso it will have only

10 rounds of ammo. A 'Rapid Fire (3/3)' weaporsus®rounds each turn
it fires at its full rate of fire, and needs enowghmo to fire each turn for 5
turns, so it would have 90 rounds of ammo. Addirga ammo doubles
this value, but the weapon will now require a maumntpoint one scale
larger than normal. There is no limit to how mutira ammo a weapon
can be given, so long as a big enough slot capdrafto mount it.

Range

Guided Weapons

Guided weapons do not have a range. Instead they & speed, and a
number of rounds worth of fuel. After this fuel éxpended they will
typically detonate automatically, although they dam programmed to
simply shut down, or to remain active, detonatimgeventual impact or
proximity. In space guided weapons will continwefly on their last
heading almost indefinitely, although with the nt@uadjustments in
heading needed to ensure an impact their chanchittafig anything
smaller than a planet is slim. One option thabisietimes used is to have

a missile lock in a course, use up most of itshfligme accelerating, and
then shut down until it reaches close proximityhatihe target, at which
point it will power up and make its final attacknru This has the
advantage of allowing the missile to cross a gdeat of distance on little
fuel, and masking the missile's approach by keeftimgropulsion silent
until the last moment.

To make an attack with a guided weapon the charficdemakes an open
gunnery skill roll. The result of this roll is thieock' for the weapon. If
the gunner is not happy with the lock they can agjain the next round
and choose to take the new result or, if using @ ®eor higher weapon,
keep the lock from the previous round (but only gmevious round, no
further back). Once the gunner has a lock theysatisfied with they can
opt to launch the weapons. The weapons will theend a number of
rounds approaching the target. Once it is closeigm to engage make a
roll using a number of dice equal to the Targetating of the weapon and
the Lock value used on firing. The result is titempared to the target's
Evade to see if a hit is scored. Missile clusteestreated as a rapid fire
attack. Make a single roll to lock, and a singlé to hit for the weapons
as a group, but expend a number of missiles ecuath¢ “Ammo
Expended” value of the launcher, and multiply argmdge that gets
through armour by the “Damage Multiplier” as delsed in the Combat
section. Difficulty Rating madifiers for Rapid Eiare only applied to the
roll to hit, not to the roll to lock on.

Vehicle Damage

the reduction to Structure equals the damage deddted by the current
Structure. Roll a single die, and compare theltrésthe total structure
damage dealt. If the roll is less than the damageimber of systems
equal to the difference go offline.

If an attack deals 5 structure damage, the velsdésabled.

If an attack deals 10 structure damage, the velsdestroyed.
Although a vehicle's current structure can nevigbflow 1, the damage
still counts as having been dealt.

Armour

Vehicle armour does not have an AV, just a Restgtan Instead of
modifying the AV, increase the effective scaleldd attack by 1 if the AP
equals the Resistance of the vehicle's armour.e¥eny rank by which the
AP exceeds the Resistance shift the scale modifiet in the weapon's
favour.

Example: A Personal scale lascannon is fired &haittle scale car. The
lascannon would normally be treated as a smalleapoa with a scale
difference of 1. However the lascannon's AP oti&ii is two ranks

higher than the Moderate Resistance of the cansoar, so the lascannon
is treated as being a Fighter scale weapon. Thakes it one scale
larger, giving a Scale Difference of 1.

Remember to adjust the effective Scale, not théeJadference. Instead
check the new Scale on the Scale Chart and worktreitnew Scale
Difference using the appropriate Scale Values.

Special Damage Effects
Vehicles are immune to all of the following typdsiamage:

All Stun damage, suffocation, poison, disease,amdform of
environmental damage.

Vehicles take half the normal effect from Fire, $trdElectrical, Chemical,
and Radiation damage.

The only special damage type to affect vehiclesmadly is Impact
damage. As is normal for Impact damage, it is ghnassumed to be of
the same scale as the vehicle.

Vehicles are immune to the Shock and Paralysictstfainless they are
explicitly stated to affect vehicles.

All Vehicles have a Systems value which determim@s vulnerable they
are to special damage effects that target compéestrenics (this being the
closest thing that a vehicle can have to a nersgsem).

Power Management

Almost every reasonably advanced vehicle will hasme sort of power
supply, allowing it to run both essential and ngsemtial on-board
systems. Most systems have a power cost, whidhaisn from the power
supply. The total cost of all active systems matyaxceed the production



value of the power supply. However systems cashio¢ down, removing
the drain when they are not needed.

Weapons

Vehicle mounted weapons use Power equal to thaih Teevel, or four

times their tech level if they run off a power slypipstead of ammunition

(ie. Any weapon with the Recharge property). Tumeunts use power
equal to their tech level, in addition to the poveansumption of the

weapon. Pintel mounted weapons (those operatedahyl) do not use
power, unless they run off a power supply, in whadse their power
consumption is equal to three times their techllevea weapon is of a

smaller scale than the vehicle it is mounted onsés half as much power
(rounding up) for each scale of difference. Ifistlarger it's power

consumption is doubled for every scale of diffeeenShutting a weapon
takes 1 turn. Powering up a weapon takes a nupfhbterns equal to it's

Tech Level.

Life Support
Each environment has it's own life support costténms of power

consumption. Shutting down and powering up lifppart always takes 5
turns.

Land 5 Air 10
Sea 5 Submarine 10
Space 20 Underground 10
Engines

A vehicles engines use power equal to ten times#melling value of the
vehicle. Vehicles with a handling of 0 use 5 pwiof power. Vehicles
moving underwater, flying in atmosphere, or movingpugh mountainous
terrain double their normal power consumption. ks flying through
planetary gravity without atmosphere must use quadrtheir normal
power consumption to avoid being pulled down arableing. Shutting
down or powering up engines takes 5 turns.

Cryogenic Cargo
Standard tech level 3 cryogenic cargo space usefrpequal to the
number of BP spent building it. Tech level 2 crgogs uses four times as

much power, tech level 4 uses half as much. Safleltting down or

powering up cryogenic storage takes 50 turns,thean be done in as few
as 5 if a character skilled in either electroniccomputing can make a
successful skill check against a DR equal to tvieetech level of the
system.

Equipment

Each device has it's own attached power cost. ttBedescription of the
device for details. Shutting down or powering ugezice takes a number
of turns equal to one fifth of it's power consuroptirounding down.

Special Damage Effects vs Vehicles

Electrical

Vehicles and drones running off electronic systevitistake damage from
an electrical attack as normal, and in additionl wé shut down for a
number of turns equal to the amount of damage takes time can be
reduced by someone making an Electronics skill (ohke an open test
and deduct the result from the number of turng,left the effect can be
ignored if manual systems can be engaged to tai&efom the shocked
electrical systems. However this is likely to sele impede the vehicle
or drone's performance.

Drones

Although true sentient Al is little more than a mmyin the world of
Inferno,

Constructs

Constructs are a subtype of drones. Like droney tire functional
automata, machines that do not require direct huroatrol. The primary
difference is that constructs are created through tse of the
Technomantic art of Golemancy, rather than compuated machine
science (although often Golemancers will use a ergoossibly one
lacking a control system, as the basis for a cootr
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The Paths of Magic

Magic permeates every aspect of the world of Irderrt is a wild and
untamed force that many still struggle to masteny character in Inferno
can start with knowledge of magic, as much or #ke las the player
wishes. There are four varieties of magic thayglaharacters can make
use of; Sorcery, Spellmarking, Technomancy, andisdgagic.

Each of these varieties of magic uses the same bass system, but in
slightly different way, giving each variety a vedjfferent feel for the

player, and opening many new options in terms af tioey work their

magic.

Sorcery
Sorcery is magic that gives it's user control dlierfundamental elements

that make up the universe. It is wild and suddegimthat can be
conjured forth in a mere instant. Sorcerers gélyei@low one of five
paths; Life, Matter, Energy, Time, and Warp.

Life is the essence that lies at the heart of falt ives and breathes.
Those who study life can give power to this spoit snuff it out
completely. They can reshape living flesh, harden wither it, heal it or
destroy. They can grow claws, regenerate lost diménd breathe
underwater.

Matter is all that is physical, but without spitite inanimate and lifeless
substance that surrounds us always. Those whg statter can reshape
any physical substance like clay. They can caulletb to cease existing,
make the earth rise up to crush their foes, or nmdtrthe ground.

Energy is the fuel of the universe, the power iergthing. Those who
study energy can control it's flow, it's strengihd even change it's form.
They can throw bolts of lightning and fly throughet air, surround
themselves in shields against laser fire and makees into hand
grenades.

Warp is the substance that surrounds all of realityis the shape of the
universe, the flow of time. Masters of warp cashagpe space and time to
suit their whims, shifting and folding reality teléport themselves across
vast distances, or slowing down their perceptiotiré.

When the sorcery skill block is selected the playeist decide which of
the five elements they wish for their charactesttaly. The sorcery block
may be chosen more than once, selecting a diffetentent each time.
The skills in the sorcery each relate to a spefifimm of magical control
over the sorcerer's chosen element.

The Perception skill allows the sorcerer to seeryewaspect of their
element, immersing themselves within it, feeling ipresence and it's
shape.

The Manipulation skill grants the sorcerer direantrol over their
element, shaping it, altering it's ebb and flow.

The Creation skill allows a sorcerer to will the&hosen element into
existence in any form they can imagine.

The Destruction skill allows the sorcerer to nedght existance of their
chosen element, completely erasing it.

Spellmarking
Spellmarking is a ritualised magical form that &kene to prepare, but

which can vyield incredible results. Based arouodr fsymbolic marks,

Passage, Safety, Power, and Seeking, spellmarigsbe, alter, reshape,
and invert their marks to create a myriad rangmagjical effects. Each
of the four skills in the spellmarking block relate the control of one of
the four marks. Each of these marks can be indetideperform the

opposite of it's stated effect.

The mark of Passage, which allows freedom to tramal be inverted into
the mark of Obstruction, which creates barriersiamgedes movement.

The mark of Seeking, which uncovers truths andtescthat which is lost,
may be inverted into the mark of Obfuscation, whidmceals and wards
against scrying.

The mark of Power, which strengthens and empowesas, be inverted to
form the mark of Weakness, which enfeebles andensth

The mark of Safety, which protects against all ferof danger, may
inverted into the mark of Harm, which imperils adektroys.

Finally the mark of Order, which grants control, nooand and
domination, may be inverted into the mark of Chaabjch brings
freedom, disorder and release.

Technomancy

Technomancy is a magic of craft and science, acnaaged not on wild
workings of brief wonderment, but upon the slow dmde consuming
creation of marvelous artefacts that will contirteeof worth time and
again. Technomancers deal with the spirits thay therceive in all
seemingly inanimate physical things.
Through the art of Psychometry they communicateh witese spirits,
delving into the minds of stones, weapons, and egmmplex computer
systems.

Through the art of Alchemy they blend these spifiteaving them into
magically powerful forms.

Through the art of Artifice they empower the sgiiiit weapons, armour,
clothing, and even simple trinkets, turning themirto powerful magic
items.

Through the art of Necromancy they animate the $ommese spirits
inhabit, giving them the freedom of movement andcseating mighty
golems of flesh, stone, and steel.

Finally through the art of Fleshcraft they bondsthepirits to their own
flesh, giving them total control over their bodies.

Focus

Focus is a quiet magic, one of actions rather thams. Strongly tied to
the practice of ritual martial arts, Focus magesthsir magic to empower
themselves for combat, stealth, and physical supcgm There are five
paths that Focus mages follow in their studies.

The path of the Warrior is tied to the element aftle, the emotion of
anger, and art of sculpture. It grants great gtferand the ability to
withstand horrific injuries.

The path of the Duellist is tied to the elemenaiof the emotion of desire,
and the art of music. It grants swiftness of motad graceful movement.

The path of the Fury is tied to fire, the feelifdear, and the art of poetry.
It grants incredible speed and a blinding rage #flatvs it's adherents to
ignore the pain of their injuries.

The path of the Guardian is is tied to earth, fegiof sorrow, and the art
of painting. It protects against magic, improvisit fortunes, and heals
wounds.

Last, but perhaps most feared, the path of theeligltied to the ethereal
element of void, the powerful emotion of hate ahd thought that lies
behind all art, inspiration. It allows it's adh&ti®to strike at their enemies
soul, planting seeds of corruption, and to resistdorrupting influence of
their own magics.

To learn any magical skill the character must hagerelevant skill group
chosen as one of their Favoured skill groups, anstrave bought ranks
in the specialisations that they intend to usearhig magic requires a
great deal of effort and dedication, especiallyegithat it must often be
learnt in secret, passed on from a master to aaledi apprentice.

Casting Spells

The term “spell” in Inferno is used to describe aiygle magical casting.
A spell could have many different effects. It abdle instantaneous, or
long lasting. It could be a personal effect, ltke empowerments of a
Focus Mage, or a fundamental alteration of the f&loyic of the universe.
Regardless, ultimately almost all magic in Infeoam be defined in terms
of spells. What all spells have in common is thinds:

The first is Power. The second is Cost.

Power is the force and skill with which
Cost

These two values, taken on their own, are largetamngless. However
taken together, what they define is the spell'edfi/alue. Effect Value,
or EV for short, is the actual effect the spell ,himsgame terms, as a
numerical value. This value varies from spell pels It may be range,
damage, armour value, weight, or any of thousarfdsttwer possible

values. What the EV of the spell actually représéndetermined by the
GM, when they assign the spell's Cost. HoweverBkeis worked out

when the spell is cast, by dividing the spells Poleit's Cost, rounding



down any fractions.

Range

Reduce the power of any spell by the range todhget. This includes
spells where range itself is the outcome, suchelepartation. In these
cases the “target” is not the end location, butdbgct or person to be
teleported.

Magic touch effects require a separate roll to hit.

If a magical effect is applied to an object, or anifestation, which is then
used to deliver the effect, the attack requirdseeia Throwing roll, or a
Thrown Weapon roll to deliver the effect. Howetlee magical effect
itself counts as a touch effect for the purposdetérmining the range.

The total Power of a spell is determined by maliridagic Roll. This is
an open task roll, made using the magical skiledeined by the GM to
be appropriate to the magical effect being produc€te total power of
the spell is equal to the number of successes peatloy the roll, added to
the caster's Aura attribute, and any Ambient pop@nts that can be
provided. This total may be further modified byt factors, including
traits and techniques, as deemed appropriate byGiile However
regardless of what the total power of the spell mayif the skill roll does
not produce any successes, on it's own, then tempt has been botched;
the spell fails to manifest, and the caster suféelsacklash, as described
below.

No matter how many ambient magic points a chargrtrides towards a
spell effect, they may only use as many as thegmgéa from their magic
roll. For example a character prepares 7 ambientpworth of ritual and

components towards a spell effect, and then mdieis magic roll. The

magic roll generates 5 magic points, meaning they have a total of 10.
The total would be 12 (7 ambient points + 5 magin{s), but since they
can only use as many ambient points as they genfah the roll, 2 of

the ambient points are wasted. If they had produtenagic points on
their roll, then they would be allowed to use akmbient points, giving

them a total of 14. If they had produced 9 magimis on their roll then

they would still only be able to add 7 ambient paims that is all they had
prepared, for a total of 16.

There is one, and only one, exception to this rdle points contributed
by ritual members count towards the magic pointseggted, not the
ambient points. So if three participants in aafitproduced a total of 11
points, and the caster produced 8 magic pointhef bwn, they would

have a total of 19 magic points generated. Thigldvthen allow them to
use up to 19 ambient points in the spell effettfor this reason that the
most powerful spell effects require large ritualsvalving many

participants, in addition to powerful components;ifand somatics.

Corruption

Whenever a character makes a Magic roll they wiltrae corruption
points. The base number of corruption points ghisalways equal to the
total Power of the spell. This amount may themtmlified by certain
magical techniques, and other effects.

If a character has 20 or more corruption pointy timeist make a roll on
the corruption table. They roll 2d6, and tell tab! the total showing on
the dice. The GM then checks the corruption tabl€hapter X of the
GM's Guide, and tells them what the effect on tlebiaracter is. Every
time a character rolls on the corruption table rthieital number of
corruption points is reduced by 20.

Corruption is something that affects all users afgio. It is a slow
cumulative effect of channelling magical energiés-one has ever truly
understood why it is that using magic has such &gment effect on
people, but many theories have been put forwardging from the
scientific to the supernatural. Some speak ofesyrdamage caused by
magical energies, or ‘the price of magic’. Whaki®wn is that the oldest
and most powerful of mages rarely practice theigimapreferring instead
to have their apprentices work it for them. Mestah their arts to younger
students, having paid out to much to continue nakise of their own
abilities.

Starting Corruption
If a starting character has any magical skills thlyalso begin play with

a number of corruption points equal to double titaltranks in all their
magical skills. If a starting character has mdr@nt10 corruption points
they are immediately traded in for one roll on tt@ruption table, as
normal, every 10 points resulting in one roll. Abrruptions generated
from starting points will already be fully in effelsy the time play begins.

Backlash

A backlash is the result of a spell that has somebone disastrously
wrong. Backlashes generally occur for one ofdhreasons;

1. A Botched Spell: If a magic roll comes up wittr@ successes
on the dice (not counting any modifiers to the sssdotal) the
character immediately suffers a backlash, with strength
being equal to the number of dice rolled.

2. Corruption: When a casting roll produces enoagiruption
points that the character must roll on the coramptable, the
caster immediately suffers a backlash with a streegual to
the number of corruption points produced by theirgsoll.

3. Interrupted Casting: If a casting attempt is cessfully
interrupted (see Interrupting Spellcasting, belawg caster
immediately suffers a backlash with a strength kdoathe
number of corruption points that were producedHsy ¢asting
roll.

To find out the effect of the backlash consult tiagklash table, found in
chapter X of the GM's Guide.

Stacking Magical Bonuses

In any situation where two or more different mabietiects provide the
same or complimentary bonuses, use only the high&inuses from
magic, even different kinds of magic, can neveclstainless the GM
determines that special circumstances apply.

A complimentary bonus is defined as any bonus atifien which, whilst
not actually being the same, has the same effect.

In all instances where multiple bonuses would apiblg bonus to be used
is always that of the most recently created magitdct. Neither the

caster, nor the recipient of the magical effectehamy choice in this, with

one exception. If one of the competing magicaka&f is an innate
magical ability, then it may always supersede amgromagical effect, at
the user's choice.

Protection

Any effect that reduces damage taken is considerethmage reduction”

effect. This includes armour, reductions to thendge grade of attacks,
and any similar effects. Only one damage reductiay be applied

against any given attack against a character.

Damage

Healing

Attribute & Skill Boosts

If a skill has been improved using magic, and thkeld attribute has also
been improved, then only one bonus may be appliedny other magical
effects would also either improve the dice roll,reduce the difficulty,
then it is still the case that only one effect rbayapplied.

Sensing Magic

Whenever magic affects the real world, living coees feel it. Large
animals in particular have been known to becomeauer or agitated in
the presence of magical effects or magical beiagd,sentient beings feel
these effects too, though often so subtly that greynot aware of them.
Sense Magic is the skill of training yourself totine those faint

impressions. With enough training it is possilol@liscern the direction, or
even the precise location, of the source of theceff Those who are
skilled in sensing magic often describe the feelindifferent ways. Some
refer to it as a tingling down the spine, some &seling of coldness, and
some simply refer to it as the feeling of somebdabyking over your

shoulder.

Actually determining what it is that the charadtesensing, whether it is a
magical effect, a resonant material, or somethisg entirely, requires a
separate roll against the character's magical yhskiil. It is true that
different types of magical effect leave a differédand of impression,
however knowing how to tell one impression fromtheo is very much a
matter of theoretical understanding.



Countermagic

Countermagic in Inferno is difficult, and often cplicated. Firstly, under
no circumstances is it ever possible to magicaffgca the substance of
magic itself, or at least certainly not using ariyttee varieties of magic
described here. This means that magically dispetir disrupting another
magical effect is simply impossible. It is, howeveossible to counter the
effects.

To counter another spell the most important ththgrefore, is
to have the appropriate kind of magic to counteghwiln some magical
disciplines this is easy, in others much less Koalso requires that the
countering mage have made any necessary prepardtiorspellcasting
already. After that, it's simply a matter of findian appropriate defence
against the spell being cast at you. If two EneBgycerers were facing
off, and the first cast a lightning bolt using diea to simply will the
electricity into being, her opponent could simpBewdestruction to negate
the electricity. To do so her opponent needs teeha held “defensive
casting” action ready. If her opponent was a Ma®ercerer, they
wouldn't be able to do anything of the sort, altjtouhey could create a
copper lightning rod to draw the electrical disgfgaway from them. A
Technomancer could potentially convert the eletyrinto something less
dangerous, like soft foam. A spellmarker, with tagpropriate mark
readied, could activate a damage shield, prote¢tiam from the worst of
the effects, or become ethereal, allowing the tigig to pass harmlessly
through them. Ultimately it's all about playersrgecreative, and finding
ways to use their own magical abilities to throwwaench in their
opponent's spell casting.

Interrupting Spellcasting

Magical Equipment

Resonant Matter

Voidmatter

Seen by many magical scholars as the logical ofgpo§iresonant matter,
voidmatter has the odd property of acting like @klhole in astral space,
constantly absorbing magical energies from its@urdings. Some astral
sensitives have described voidmatter as beingaikw®und in the fabric of
astral space.

[If voidmatter comes in contact with a magical itabcreates a feedback
loop. Very dangerous.

If mages carry voidmatter it fucks up their casting

If people carry voidmatter and enchanted itemstwimeconflict in a minor
way.

If voidmatter and resonant matter are carried tosectogether, they create
a resonance loop. This gives every Spirit Seresitithe area a headache,
and causes problems for anyone attempting to gedissn the area. If
allowed to build up for long enough, the eventuadigult is an explosion
of magical power.]

e Resonant Components — Resonant components materéls
have a natural reserve of magical energy. Thisrvesmay be
called upon by mages in working their magic, andsash
resonant components are used in many forms ofcsgélhg
and magical crafting. Their cost is determinedtmsir rating,
which is a measure of how powerful they are. Tost & given
for a single “measure” of magical components.

e Resonant Focus — A resonant focus has been crefalited
using resonant materials. The cost of a resonaausf is
therefore based on that of the materials usedati. cfhe more
powerful the components, the more effectively tlaeut
increases the sorcerer's magical powers. Thegrafithe focus
is equal to the rating of the components used,isuadided to
the power of any spells bound to the focus whey #re cast.
The number of spells that may be bound to a foswexjual to
the rating of the focus. In addition the focusyides the usual
benefit of reducing the corruption taken from tipelsby 1.
Only sorcerers can benefit from the effects ofsmmant focus.



SOR@ERV

The Origins of Sorcery

The Sorcerous Arts
The Four Elements

The Arts of Sorcery
e Discernment — The first thing many sorcerers leglout an
element is how to perceive it, down to the finestad, to be
utterly aware of it, be it the flow of time, theistings of the
warp, or every breath taken by those around you.

e Evocation — A powerful, but limited art, this allewthe
instantaneous creation of a small amount of theehelement,
in whatever form the sorcerer desires, be it a tblightning
arcing from their fingertips, or 5 seconds of extnae for them
to use. Be warned that the results of a successéation
attempt are always short lived.

e Manipulation — Perhaps the most useful of the &hnfs,allows
the sorcerer to control, shape, and alter theiseh@lement to
their will, such as making a plant grow fastersbaping a hole
into a door.

e Destruction — The art of allows the sorcerer toceh out, or
negate their chosen element, snuffing out lifetirgtshort of a
journey through the warp, or draining all the h&am an
object.

Using Sorcery

To create any sorcerous effect the player firstidess to the GM what
they are seeking to do, in practical terms, subloW a fireball down that
hallway” or “slow down time for myself’. The GM ¢ assigns the spell
a cost, depending on how powerful the effect wéll ®nce the spell effect
and cost has been decided upon the player rolisstgahichever of their
magic skills the GM feels is most appropriate fdie tspell being
attempted, and generates a number of power poifitss value is the
"Power" of the spell.

The power of the spell is divided by the cost (aing down) to find the
Effect Value (EV) of the spell. What effect valtianslates into, in
practical game terms, is handled by the GM. Foataack spell the EV
will typically be the number of grades of damaggicgted. For a flight
spell the EV would

Range
With sorcery there is no particular requirementgbysical contact. The

caster only needs to be able to see the targethéthown eyes.

Radius Effects

Any spell may be given a small blast for doublectst, a blast for four
times its cost, and a large blast for eight tintescost. Blast effects on
spells work just the same as with attacks, exdegit the EV is reduced,
rather than the damage grade.

Sustaining Spells
Normally sorcerous magic creates an effect and tlissapates

immediately. The effects of any sorcery spell vaiily last until the

caster's next turn.

The only way to keep a sorcery effect going isustain it, requiring the
character to continue concentrating on the spafhilst sustaining a spell
the character may not take any other action bedids movement, and
they accumulate corruption equal to half the spg@bwer (rounding up)
for each turn they keep the spell sustained.

Ritually Sustaining

Alternatively a spell can be ritually sustained create a sustaining
ritual, the sorcerer must prepare a ritual ciralg fill it with magically
significant components. The spell must be cagtiwithe ritual circle, and
the sorcerer must remain there for as long asuligy to maintain the
spell. After the spell is cast the player makespen meditation skill roll.
Ritually sustaining a spell increases the intebeilveen each time the
corruption is applied from one round to a numberooihds equal to the
result of the meditation roll.

Foci

To ease the corrupting effects of their magic, e@ns can prepare spells
and bind them to foci. A focus (the singular ofijds an object that is of
spiritual significance to the sorcerer, and whichbedies, in some way,
the spell being bound to it. The sorcerer thercidess the magical effect
which they wish to bind to the focus. Wheneversbecerer invokes that
spell, and so long as they are able to use thesfabe sorcerer may ignore
the first corruption point taken from using the lIspeThe maximum
number of normal foci that a sorcerer may have amegbat any one time is
equal to their intelligence. This point of cornapt is removed after an
metamagic techniques have been applied.

In addition to their normal collection of foci, arserer may bind a single
resonant focus. A resonant focus is crafted froatenmls that have a
powerful magical resonance. The focus must stilitade by the sorcerer,
however obtaining the magically active componerstsvery difficult.
Many sorcerer's opt to purchase the componentgitadth a significant
cost, from magical goods traders, who spend a giegltseeking out such
magically active materials. Magically active Feald their rating to the
number of power points generated when casting palf bound to them,
in addition to their normal effect of ignoring onerruption point. This is
instead of the bonus for a normal focus, not initad In addition,
because of their resonant nature, a sorcerer nmalyebnumber of spells to
a resonant focus equal to it's rating.

Energy Sorcery

Energy Blasts

The simplest and most direct use of Energy sortergreate blasts of
energy. There are basically two ways of doing.thige first is to use
creation to simply will a bolt of lightning or adsit of heat into existence.
This is pretty blunt, direct, and certainly gete fbb done. Of course a
little thought should be put into what kind of egeryou want to use.
There are a range of options at your disposaltaninportant to pick the
right one.

Kinetic energy is best for stunning attacks, but akso be used
to deal lethal damage (after all bullets and swasis kinetic energy), and
it has the advantage of fewer secondary effects.

Heat can set the target, especially a highly flatiimaarget,
ablaze, essentially making them a non-contend#harfight until they get
put out, and likely finishing them off. On the etthand using heat blasts
around anything explosive, or inside a building barsuicidal.

Electricity can be used to stun or Kill, and hees gldvantage of
shocking the target, temporarily paralysing thesrvous system. This
makes it excellent as both a lethal and non-legiti@ck, with the added
advantage that it ignores metal armour. Unforteigain an environment
with a lot of metal around electricity can arc dffssipating around the
target. Also, like heat, it should never be usedn environment where
there is a likelihood of fires or explosions.

Light can be used as an effective non-lethal attacklinding
enemies (and overloading cameras and other seaskages), or focussed
into a laser beam that will punch through all the toughest armour. If
used in this more lethal form it has the same @robof starting fires, but
is at least much more precise and easy to conthost be aware of what
your target is standing in front of, as a lasembeill likely punch right
through them and out the other side. As anothssipiity, lasers can also
be used to carve apart solid metal barriers aner abstructions, although
the effect would likely have to be sustained fanedime to be effective.

Sound can also be a very powerful form of energgeeially as
it will likely deafen your target in addition to esing damage. At very
high or low frequencies most sounds cannot be héartdcan shake apart
solid structures.

Contrary to popular opinion, although Energy scecercan
control fire, they cannot create it. Fire is bditbm three components,
heat, oxygen, and a combustible material. Whilstgen is generally
already present, the Energy mage is incapable ofifesiing the
combustible material needed (although if they helvasen to study matter
sorcery as well, then it would be possible). Tieap of course set any
flammable material on fire, by simply manifestinguficient amount of
heat. Even when the manifested heat vanishesgxb#nermic reaction
will continue to produce more, keeping the blazengmnce it has been
started.

Manipulating Energy




Energy Conversion

“Cold” Control

It's important, as an Energy sorcerer, to undedsthat cold is not a kind
of energy, but an absence of energy. However esdéyation of your
element is still very much within the command ofuyabilities, this
means that effects related to cold are very muskipte.

Just about any kind of “cold” based effect will alve the use
of Destruction. Unfortunately the basic “cold ltlas pretty tricky, since
it involves destroying the heat in the air, anchtheeating or manipulating
kinetic energy so as to impel the air towards #rgdt. Flinging ice is
even trickier, as you first have to locate wated dreeze it (although
again, any sorcerer who has chosen to study battemzand energy effects
could do this).

With that being said, why even bother with thesenjtive
techniques, when you can simply freeze the targid &y negating the
heat in their body. This kind of attack can be altating against both
living and lifeless targets. Granted, as soorhasegation effect ends, the
warm will return, and they will thaw out, but caarty to popular opinion,
by the time they've been frozen solid, any livingature will already be
dead. As for machines, the effects are less davagt although if they
were in motion when the effect hit then there iga@d chance that the
momentum of the suddenly frozen parts will causartho shatter, or at
least fracture.

Disabling Machines

Many machines, particularly vehicles, and espacidliones, rely upon
their source of power. The wise application of fDedion can leave a
vehicle motionless, at least temporarily.

Better yet, more advanced machinery, in particuldrat which
is based on computation and circuitry, can be aitsigl crippled by the
loss of the tiny amount of electricity that runsatingh their circuits. At the
very least this loss of computation will cause adtic systems to become
disoriented, forcing a reset, and a total reassassof the data on which
they base their decisions.

For a more permanent means of disabling such devite
creation of a large amount of electricity in theircuits can cause an
electrical surge that will burn out them out contiglle

Life Sorcery

Healing
Although a nice idea, true magical “healing” isumdly very difficult to

pull off using sorcery. The problem is that soycdveing an innately
transient magic, allows you to create new flesrepmir the wounds that a
person has suffered, but as soon as you stop instdhe effect the new
flesh will vanish. Of course in many circumstanti@s can be enough to
either keep someone in the fight, or else keep thléra until a doctor can
get to them.

More reliable is the use of manipulation to essdigti
“supercharge” their body's own natural healinge&tff/ely providing them
with regeneration for a while. This sort of effesbuld need to be
sustained to be really effective, but if you'reliwd to make the effort you
could easily have a wounded compatriot back orr tieet, given a little
time.

For a faster, but more difficult healing effectisthegeneration
could be combined with the use of manipulationeimporarily force the
wounds closed, allowing them to heal faster. Teicko pull off, but more
efficient, at least in the short term.

Finally, the control that Life sorcery gives youeothe spirit of
life does allow you to essentially “hold on” to thpirit of a dying person,
keeping it from departing their body until they daresuscitated.

Transformation

Resurrection

Unfortunately the answer to this one is a straitNa”. Although it is
possible to resuscitate a dying character, evenng time after most
medical science has failed, once someone is trabddthey cannot be
returned to life. Life sorcerers can rarely agoaeexactly why this is the
case, but it is generally thought that once tharispof life, whatever that
may be, is gone, it cannot be made to return.

It is possible, generally using Creation, to reatgna dead
body, by temporarily creating a hew spark within @f course keeping it
up would require sustaining the effect, but theybcan be made to act as
if alive. What it will always lack is anything merthan the most
rudimentary intelligence, or any kind of personafithatsoever. The
reanimated corpse will be litle more than a zomiéeking even the
degree of wilfulness and thought exhibited by nooststructs.

“Death” Effects
Sadly, whereas resurrection is quite impossiblasting the spark of life
is considerably easier.

Matter Sorcery

Direct Attacks

Shaping Matter

Transmuting Matter

In the minds of the foolish, this is perhaps onehef most sought after
magical abilities. The power to turn dull leadaoirtbeautiful platinum

seems marvelous, until the spell's effect ends,thadlatinum reverts to
lead. That being said, if sustained for just l@mgpugh, such tricks could
easily fool the unwary, and turning one metal iatwther is just the
beginning of what you can do.

Unfortunately there are many things that should bet
attempted. Making edible food from stones seekesdigrand idea, but it
won't when the food reverts to stone in your stdmaad even if you were
willing to sustain the effect until the food wagested, the effect of the
transformation that would later occur within youody would still be
somewhat unpleasant.

On the other hand turning your opponent's weaptm water
can be quite stunningly effective, and even whemwverts, the water will
already have dispersed, leaving the weapon scatiaréiny fragments.
This is faster, though somewhat more complex, thgng to reshape an
opponent's weapon through the pure applicationoof will, and can be
even more alarming for your enemies to witness.

Warp Sorcery

Stopping Time
Perhaps the most terrifying of all the abilitefoeded to the Warp

sorcerer is their control of time.
Superspeed

Erasing Time

Shaping Space
Teleportation



SPEU;MARKIN@

The Origins of Spellmarking

The Study of Spellmarks

There are five standard marks used in spellmarkianaghese are the
marks of Passage, Safety, Power, Seeking, and .Otdewever each of
these marks may be inverted to form it's oppogsitnely Obstruction,
Harm, Weakness, Obfuscation, and Chaos. Knowledgea mark

automatically entails knowledge of it's oppositéhaugh the use of one
version of the mark may be forbidden by the charaphilosophy.

What each mark represents is an idea or concepssaBe in
itself is meaningless. It is the idea of passagd,what passage can entail,
that matters. When a spellmark mage inscribes &, niaey customise
that mark to express one facet of its overall cphceFor example in
inscribing the mark of Passage the mage could pgreerPassage in
different forms, allowing for different effects suas teleportation, flight,
magically opening a lock, or becoming faster. Wimatters is that each
expression relates to the concept of passage ie say. In inverting a
mark the same logic is applied. So when inverteleicome the mark of
Obstruction, effects such as the creation of adshmbire fence, or the
freezing of a person to the floor could be achievémterpretation is the
key, and players are encouraged to find as manyentive new
interpretations for each mark as they can.

Provided below is a detailed description of eachkmalong
with a selection of example effects. As has justrbindicated these lists
are by no means definitive, and players should tadthem as much as
possible. Of course every new interpretation niesfirst vetted by the
GM, who may simply turn down the interpretation nosly choose to have
it blow up in your character’s face.

Using Spellmarks

Inscribing The Mark

The first part of creating a spellmarking effectdscreate the mark itself.
This is known as inscribing the mark. Creatingpallsnark generally

involves some form of ritual. Attempting to rudietjob and make the
mark too quickly, without the expenditure of soiint time and

components, will result in a severely weakenedlspg@h the other hand a
long ritual with participants and magically resonaraterials will be very

powerful indeed. This aspect of creating a spelnis covered in more
detail below.

Regardless, the mark itself must be inscribed imesdorm,
resulting in a visible, though not necessarily olg, mark. At this point
in the process no dice rolls are made, unless dneyinked to the act of
the ritual itself, such as rolls on art skills teate a more elaborate mark.
The act of inscribing the mark simply preparesoit kater use. Once
inscribed a mark continues to be usable, so long &snot damaged,
disrupted or destroyed before it can be activat@dspellmarker can, in
theory, inscribe as many marks as they wish, agghabviously both the
character and the player would do well to keep skime of record if they
are going to be leaving spellmarks everywhere.

Activating The Mark

Having inscribed the spellmark, the next stage comleen the character
chooses to unleash the magical effect. This isminas activating the
mark.

Activating each mark requires a separate roll, regaihe
appropriate Spellmarking skill. This is a standardgic roll, which will
produce corruption as normal. The spell effecestandled by the GM,
based on the power of the spell, as for all magiffacts. However when
activating spellmarks, the number of range bandwd®n the caster and
the mark itself is deducted from the Power of ttigvation roll.

Once a mark has been activated it cannot be used, agnd the
mark itself will be destroyed when the spell effectds (although it is
usual for some amount of physical residue to kg lef

Spell Duration
Unlike Sorcery, the effects of Spellmarking are swmat longer lived.

A Fading spell has an effect that stays aroundafdittle while, slowly

fading out of existence. Examples of fading speitsild be any form of
altered senses, transformation, regenerationpatérimodifications, and
forcefields. The basic duration for any fadingeeffis 1 turn. When the

duration on a fading spell ends, it's EV is reduegdhalf, rounding down,
and the duration resets. Once the duration ruh$oowa second time the
spell effect ends. However before casting the esgrcan choose to
increase the duration. The duration scale is gimerthe chart below,
along with the cost multiplier. Just change theatlan to the new desired
value, and multiply the cost of the spell by thgufe given.

Duration Cost Duration Cost
4 Rounds x2 1 Hour x6
8 Rounds x3 6 Hours X7
1 Minute x4 24 Hours X8
10 Minutes x5 1 Week x10
Rituals

When a spellmarker creates a mark they must destithe GM, in
detail, how they are going about creating the mankl, what kind of ritual
elements they will be using. The GM will then assthe ritual and either
assign a penalty to the overall strength of thdl,spreapply a bonus in the
form of ambient power. A ritual will be judged te criteria listed
below.

Length
Components

Participants
Visibility of the Mark

Description

The Mark Of Passage (Air)
Superspeed
Teleportation

Flight

Unconventional Movement

The Mark Of Seeking (Fire)
Guided Attack

Divination

Invisibility

Concealment

The Mark Of Power (Water)
Enhancement

Weakening

The Mark Of Safety (Earth)

Damage Resistance

Forcefield

Elemental Strike



Circles of Protection The Mark Of Order

Trap Spells Domination
Cause Pain Machine Control
Cause Wounds Disruption

Confusion



TE CHNOMANEY

The Origins of Technomancy

The Technomantic Disciplines

Each alchemical skill rests upon a transformatitinis through the careful
application of these transformations that skillddhemists work their
greatest achievements.

Transmutation — Changing matter at a subatomicl,leaowing the
complete transformation of one substance into amoth

Conversion — Changing energy into matter and versa (which also
allows the conversion of energy to other energyesypy just running it
very quickly through matter in the middle, so féisat the matter stage
only exists as a quantum moment).

Animation — Bringing dead things to psuedo-life, @mverting living
things to pure inanimate matter. Used without arafion, Animation
allows you to reshape, and even temporarily aninzatg one object. The

object will only remain animate for as long as thster sustains the effect.

Empowerment — Enhancing the form and function oblaject, allowing it

to better serve it's intended purpose. Used withpteparation,

Empowerment can temporarily improve one given aspfeg chosen piece
of equipment or other object. For example, theusy or armour
penetration of a weapon could be raised. The teffdclast only so long

as it is sustained.

Psychometry — Understanding a thing (can includé ke learning it's
weaknesses. Basically a Technomantic version s€ddhment. Can also
include diving through computer systems and the) lik

This core of five skills allows for a certain séthasic effects. However
the advanced application of these techniques daw &r a range of more
complicated ritual effects, which are describedniore detail below.
Unlike the more immediate applications of technooyarthese rituals
effects can create permanent enchantments andtites.

Basic Technomantic Effects

To use any Technomantic skill simply choose ontheflisted effects for
that skill, and make a standard magic roll, appglyicorruption and
backlash as normal. The description of the effeitit explain how to
convert the Power Points generated by the madimtol a usable in game
effect.

Transmutation
Conversion

Animation

Empowerment
Psychometry

Alchemy

Alchemists work their magic through the creatioralshemical
compounds, which are commonly, though inaccuratefgrred to as
'Potions'. An alchemical compound can actually taky one of a number
of forms, the only common factor being that thessabce is capable of
producing a magical effect, whilst being expendethe process. Of
course it is possible to make a batch of compoualttsying for multiple
uses. The act of using an alchemical compoundndizpen the nature of
the compound. When created a compound will hasiage, simple,
triggering action. This could be exposing it tg aibbing it into the skin,
splashing it onto an object, imbibing it, or sormaikar action. Complex
triggers such as “When the gang leader head staitiiis 20 feet of it”
will not be allowed.

Artificing

The basic principle of artificing is that you tade item with a specific
purpose and then you alter it's spirit form to ble do better perform its
stated purpose. Alternatively, the enchanter nomytiine multiple spirit
forms into one item, taking the favoured propertiesach.

To be fully effective the artificer must craft asrestruct the item
themselves, by hand, otherwise the enchantment meustistained or else
it will fade.

Any power from the sorcery list can be faked withifcing, so long as it
is a conceptual extension of the purpose of thne lieing enchanted.
Decide what effect value you want for the enchantm&Vork out how
many power points that needs.

The enchantment roll must be made, successfuliynaber of times equal
to the power. The DR of the roll is also equah® power. It should be
noted that this is not a magic roll, and does motlpce corruption points.
Making each roll takes an hour of work and, ikisuccessful, uses up 1
measure of magically active components. Once dnsugcessful rolls
have been made the enchantment is complete. Howiekie roll is failed
a number of times in a row equal to the characséilsrank in artificing,
the project is ruined and they must start agaimfsaratch (yes, this
means that character's with an artificing skilllohust start from scratch
every time they fail a roll).

At the end of the enchantment process the Artifiakes a number of
corruption points equal to the power of the item.

No item can be enchanted more than once, althatidjie &M's discretion
different parts of a large machine can be counsesbparate items. This is
generally defined by their purpose; a starshipef@mple, can be seen as
having a distinct purpose, whilst it's weaponsesystan each be seen as a
separate item with their own distinct purpose. tiBysame token it is
generally not possible to enchant all parts off@cle (such as every
weapon on the vehicle) with a single enchantmelitimately the GM's
discretion should always be used in this regard.

Finally, no artificing enchantment can ever giveeaibonus to a character.
The purpose of artificing is always to improve thection of the item, not
of the user. That is solely the purview of Alchemy

Fleshcraft

To a fleshcrafter (or skin-tailor as they are somes known) the living
body is just so much clay, to be shaped and mouidedany form.
Fleshcrafters do their work through a process knasitgrafting' where,
much like the process used by gardeners, partsdrariving animal can
be transplanted onto, or into, another. The piesften quite
unpleasant, if not lethal, for the donor. Howethair magic allows them
to mould the parts onto the recipient in almost aay they see fit.

Cosmetic Changes
In game terms, Fleshcraft allows the charactemabau of options.

The first is that they can swap cosmetic detaita/ben two creatures,
such as aspects of a person's appearance. \ifilke avbrk, a person's
skin can be lifted, whole, off of their body an@géd onto the body of
another.

Transplantation

The second option is that of taking physical traibsn the donor, and
giving them to the recipient. Any edge or flawéawspecies edges and
flaws) can be swapped from one creature to anothersuccessfully
perform the transplant the character must makeshEgtaft roll which
must produce at least 4 power points, plus andtlpawer for every full 5
CP that the trait costs. Each attempt uses upra@sure of resonant
materials, adding the rating of the materials ueetie power points
produced by the roll.

If the donor's Strength, Agility, or Perception aigher than that of the
recipient, then by moving various vital organsyedl as parts of
musculature, nervous system and skeletal matteskihetailor can effect
an improvement to one of these three attributélsdrecipient. The CP
cost of the improvement is as follows:

+1 Shift 20 CP

+2 Shift 50 CP

+3 Shift 75 CP



This bonus is treated as a stat modifier, and ceglany previous bonus
gained through Fleshcraft. The difference in ttiebaite between the
donor and recipient must be at least double thedbtmbe gained from the
procedure.

Bodyswapping

The third option that a fleshcrafter has open &this that of moving a
living brain from one body to another. In thistarsce the new body keeps
all of it's physical traits and attributes. Theelhigence, Willpower,
Empathy, and all the skills of the brain donor eaeried over, along with
any insanities and other purely mental or magiedgist Any corruptions
that existed in the old body will fade away ovez tourse of the next two
weeks, whilst at the same time they will slowly eapin the new body.
The Perception attribute of the new body is avatagéh that of the donor
(rounding down).

Golemancy

The ultimate application of the technomancer'ssatte creation of
golems, powerful magically animated constructs ttilitserve the
technomancer. Creating a golem requires a gredifiéme and work,
culminating in the ritual that will empower the gnoi, and bring it to
pseudo-life.

The first step to building a construct is to dedidev powerful the
construct should be. The Golemancer assigns arReve to his
construct, which in turn determines the difficutfiymaking the construct.
For every hour of work spent on building the canstthe creator rolls
their Golemancy skill against a DR equal to the @owf the construct.
They must pass a number of rolls equal to twiceptheer of the construct
before it is complete. Each roll made uses 1 nreasumagically active
components. However just as with Artificing if yhiail a number of rolls
in a row equal to their skill in Golemancy then fireject has failed. All
the components are wasted and they must start.again

A construct's base attributes are equal to it'sgpowlowever the
Golemancer may choose to adjust the constructsaitigrites by
dropping points from one attribute and adding theranother. However
after modifications no attribute may be higher thaice the construct's

Power.

All constructs start with a number of skill rankgual to five times their
intelligence. These can be divided up betweensiilg the Golemancer
chooses, so long as the Golemancer, or someonkéavin the whole of
the creation process has that skill. Again, nb sidy be greater than
twice the construct's power.

It is possible for constructs to have 0 in anyilatite, with the following
effects:

Zero Strength: The construct cannot lift anythapart from it's own
mass. It can never carry, or even wear, anythihjas a Resist value of
1. It deals no damage in unarmed combat, and taviell weapons.

Zero Agility: The construct cannot move. It haskvade of 0, and
cannot perform any kind of physical action.

Zero Perception: The construct is completely ablis of it's
surroundings. It cannot even understand the cordepality, and deals
with ideas on a purely theoretical level.

Zero Intelligence: The construct has no skillg) enincapable of
understanding any orders beyond simple one wordvamds (“Sit”,
“Stay”, etc.)

Zero Willpower: The construct obeys all commardsmatter who they
come from. Constructs cannot feel fear, so willppig not relevant to a
construct acting under fire.

Zero Empathy: The construct has no personalitgpéaks in a flat
monotone, is completely lacking in creative thoyginid obeys all orders
literally, and to the letter.



F@@US
The Origins of Focus Magic

The 5 Paths of Focus Magic

The Warrior
Earth / Peacefulness & Stubborness / Sculpture

The Duellist
Air / Desire & Fear / Music

The Fury
Fire / Passion & Rage / Poetry

The Guardian
Water / Joy & Sorrow / Painting

The Judge
Void / Love & Hate / Inspiration

Using Focus Abilities

Focus abilities are used by activating them. Ttvare an ability just
make a standard magic roll using the appropriatugskill. Each ability
has a listed cost, just as for any other spellceffeThis magic roll
produces corruption points as normal.

All Focus abilities last for a number of rounds &qto the
number of power points produced by the activatiolh (including any
bonuses or penalties), after which they cease iratedd

Making a single activation roll is a free actioAlternatively a
focus mage can spend a standard action to powesewvgral abilities.

Spending a standard action, a focus mage can makenaer
of activation rolls equal to their Empathy.

The number of abilities that a focus mage has aatvany one
time may not be more than their Willpower.

Learning Abilities

Unlike almost every other kind of mage, focus maggsnot cast a spell
without having first learnt it. These spells afeep referred to as 'powers'
or 'abilities’. During character creation any eteéer with focus magic as a
starting skill starts with a number of powers iclepath equal to the total
skill rank (specialisation + general skill) for thpath. The powers
provided by their skill in each path must be chospecifically from that
path. However in addition they may select a nundigvowers equal to
their Focus Magic general skill rank, which may dmected from any
path.

Additional powers may be purchased during charamtestion
at a cost of 5 CP each. To learn powers durinyg {ila character must
find a teacher, spend about a week studying, aed fipend the 5 CP.
Alternatively powers can be learnt using an ingtanal text and personal
practice, although this does increase the timentédke weeks.

The Warrior (Earth / Anger & Serenity / Sculpture)

e Crushing Blow (2) — This power increases the charac
Barehand secondary attribute by its active rating.

e Ignore Fatigue (2) — This power allows the charatdeeduce
their effective shock total by it's active ratingssentially, their
effective shock total is equal to their actual $haatal minus
the active rating of the power, whilst it is activéVhen the
power's duration ends the ignored shock damagensetat full
effect.

e Ignore Wounds (2) — Add the active rating of thisver to the
character's Resist for the purposes of workingtleeitduration
of any wounds the character takes.

e Attribute Boost: Strength (4) — Warriors can adeé thctive
rating of this power to all Strength based rolleyttmake until
the duration ends.

e Resilience (6) — This power increases the characiesist
secondary attribute by its active rating.

e Ironskin (4) — Add the active rating of this powtr the
character's Shock Armour.

e Armour of Light (4) — Add the active rating of shpower to
the character's Critical Armour.

e Sunder (10) — Whilst this power is active, all loé tcharacter's
melee attacks are treated as having the “GianefKiproperty,
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with a maximum scale bonus equal to the activagatif this
power.

e Scales of the Dragon (2) — Add the active ratinghig power
to the character's CAV and SAV against Fire basedage.

The Duellist (Air / Fear & Desire / Music)

e Featherfall (2) — The difficulty rating of any rdhe character
makes for jumping or falling is reduced by the aetiating of
this power.

e Far Shot (2) — The range of any ranged weapon hesed by
the character may be increased by the active raiinthis
power.

e Sure Strike (2) — This power allows the characteratid a
number of dice equal to its active rating to any t@ hit they
make with a melee weapon or an unarmed attack.

e Sure Shot (2) — This power allows the characteradd a
number of dice equal to its active rating to any t hit they
make with a ranged weapon.

e Evasion (2) — This power allows the character t achumber
of dice equal to it's active rating to any doddésrihey make.

e Long Strike (3) — The active rating of this powgiadded to the
defence bonus of any melee weapon wielded by taeacter.

e Attribute Boost: Agility (4) — Duellists can addetlactive rating
of this power to all Agility based rolls they makmtil the
duration ends.

e Evasion (6) — This power increases the charactevade
secondary attribute by its active rating.

e Speed of Thought (1) — This power allows the charato
dodge spell effects. They may roll their Dodgel skgainst
any spell cast upon them, and they get more suesékan the
power of the spell, they successfully dodge it.e Thaximum
power of spell that may be dodged is equal to ttrerating
of this power.

The Fury (Fire / Passion & / Poetry)

e Fleet of Foot (1) — This power adds it's activengatto the
character's effective Agility for the purpose of rkiag out
movement speed.

e Ignore Pain (4) — This power increases the chataaéective
Threshold by its active rating.

e Dauntless 4) - Ignore combat penalties
(visibility/movement/off-hand/dual wielding/highaund, etc.)

e Attribute Boost: Perception (4) — Furies can add &ctive
rating of this power to all Perception based rofisy make
until the duration ends.

e Combat Frenzy (10) — This character gets a numbexioa
attacks every turn equal to the active rating af thower.
These attacks are made as if the character hadphaditmbs,
as described in the Dual Wielding rules, and magibieled up
between the weapons available to the character \evitbey
choose. If the character is not attacking wittirtaetion, then
the extra attacks are not used. This cannot lckedawith any
other ability that provides either extra attacksextra actions.

The Guardian (Water / Joy & Sorrow / Painting)

e \Vitality (4) — This power provides the charactethna buffer of
temporary health equal to it's Active Rating. Whtre
character takes shock damage, remove it from tfferbuather
than adding it to the character's shock total,| timi buffer runs
out. Any remaining shock damage from the attaokritaws
into the character's shock total. Once the budfexpended the
power ends immediately, even if it's duration has yet run
out.

e Fortune (2) — The Fortune ability allows a focuggm#o re-roll
a number of dice equal to the power's active ragiagh turn.
This may be split amongst several task rolls, h@awethe
player sees fit. Each individual die (not a whdiee pool, just
one die) that is re-rolled expends one point ofpver's rating
for that turn. The pool of re-rolls replenishegtst start of the
character's turn.

e Restoration (8) — The Restoration power heals abennof
points of shock damage each round equal to itseacdting.

e Close Wounds (2) — Whilst this power is active,hetime the
character takes a critical wound, they can choogake shock
damage instead. Critical wounds caused by thenaiation
of shock damage may not be traded in this way. arheunt of




shock damage taken is 8 minus the active ratinisfpower,
to a minimum of 1.

e Resist Magic (4) — Resist Magic reduces the powealb
magical effects used directly on the character thyaictive
rating.

e  Still Aura (3) — This power add its active ratirgthe DR of
any roll to sense the Focus Mage's aura, or toctiéhat they
are using magic.

e  Attribute Boost: Willpower (4) — Guardians can atid active
rating of this power to all Willpower based rollsey make
until the duration ends.

e Resist Toxins (1) — This power adds a number of digual to
it's active rating to any Toxin Resistance rolle ttharacter
makes.

e Resist Contagion (1) — This power adds a numbeicaf equal
to it's active rating to any Disease Resistande thé character
makes.

The Judge (Void / Love & Hate / Inspiration)

e  Corrupting Touch (1) — This power causes anyone&ktby the
character with a melee attack to take a numberoaitg of
corruption equal to the active rating of the power.

e Spirit Strike (2) — This power allows the charastemelee
attacks to damage spirits, dealing damage equtigactive
rating of the power.

e Aura Drain (4) — This power allows the focus magertake a
single attack directed at the target's spiritth# attack would
deal a critical wound, it instead reduces the t&sgeura by 1.
If the attack would have dealt a fatal wound, redtieir Aura
by 2 instead. The damage lasts for a number of dgyal to
the active rating of this power. If the attack veasficient to
kill the target outright, they are still killed irstly. However
the target will not appear to be wounded. Thechtthas
destroyed their mind instead, ceasing all brainiviagt
completely.

e Piercing Attack (4) — The active rating of this povis added to
the Critical Damage of any attack made by the attara

e Attribute Boost: Intelligence (4) — Judges can dldel active
rating of this power to all Intelligence based salhey make
until the duration ends.

e  Attribute Boost: Empathy (4) — Judges can add ttieerating

of this power to all Empathy based rolls they makél the
duration ends.

e Prescience (1): Add the active rating of this powe the
character's Initiative attribute.

Attuned Weapons

Focus mages take combat very seriously, and can dfaw magical
power from the use of a favoured weapon. An atueapon must be
one that the mage has used in many battles, ardhliey have come to
rely upon. Whenever a focus mage is fighting waithattuned weapon
they may add 1 ambient magic point to the activetal for any power
linked to the weapon. However if the focus magesdoot have the
weapon on them they lose one power point off atgrgit to activate a
power linked to the weapon.

If a focus mage uses their attuned weapon(s) tepaw their
abilities and then switches to a different weapay abilities powered up
using the attuned weapons immediately end.

It is possible to attune your own body, allowingumal and
unarmed attacks to become an attuned weapon. Howdocus mage
who does so takes the penalty for fighting withtbeir attuned weapon
whenever they engage in any kind of armed combat.

It is also possible to attune a pair of weaponeceXattuned the
weapons must be used as a pair to get the bohtie rhage fights
without them they suffer the penalty as normalweeer if they are using
only one of their attuned weapons they do notfgebbnus for the attuned
weapon, but nor do they take the penalty for figdptivithout it.

Attuning a weapon takes around 3 hours, but hgsanticular
requirements. Often a mage will attune a weaposplayring with it for
the the full time, focussing their energies inte theapon. Others will sit
and meditate upon the weapon for the required tikéocus mage who
crafts a weapon by hand can automatically attunétiout needing to
spend any extra time. What is more, a hand crafesabon adds 2 points
to activation rolls, instead of the usual 1 poa#tthe mage is intimately
familiar with it.

By preference attuned weapons should always beierim
some way. Using a mass produced weapon (anythaigame off a
production line made to a set pattern) halves timeber of powers that the
mage can link to the weapon (rounded down). Fatages in high tech
environments can get past this problem by payirtpie their weapons
custom made (add 50% to the cost of the weapon).
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Weapons & Armour

Basic Melee Weapons — 1

Dagger
Shortsword
Mace, Hammer
Handaxe
Broadsword
Greatsword
Spear

Glaive
Halberd
Quarterstaff
Flail

Morning Star
Warhammer
Battleaxe

Weapon Speed Reach Dmg

Weight

Dagger 0 1/0

Shortsword 1 1/0

Mace, Hammer 1 0/2

Handaxe 1 1/1

Broadsword 1 1/1

Flail 2 0/3

Morning Star 3 0/3

Greatsword 2 2/3
2 Handed

Warhammer 1 2 1/4
2 Handed

Battleaxe 1 2 3/3
2 Handed

Spear 0 3 2/1
2 Handed

Glaive 0 3 2/2
2 Handed

Halberd 0 3 1/3
2 Handed

Quarterstaff 0 3 0/2
2 Handed
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Glass Weapons — 2

Glass Dagger
Glass Cutlass
Glass Sabre
Glass Hand Axe
Glass Battleaxe
Glass Halberd
Glass Greatsword
Glass Lance

Weapon Speed Reach Dmg

abrPwweneE

Weight

Glass Dagger 3 2/0
Glass Cutlass 2 2/1
Glass Sabre 1 2/1
Glass Hand Axe 2 2/1
Glass Battleaxe 1 4/2
2 Handed
Glass Halberd
2 Handed
Glass Greatsword 1 2 3/2
2 Handed
Glass Lance 0 3 1/2
2 Handed
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Flame Weapons — 2

Flame Lance
Fireblade
Flameaxe
Heavy Fireblade
Heavy Flameaxe

Weapon Speed Reach Dmg

AP owNPE

i

Weight

Flame Lance 0 3 1/4

4

2 Handed, Fire

Fireblade 2 1
Fire

Flameaxe 2 1
Fire

Heavy Fireblade 1 2
2 Handed, Fire

Heavy Flameaxe 1 2

2 Handed, Fire

Steam Weapons - 2

1/3 3
0/4 4
1/4 4
1/5 5

The Reach value for steam weapons is particuldr, laig to account for the
effect of the steam aura around the blade, whickesifight against them
particularly difficult. In addition, though the didle may not necessarily
pierce the target's armour, the blast of supertesteam will often cause
terrible scalding regardless, which results in timereased armour

penetration value of these weapons.

Steamblade
Steamaxe

Steam Hammer
Heavy Steamblade
Heavy Steamaxe
Heavy Steam Hammer
Steam Lance

Weapon Speed Reach Dmg Weight

Steamblade 2 2 1/2 3

Steam Axe 2 2 1/3 4

Steam Hammer 2 2 0/3 5

Heavy Steamblade 1 8 1/3 4
2 Handed

Heavy Steam Axe 1 3 1/4 5
2 Handed

Heavy Steam Hammer 1 3 0/5 6
2 Handed

Steam Lance 1 4 1/3 4
2 Handed

Shock Weapons — 3

Shock Gauntlet

Shock Mace

Shock Staff

Shock Glove

Weapon Speed Reach Dmg Weight

Shock Gauntlet 3 0 0/3 2
Stun, Electric

Shock Mace 2 1 0/4 3
Stun, Electric

Shock Staff 0 3 0/5 3

Stun, Electric, 2 Handed
Chainblades — 3

Chainblade
Chainmaul
Chainsword
Chainaxe

Heavy Chainsword
Heavy Chainaxe

Weapon Speed Reach Dmg Weight
Chainblade 2 0 3/3 3
Chainmaul 1 1 3/4 4
Chainsword 0 2 3/4 5
Chainaxe 0 2 3/5 6
Heavy Chainsword 0 2 4/6 5
2 Handed
Heavy Chainaxe 0 2 a/7 6
2 Handed

Ceramic Weapons — 3



Ceramic Knife
Ceramic Shortsword
Ceramic Broadsword
Ceramic Hand-Axe
Ceramic Greatsword
Ceramic Battleaxe
Ceramic Long-Spear

Weapon Speed Reach Dmg Weight

Ceramic Knife 2 0 2/1 1

Ceramic Shortsword 1 1 2/1 2

Ceramic Broadsword 1 2 2/2 3

Ceramic Hand-Axe 1 1 3/2 3

Ceramic Greatsword 1 2 4/3 4
2 Handed

Ceramic Battleaxe 0 2 4/4 4
2 Handed

Ceramic Long-Spear 1 3 3/1 3
2 Handed

Combat Gloves — 4

Powerfist

War Gauntlet

Weapon Speed Reach Dmg Weight

Powerfist 1 0 1/10 5

War Gauntlet 2 0 1/4 3

High Frequency Weapons — 4

Hi Frequency Sword

Hi Frequency Axe

Hi Frequency Rapier

Hi Frequency Longsword

Hi Frequency Battleaxe

Vibroknife

Vibroclaw

Weapon Speed Reach Dmg Weight

Hi Frequency Sword 2 1 4/3 4

Hi Frequency Axe 2 1 3/4 5

Hi Frequency Rapier 2 1 4/2 3

Hi Frequency Greatsword 1 2 4/4 5
2 Handed

Hi Frequency Battleaxe 1 2 4/5 6
2 Handed

Vibroknife/Vibroclaw 3 0 3/2 2

Vibrolance 0 3 3/3 4

Laser Blades — 4

Laserblade

Lasknife

Laser Longsword

Laser Greatsword

Laser Axe

Laser Halberd

Weapon Speed Reach Dmg Weight

Lasknife 3 0 4/1 2

Laserblade 2 1 4/2 3

Laser Axe 2 1 4/2 3

Laser-Edge Battleaxe 1 2 4/3 4
2 Handed

Laser-Edge Greatsword 1 2 4/3 4
2 Handed

Laser Halberd 0 3 4/4 4
2 Handed

Monomolecular Blades — 5

Monoknife

Monoblade

Monosword

Monospear

Weapon Speed Reach Dmg Weight

Monoknife (1anto) 3 0 5/1 2

Monoblade (Wakizashi) 2

Monosword (Katana) 1
2 Handed

Monospear (Naginata) 0 3 5/3 4
2 Handed

5/2 3
5/3 4

N =

Stun Weapons — 5

Stun Baton
Stun Maul
Stun Glove

Weapon Speed Reach Dmg Weight

Stun Baton 2 1 4/- 3
Kickback, Stun

Stun Maul 1 2 4/- 3
Kickback, Stun, 2 Handed

Stun Fist 3 0 4/- 3
Stun

Force Weapons — 5

Force Knife
Forceblade
Force Rapier
Force Sword
Force Axe
Force Poleaxe
Force Spear
Force Glaive

Weapon Speed Reach Dmg Weight
Force Knife 4/2
Forceblade 4/3
Force Rapier 4/3
Force Sword 4/4
2 Handed
Force Axe
2 Handed
Force Poleaxe 0 3 4/10 4
2 Handed
Force Spear 0 3 4/4 2
2 Handed
Force Glaive 0 3 4/6 2
2 Handed
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Basic Missile Weapons - 1

The most basic ranged weapons available. Actumatiye difficult to get

hold of, because only the outlying worlds produtent

Slow firing, weak, lacking penetration, range, dling power, they have
no redeeming qualities. However they may well bgau can afford

The positive aspect of primitive weapons is sinthigir price. They cost
next to nothing, as does the ammunition, whicleigsable

Shortbow — A compact and easy to carry bow, usetidoting and
skirmish combat.

Longbow — Used exclusively on the battlefield, agbow stands
slightly taller than the shooter, and can proplerge arrow over a
considerable distance.

Light Crossbow — A small but powerful bow set offieane with a
trigger, a light crossbow can be loaded by hand.

Heavy Crossbow — A larger form of crossbow, usuaity a steel
rather than wood bow, a heavy crossbow is much ponerful, but must
be loaded by the aid of a winch.

Ballista — A form of light artillery, a ballista issually fired from a
tripod. Loaded by a heavy winch mechanism, isfisdong bolt with
force enough to impale several enemies.

Sling — A small strip of cloth used to fling a ralstone or a lead
bullet, slings tend to be favoured by shepherdsmagans of keeping off
predators.

Staff-Sling — A sling mounted at the end of a ptie, staff sling can
be used to fire heavy loads at a greater velogitking it more accurate
and more powerful.

Weapon Rng Dmg Ammo

Shortbow A 2/1 -
Single Shot

Longbow S 2/2 -
Single Shot

Light Crossbow A 2/1 1



Heavy Crosshow A 2/2 1
Manual Load

Ballista S 2/3 1
Long Load

Sling P 1/2 -
Single Shot

Staff-Sling A 1/3 -
Single Shot

Throwing Knife, Dart T 2/1 -

Throwing Axe T 2/1 -
Add Barehand

Shuriken T 1/0 -

Technical Bows and Crossbows — 2

The most basic ranged weapons available. Actmadige difficult to get
hold of, because only the outlying worlds produtent

Slow firing, weak, lacking penetration, range, dlifg power, they have
no redeeming qualities. However they may well bgau can afford

The positive aspect of primitive weapons is sinthir price. They cost

next to nothing, as does the ammunition, whicleigsable

Composite Bow
Recurve Bow

Pistol Crossbow
Repeater Crossbow
Repeater Ballista
Double Crossbow

Weapon Rng Dmg Ammo

Composite Bow M 2/1 -
Single Shot

Recurve Bow S 2/1 -
Single Shot

Pistol Crossbow P 1/1 1

Repeater Crossbow P 1/1 5
Manual Load

Repeater Ballista A 3/1 20
Long Load

Double Crossbow A 2/1 2

Barrels reload separately
Ball & Powder Weapons — 2

Not particularly common, those that have accesgitgppowder usually
have the resources to construct better weapons.

They are unreliable, short ranged, and terriblgénaate. However
ammunition is very easy to make on the fly.

Primitive Musket
Primitive Arquebus
Long Gun
Matchlock Pistol
Musket
Argquebus

Jezail
Blunderbus
Scattergun
Flintlock Pistol
Duelling Pistol
Repeater Gun
Molotov Coctail

Iron Bomb

Weapon Rng Dmg Ammo

Primitive Musket A 2/3 1
Single Shot, Manual Load

Primitive Arquebus S 2/3 1
Single Shot, Manual Load

Long Gun M 2/3 1
Single Shot, Manual Load

Matchlock Pistol C 2/2 1
Manual Load

Musket A 2/3 1

Arquebus S 2/3 1

Jezall M 2/3 1

Blunderbus A 1/4 1
Scatter, Manual Load

Scattergun S 2/6 1
Scatter, Long Load

Flintlock Pistol P 2/2 1

Duelling Pistol A 2/2

Repeater Gun A 2/2
Long Load

Molotov Coctail T 0/5
Large Blast, Fire

Iron Bomb T 4/2
Blast

Projectile Weapons — 3

1
5

6omewhat more difficult to obtain than basic prtjeaveaponry
Ammunition is still cheap, and the advanced vaetiave the advantage

of superior rates of fire, and lower weights

Aside from the rate of fire and bulk, they retdie problems of basic
projectile weapons. The noise problem can be bfffgacquiring a

silencer

Zipgun

Slugger

Pipe Rifle

Derringer

Revolver

Heavy Revolver
Light Pistol
Handgun

Heavy Pistol
Machine Pistol
Submachine Gun
Bolt/Lever Action Rifle
Automatic Rifle
Assault Rifle

Break Barrel Shotgun
Pump Action Shotgun
Automatic Shotgun
Streetsweeper
Roomsweeper
Gatling Rifle

Sniper Rifle

Anti Vehicular Rifle
Rocket Launcher
Grenade Launcher
Gatling Gun

Light Machine Gun
Heavy Machine Gun
Hand Grenade
Flashbang

Gas Grenade
Firebomb

Capacitor Bomb

Weapon Rng Dmg Ammo

Pipe Rifle S 3/3 1
Single Shot, Unreliable

Derringer P 3/1 2

Revolver A 2/2 6
Manual Load

Heavy Revolver A 2/3 5
Manual Load

Light Pistol A 3/1 20

Handgun A 2/2 12

Heavy Pistol A 2/3 8

Machine Pistol A 2/2 30
Rapid Fire (2/4)

Submachine Gun S 2/2 45
Rapid Fire (2/4)

Bolt/Lever Action Rifle M 2/3 6
Single Shot, Manual Load

Automatic Rifle L 3/3 8
Manual Load

Assault Rifle M 3/3 30
Rapid Fire (3/3)

Break Barrel Shotgun S 2/4 2
Scatter, Double Barrel

Pump Action Shotgun S 2/4 8
Scatter, Single Shot, Manual Load

Automatic Shotgun S 2/4 8
Scatter

Streetsweeper S 2/4 10
Scatter, Rapid Fire (4/2)

Roomsweeper A 2/4 2



Scatter

Grenade Launcher M 2/4 1
Blast, Indirect

Rocket Launcher E 3/6 1
Small Blast, Single Shot, Giant Killer (+1)

Mortar \% 2/4 -
Blast, Single Shot, Indirect

Sniper Rifle Y, 3/3 10

Anti Vehicular Rifle \ 4/4 5
Single Shot, Giant Killer (+1)

Gatling Gun M 3/3 Belt
Charge Up (2), Rapid Fire (3/2), Long Load

Light Machine Gun M 3/3 100
Rapid Fire (3/3)

Heavy Machine Gun L 3/3 Belt
Rapid Fire (3/3)

Hand Grenade T 2/4 -
Blast

Flashbang T n/a* -
Large Blast, Daze

Gas Grenade T n/a** -
Contains a breathable toxin of your choice

Firebomb T 1/6 -
Large Blast, Fire

Capacitor Bomb T 3/3 -

Large Blast, Electric

* Flashbang grenades ignore all forms of armour,chn be completely
countered by any form of shielded senses.

** Gas grenades deliver one dose of breathable ttaxeveryone in the
area of effect. Instead of reducing the damagedegneduce the potency
for every metre of radius.

Flamethrowers — 3

Very effective at area suppression, room cleauefpliation, and crowd
control

Burn through fuel very quickly

Short ranged, and lack hitting power

Good psychological weapon

Tend to cause a lot of collateral damage, makiegithenerally unpopular
with the military, save for specific applications.

Flamethrower

Hand Flamer

Weapon Rng Dmg Ammo

Flamethrower A 1/4 20
Scatter, Fire, Rapid Fire (1/2)

Hand Flamer P 0/3 9

Scatter, Fire, Rapid Fire (1/1)
Compound Bows and Crossbows — 3

An updated variant of the standard bow and crosshaking use of
modern high tensile materials and complex load ecihg pulley systems
to fire an arrow as straight and true as a bullet.

They are still slow firing, but their penetratingvger is much improved, as
is their accuracy.

The positive aspect of primitive weapons is sinthlsir price. They cost
next to nothing, as does the ammunition, whicleigsable

Compound Bow
Compound Crossbow

Weapon Rng Dmg Ammo

Compound Bow L 3/2 -
Single Shot

Compound Crossbow M 3/2 1

Gauss Guns and Rail Guns — 4

Gauss guns can fulfil a variety of roles, dependingheir design.
Common features of the average rail gun are a golrot, good range
and accuracy, and the ability to deliver specidlisayload rounds. Like
projectile weapons, their potential rate of fireigh on unlimited, but
their many advantages are offset by their weigsially veering into the
6-10kg region. This makes them cumbersome andaldyiveapons, not
suited to the average soldier, although beforathvent of pulse weapons
they were the battlefield weapon of choice in alnadiscapacities.

Gauss guns and rail guns differ in that gauss {itmslugs of metal using
a pure magnetic field, allow numerous slugs todmed very rapidly, so
long as the field can be sustained. Rail gunsherother hand, launch
their projectiles along conductive metal rails ngselectromagnetic
induction. This means that the individual slugsstrhe loaded separately,
but has the advantage of stabilising the projedifmificantly increasing
it's range and accuracy.

Gauss Pistol
Gauss Gun
Gauss Rifle
Rail Gun
Drive Gun

Weapon Rng Dmg Ammo

Gauss Pistol S 3/2 20
Rapid Fire (4/3)

Gauss Gun L 4/3 40
Rapid Fire (3/4)

Gauss Rifle \% 4/3 60
Rapid Fire (3/4)

Heavy Gauss Rifle \ 5/4 10

Rail Gun E 5/5 5
Single Shot, Giant Killer (+1)

Drive Gun L 3/3 Belt
Rapid Fire (3/4)

Lasers -4

Before the advent of pulse weaponry and man pertgdliss weapons,
lasers were the weapon of choice. They are cértiia oldest form of
energy weapon currently in circulation.

Generally unpopular due their lack of hitting power

Their biggest advantages are accuracy and peretoiwver. Modern
lasers are still the last word in armour penetrgtand for this reason they
are still around, used in specialist applications.

Laspistol
Lasblaster
Lasbeam
Laser Rifle
Lascannon
Pulse Laser
Laser Strafer

Weapon Rng Dmg Ammo

Laspistol M 5/0 10R

Lasblaster M 5/1 15R

Lasbeam L 5/1 20R

Laser Rifle \ 5/1 10R

Lascannon E 8/2 10R
Giant Killer (+1)

Pulse Laser M 5/1 15R
Rapid Fire (1/2)

Laser Strafer L 4/1 20R

Rapid Fire (1/5)
Turbolasers — 4

A new form of laser weapon popular on lower techleg) turbolasers
considerably increase the rate of fire, and theedfitting power, of the
standard laser. The cost of this is in a reducembar penetrating ability.
For whatever other flaws they may have, Turbolasstesn the long range,
high accuracy, and lack of recoil that originallpde lasers favourable.
Combined with increased hitting power, and supjivedse ability this
has made them once again a viable battlefield weapough they are still
inferior to the weapons wielded by clan soldiers.

They are mostly found on rim worlds, in the hanfisyercenaries, and
corporate soldiers, those who have money, butheotrteans to acquire
superior clan weaponry.

Turbo Laspistol
Turbolaser Carbine

Turbolaser

Chainlaser

Weapon Rng Dmg Ammo

Turbo Laspistol A 4/0 20R
Rapid Fire (1/3)

Turbolaser Carbine S 4/0 20R



Rapid Fire (1/4)

Turbolaser M 4/0 30R
Rapid Fire (1/4)
Chainlaser \ 4/0 80R

Rapid Fire (1/5)
Gyrojets, and Rocket Launchers — 4

Powerful and hard hitting.

Limited and expensive ammunition.

Can mount a variety of warheads, giving far greagesatility.
Capable of a high rate of fire, so long as theimemtolds out.
Good at area suppression.

Can take advantage of guidance systems.

Gyrojet Pistol
Gyrojet Rifle

Assault Cannon
Barrage Artillery Gun
Wrist Rockets
Handcannon

Missile Launcher
Concussion Bomb

Weapon Rng Dmg Ammo

Gyrojet Pistol S 3/3 10

Gyrojet Rifle M 3/4 30
Rapid Fire (4/3)

Assault Cannon L 3/3 10
Small Blast, Rapid Fire (5/2)

Barrage Artillery Gun M 3/3 6
Blast, Rapid Fire (6/1), Giant Killer (+1)

Wrist Rockets P 3/3 10
Rapid Fire (3/2)

Handcannon S 3/4 5

Missile Launcher E 4/10 3

Blast, Single Shot, Giant Killer (+2)
Concussion Bomb T
Blast, Giant Killer (+1)
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High Tech Bows and Crossbows — 4

With advanced high tensile polymers, multiple pubgstems, piezo-
electrically tensile bowstrings, and diamond tippecthposite arrows, the
more advanced bows and crossbows have becomedightrate, long
ranged, and extremely powerful weapons of war.

The traditional disadvantages of a slow rate &f, fand bulky ammunition
still apply, but the lack of recoil, quiet actiand powerful armour
piercing ammunition effectively counter these digsadages
Furthermore, crossbows can now be fed from a magdwlding up to
about 8 rounds, with a mechanical action that alfov a moderately high
rate of fire

Sighting systems can be fitted and calibrated foow or crossbow just as
for a rifle, and are now equally effective. Innterof range, modern
adjustable-flight, gyro-stabilised arrows can altyusavel for greater
distances than any bullet without deviating fromittipath

As a final advantage, their ammunition is re-usabléyou can find it.

Weapon Rng Dmg Ammo

Piezo-Electric Bow \ 4/3 -
Single Shot

Automatic Crossbow M 4/2 12
Rapid Fire (2/2)

Piezo-Crossbow L 4/3 5

Electroshock Weapons — 4

Originally conceived as a hard hitting assault vezggin this capacity
shock weapons were later superseded by the loagged and harder
hitting disruptor.

Further developed to be capable of sustainedtfieg; became a highly
effective replacement for the flame-thrower, besngerior in all the
flamer’s roles.

Shock weapons run off an energy clip, reducingptiablem of
ammunition.

They have similarly potent psychological effect.

For all their advantages, shock weapons are muatehto control
effectively. The bolt tends to arc onto metalljexts, and carry between
targets. Although this makes them more frighteriarghe opposition,
they can also prove a danger to your own side.tlisreason they never

found favour with the military, and fill the sam@e as flamers, reserved
for specialist applications

Electron Flux

Magpulse

EMP Grenade

Shock Mine

Weapon Rng Dmg Ammo

Electron Flux P 1/6 20R
Rapid Fire (1/3), Electric

Magpulse M 8/4 9
Machines only

EMP Grenade T 8/3 -
Machines only, Blast

Shock Mine T 1/5 -

10 Metre Radius
Needlers — 4

Very light weight, very low recoil, accurate shiotit shorter range
Like a poor man'’s version of an lon Beam, they deliver a lethal or
non-lethal shot.

They lack armour penetration, but make up for with incredibly high
rates of fire.

Where good armour is scarce, they are superiantdéams, with their
ability to strafe a target

Have high ammo counts, but tend to burn throughteickly
Properly built, they fire silently

Due their simpler design, they can be easily brakamn into parts

Dartgun
Needler
Fletchette Gun
Lancer Longrifle

Weapon Rng Dmg Ammo

Dartgun A 3/2 15
Rapid Fire (2/3)

Needler S 3/1 30
Rapid Fire (2/4)

Fletchette Gun M 3/0 60
Rapid Fire (1/4)

Lancer Longrifle \% 4/3 12

Payload
Ice Sluggers — 4

Identical in form and usage to any other advancepegtile weapon, they
are slightly harder to obtain

The main differences are that Ice Sluggers havenrtless armour
penetration capacity. This is offset by the faet they can be reloaded
from any supply of moderately water like fluid, athey are safe inside
ships.

Ice Pistol

Ice Carbine

Ice Machine Gun

Ice Shotgun

Weapon Rng Dmg Ammo

Ice Pistol P 2/3 20

Ice Carbine A 2/4 40
S

Rapid Fire (2/3)
Ice Machine Gun
Rapid Fire (2/4)
Ice Shotgun
Scatter

2/4 64

o

1/5 15

Sonic Weapons — 4

Non-lethal.

Come in a variety of forms.
Short ranged.

Widespread effect.

Energy clip powered.
Favoured by security teams.

Sonic Projector
Sonic Blaster



Impulse Mine

Weapon Rng Dmg Ammo

Sonic Projector L 4/3 20R
Knockback, Stun

Sonic Blaster A 4/3 20R
Knockback, Area, Stun

Impulse Mine T 4/3 -

Knockback, Large Blast, Stun
Hydrocutters — 4
Has a greater impact effect than a standard laser.
Has limited ammo, but can be recharged from anplgug water.

Very bulky, designed as tools, not weapons.

Portable Hydrocutter
Industrial Hydrocutter

Weapon Rng Dmg Ammo

Portable Hydrocutter M 4/2 24
Rapid Fire (3/5)

Industrial Hydrocutter L 4/3 36

Rapid Fire (4/6), Giant Killer (+1)
Pulse Weapons — 5

Standard equipment for most Clan military, ususilpplemented with
pulse cannons and pulse pistols. Outside of mylitacles they are much
more difficult to get hold of, and to see a civiliith one is something of
ararity. Mercenaries may try to get hold of thever the black market, or
occasionally take them with them if they deserted.

High powered, with moderate range and accuracy,re=il, and usually
fitted with advanced targeting systems, they hamdiauch the same
manner as projectile weapons, but are essentigiigreor in every
possible way.

The biggest disadvantage to using a pulse weapbatshey still use
ammunition, and although they fire from much larggss than typical
projectile weapons, those clips are much hardgetdold of, short of
raiding a military encampment.

Pulse Pistol
Blazer Pulse Gun
Pulse Carbine
Pulse Rifle

Pulse Cannon
Neutronium Shard

Weapon Rng Dmg Ammo

Pulse Pistol P 3/4 20
Rapid Fire (2/2)

Blazer Pulse Gun P 3/4 32
Rapid Fire (2/4)

Pulse Carbine S 3/5 48
Rapid Fire (2/3)

Pulse Rifle M 3/5 36
Rapid Fire (2/3)

Pulse Cannon L 3/7 48
Rapid Fire (3/4)

Neutronium Shard T 2/7 -
Blast

Wave-Bows — 5

With advanced high tensile polymers, multiple pubgstems, piezo-
electrically tensile bowstrings, and diamond tippethposite arrows,
modern bows and crossbows have become light, declmag ranged,
and extremely powerful

The traditional disadvantages of a slow rate &f fand bulky ammunition
still apply, but the lack of recoil, quiet actiand powerful armour
piercing ammunition effectively counter these digsadages
Furthermore, crossbows can now be fed from a magdwlding up to
about 8 rounds, with a mechanical action that alfov a moderately high
rate of fire

Sighting systems can be fitted and calibrated foow or crossbow just as
for a rifle, and are now equally effective. Innterof range, modern
adjustable-flight, gyro-stabilised arrows can altyusavel for greater
distances than any bullet without deviating froritipath

As a final advantage, their ammunition is re-usabléyou can find it.

Wave-Bow (Short)
Wave-Bow (Long)
Wave-Crossbow
Wave-Ballista

Weapon Rng Dmg Ammo

Wave-Bow (Short) \% 5/2 -
Single Shot

Wave-Bow (Long) E 5/3 -
Single Shot

Wave-Crossbow \% 5/2 3
Single Shot

Wave-Ballista E 5/6 15

Manual Load, Giant Killer (+1)
Disruptors — 5

Much like pulse rifles these are generally limitednilitary use. They are
produced in limited numbers and thus difficult fmdfon the black market.
However their incredible fire-power means that marercenaries
consider them well worth the price.

Disruptors are short ranged, but fairly accurdie énergy simply
dissipates after travelling too far), and packréoss punch. Their slow
rate of fire is generally offset by the fact thatill only ever need one
shot per target. Finally they don't run out of anmsndong as they are
allowed to recharge regularly, which adds to tpejpularity on the black
market.

Atomic Disruptor
Heavy Disruptor
Disruptor Charge

Weapon Rng Dmg Ammo

Disruptor Pistol 6 4/4 12R
Single Shot

Atomic Disruptor 4 4/6 15R
Single Shot

Heavy Disruptor 4 4/6 10R
Small Blast, Single Shot, Giant Killer (+1)

Disruptor Charge 1 4/10 -

Blast, Giant Killer (+1)
Particle Beams — 5

Another specialist military weapon, particle beases more use than
disruptors, since they neatly fill the roles ofip& rifle’ and 'anti-vehicular
rifle’. They are incredibly popular on the blacknket, and on the black
market, at least when they being used againstrteeg. Any good
soldier quickly learns to recognise the distincti@eack — Bang” of
particle beam fire.

Particle beams are long ranged and accurate, ibatffetr a significant
punch. They take a long time to charge up, whitbgates to a support
role rather than being useful as a front line weap@inally, just like
Disruptors, they run off an energy cell rather teapending ammunition.

Particle Beam Rifle
Particle Beam Cannon

Weapon Rng Dmg Ammo

Particle Beam Rifle \% 6/5 10R
Single Shot

Particle Beam Cannon E 10/5 8R

Single Shot, Giant Killer (+1)
lon Beamers — 5

Technically a civilian weapon, ion beamers are &soured by assassins
and other agents of the shadows, since they aye@asquire, and
therefore easy to discard, and they have a nunilzehantages as a
weapon of stealth.

lon beamers are silent, light, compact, and redsdpraecurate, although
the beam loses power at longer ranges. Unfortlyniate Beamers have
only a moderate rate of fire, and do not pack mafci punch compared to
most weapons used by the clans.

Blasters fire a lethal shot, whereas stunnersafinen-lethal beam. The
larger two-handed beamer can fire either a lethaba-lethal shot
according to the user's preference.

lonic Blaster
lonic Stunner



Armour AV Encumbrance

Weapon Rng Dmg Ammo Lined Clothing 2/1 Light

lonic Blaster M 3/4 25R Lined Coat 2/2 Light

lonic Stunner M 5/- 35R

Stun Glass Armour - 2

Plasma Casters — 5 Glass Armour

Very advanced, very heavy weaponry, Plasma Caaterthe last word in Armour AV Encumbrance

portable artillery. Glass Scales 2/1 None

Huge charge up time, and limited energy stores ritzm highly Bulky

unwieldy. Glass Light Plate 2/2 Light

Extremely bulky and difficult to move. Bulky

Can pretty much vaporise anything you point them at Glass Heavy Plate 2/3 Light
Bulky

Plasma Pulse Cannon
Plasma Assault Cannon Kevlar - 3
Heavy Plasma Cannon

Slimline Armour

Weapon Rng Dmg Ammo Kevlar Body Armour
Heavy Plasma Rifle M 6/6 5 Flak Armour

Single Shot Riot Suit
Plasma Pulse Gun S 5/4 6

Burst Fire (3) Armour AV Encumbrance
Plasma Pulse Cannon M 5/10 12 Slimline Armour 2/1 None

Rapid Fire (3/2) Kevlar Body Armour 3/2 Light
Plasma Assault Cannon M 5/7 5 Flak Armour 3/3 Light

Small Blast, Single Shot, Giant Killer (+1) Bulky
Heavy Plasma Cannon L 10/15 3 Riot Suit 3/4 Medium

Blast, Recharge, Giant Killer (+2)
Mesh Armour - 4
Cone Weapons -5
Mesh Armour

Cone Gun Double Weave Mesh
Cone Rifle
Cone Cannon Armour AV Encumbrance
Mesh Armour 4/1 None
Weapon Rng Dmg Ammo Double Weave Mesh 4/2 Light
Cone Gun 4 4/4 5 Bulky
Manual Load, Small Blast
Cone Rifle 2 4/6 10 Plastic Armour - 4
Manual Load, Small Blast
Cone Cannon \% 4/10 3 Built from multiple layers of kevlar, set in heaslyty shock absorbing
Single Shot, Manual Load, Blast plastic, plastic armour spreads and dampens angdngeross it's bulk.
Very light, despite it's mass and thickness, ptaatinour allows the
Primitive Armour - 0 wearer some manoeuvrability whilst still offeringagl degree of
protection.
Armour AV Encumbrance Gel armour is a variant of plastic armour that ésisf a reactive gel
Padded Armour 1/1 None arranged into a lattice frame that forms the bddfhe armour. When the
Leather Armour 2/1 None gel absorbs energy of any kind it immediately hasjacting as armour.
Because the gel is normally in a soft state thisoar is incredibly flexible
Metal Armour - 1 and easy to move in.
Comes in a variety of forms ranging from simpleheas through to chain Plastic Armour
and plate mail. Gel Armour
Offer extremely limited protection against any weap higher than Tech
0. Armour AV Encumbrance
Very bulky and difficult to manoeuvre in. Plastic Armour 3/3 Light
Bulky
Padded Armour Gel Armour 3/2 None
Leather Armour Bulky
Chainmail
Scale Malil Ceramic Plate Armour - 4
Splint Mail
Half Plate Light Ceramic Plate
Full Plate Medium Ceramic Plate
Heavy Ceramic Plate
Armour AV Encumbrance
Chainmail 2/1 Light Armour AV Encumbrance
Splint Mail 2/2 Medium Light Ceramic Plate 4/2 Medium
Scale Malil 2/2 Light Medium Ceramic Plate 4/3 Medium
Bulky Heavy Ceramic Plate 4/4 Heavy
Half Plate 2/3 Heavy
Full Plate 2/4 Heavy Spacesuits - 4
Lined Clothes - 2 Jump Suit
Armoured Spacesuit
Lined Clothing Combat Spacesuit

Flak Jacket Construction Rig



Armour AV Encumbrance

Jump Suit 4/2 Light
Bulky, Double Movement Rate

Armoured Spacesuit 4/3 Light
Bulky

Combat Spacesuit 4/4 Medium
Bulky

Construction Rig 3/4 Heavy

Impact Protection — 4/5

Impact Webbing

Impact Shielding

Armour AV Encumbrance

Impact Webbing 2/2 None
Impact Resistant (2)

Impact Shielding 3/2 None
Impact Resistant (4), Bulky

Monomesh - 5

Monomesh

Powered Monomesh

Armour AV Encumbrance

Monomesh 5/1 None

Powered Monomesh 5/2 None
Powered (+1)

Hardsuits - 5

Hardsuit

Gearskin Suit

Armour AV Encumbrance

Hardsuit 5/3 Light
Shielded Senses, Bulky

Gearskin Suit 5/4 Medium

Shielded Senses, Bulky
Energy Armour — 5

All forms of energy armour work off the same basiinciple. The
armoured suit is built out of energy absorbingeséahat drain the energy
out of any incoming attack, be it the light andthafea laser beam or the
kinetic energy of a bullet. The armour can evesoab energy internally,
allowing it to compensate for the sudden decelemaaf an impact.

Adaptive Armour is more advanced form of energy@unthat can be
programmed to focus on absorbing one particuladt kinenergy. The user
of adaptive armour can choose one kind of energgddamage. All
damage of that type is reduced by two grades. @hgrthe energy type
takes one action.

Reactive Armour is the most advanced form of enargyour, designed
around an internal computer system that autombtishlints energy to
affected areas, and alters absorption patterndapto the type of attack
the wearer is facing. Just like adaptive armaactive armour is
particularly resistant to one kind of damage at amg time. However the
damage type changes automatically, without reqyigim action, the
moment the wearer takes damage. This change eant@ke place during
another character's turn. For example, the wedneractive armour might
be shot at by two gunmen. The first hits, firingrajectile weapon, and
the armour's protection immediately changes totidremergy. The
second gunmen hits with a similar weapon, but theoar reduces the
damage by two grades.

Armour AV Encumbrance
Energy Armour 5/3 Light
Shielded Senses, Impact Resistant (6), Bulky
Adaptive Armour 5/3 Light
Bulky, Energy (2) — Type chosen by user
Reactive Armour 5/3 Light

Bulky, Energy (2) - Reactive
Morphoplast Armour - 5

Morphoplast is an electroresponsive plastic. it loa shifted from solid to
liquid, or any state in between, by the applicattban appropriate

electrical current. Through the appropriate chairtieatments
morphoplast can be made strong enough to resisthégh powered laser
and projectile weaponry. Morphoplast armour is enfidm high grade
morphoplast mixed with nanites, allowing it to flovand reshape at the
user's command. At the most basic level of coriislallows the user to
keep the armour concealed in a backpack, and thramand it to form
over their body when they encounter a threat. &hath the Pilot:
Battlesuit skill can give more complex commandshsas forming blunt
or bladed weapons, or armour spikes. Morphoplasbar can never form
complex objects, but it can assume almost any palyshape.

Armour AV Encumbrance

Morphoplast Suit 4/2 None
Morphoplastic

Morhpoplast Battlesuit 4/3 Light

Morphoplastic, Bulky
Chitin Armour — 5

Chitin is the material from which insect shells arade. Chitin armour is
made from layers of vat produced chitin grown dagers of
buckminsterfullerene weave. The chitin is toughftaxible, and provides
a solid frame, absorbing the energy of impacts|suttie fullerene weave
makes it strong enough to resist even laser onadse.

Chitin Scales
Banded Chitin
Chitin Plate

Armour AV Encumbrance
Chitin Scales 5/2 None
Banded Chitin 5/3 Light

Bulky
Chitin Plate 5/4 Light

Bulky

Power Armour - 5

Extremely bulky, and extremely tough, power armisuhe ultimate in
personal protection short of a force field.

A series of powered actuators, from which this armariety takes its
name, allows the user to move freely by absorbingtraf the weight of
the armour.

The added bonus of the actuators is that they lctnarease the users
effective strength whilst wearing the armour.

Unfortunately despite alleviating the weight on tiser the actuators do
not actually make the armour any lighter or morabie. Power armour
remains extremely slow and clumsy to work in.

Armour AV Encumbrance
Power Armour 5/4 Medium

Powered (+1), Shielded Senses, Impact ResistanB#ly
Assault Armour 5/5 Heavy

Powered (+2), Shielded Senses, Impact ResistanB @iy
Armour Upgrades

Impact Resistance
Chemical Protection
Fireproofing

Thermal Regulation
Diamond Paint Coating
Fullerene Coating
Electrical Resistance
Powered

Shielded Senses
Thrusters
Chameleonic

Stealth Field

Improved Stealth Field
Shimmer Field
Pressure Seal
Contained Environment
Shielded Electronics

Hand Shields
Buckler

Spiked Buckler
Chitin Gauntlet



Force Shield
Wooden Shield
Kite Shield
Tower Shield
Riot Shield

The penalty for using a shield that is too heayliep to all attacks made
by the character, not just attacks made with theldh

Shield Cover Dmg Res Speed Reach
Buckler L 1/0 2

Spiked Buckler L 2/0

Force Shield M 3/2

Wooden Shield M 1/1

Kite Shield T 1/2

Tower Shield T 1/2

Riot Shield M 0/3

Knockback

Forcefields

Shield Web

Heavy Shield Web
Advanced Shield Web
Stealth Shield

Personal Protection Field
Deflector Field

Armour Field Strength Charge Down Time
Shield Web 20 4 5
Heavy Shield Web 30 6 4
Advanced Shield Web 40 8 3
Stealth Shield 10 1 3
Has no visible field
Personal Protection Field 15 3 10
Deflector Field 25 5 8



E quipment

General Equipment

Artisan's Tools — A collection of tools used byatisan to perform their
craft. Each artisan's kit is tailored to a specskill from the Artisan skill
block.

Mechanical Toolkit — A full set of mechanic's tools

Electrical Toolkit — A full set of electrician'sdts.

Lockpicks — A small roll of different size lockpiskand torque wrenches.
Disposable Lockpick — A very small explosive devigbich is wedged
into a lock and then detonates, shattering theriatenechanism. Quick,
but not very subtle.

Electronic Lockpick — This small device, when iniedrinto a lock and
activated, runs through multiple sequences of shap®l movements,
much as a brute force password cracker runs thropghsword
combinations, hoping to eventually happen upon dperopriate key
pattern for the lock.

Blowtorch — A standard acetylene torch and gasistem

Thermal Lance — A long handle onto which a rod cigmesium is
mounted and lit by the internal mechanism. Thenbignesium rod can be
used to slice through solid steel and concrete.

Hull Sealant Injector — An important tool for staifs repair, this device
squirts out a chemical gel which rapidly solidifieger leaks in a starship
hulls, forming a temporary patch.

Grapnel Gun — Can launch a grappling hook a distasfcup to 100
metres. As standard a grapnel gun comes with & Qoapple and 50
metres of line. A grapnel gun can be fitted witmwmber of optional
extras. A winch attachment allows the user toeraislower themselves
using the gun, instead of climbing the line. A metic grapple can lock
onto most metal surfaces, forming an immenselynstioold. A gel pad
grapple will stick to just about any surface usmgontact glue to seal
itself in place, however after each use the heast ime replaced. Finally
an electrostatic grapple can seal itself to almostsurface, just like a gel
pad grapple, and will release itself at a simplédoupress, just like a
magnetic grapple.

Chameleon Suit — Able to alter it's surface pattaimost instantly, a
chameleon suit samples the wearers environment enedtes an
appropriate camouflage, vastly aiding in infiltostiwork.

Stealth Suit — A stealth suit uses holographicsaptit sampling to create
the effect of invisibility for the user.

Improved Stealth Suit — A faster and higher resofutvariant of the
stealth suit, and improved stealth suit is evenengdfective at concealing
it's wearer.

Parachute — A simple, standard, silk parachute.

Strip Chute — This small combination parachute giider can fit into a
pack the size of a large novel and can open oamaketepeatedly and
instantly

Two Way Radio — A hand held walkie talkie.

Comm System — A portable communications array depafttransmitting
a signal to or from planetary orbit.

Tech Scanner — Designed for mechanical repair, t&dmners can
measure metal fatigue and hull stress, detect |etkge electrical
pathways, and provide any number of other usefatqs of technical
information about the target structure.

Multiscanner — A multiscanner can scan througtethitée electromagnetic
spectrum and beyond. In practical terms it terdbeahave a lot like a
tricorder.

Agqua Breather — A small mouthpiece that absorbggemyfrom water,
allowing the wearer to breathe underwater.

Static Harness — A large suit that uses electiiodiatds to let the wearer
stick to almost any surface.

Hazard Suit — A bulky radiation, biohazard and civahproof suit.
Medicine Bag — A simple bag containing numeroud$ebandages, and
simple medicinal remedies.

First Aid Kit — An ordinary first aid kit.

Medical Kit — A more complete kit containing a nuentof useful surgical
tools.

Automated Medikit — This medical kit has an onboeotnputer that can
identify symptoms, diagnose simple conditions, anascribe treatments
from its internal stock.

Autoinjector — A small device usually worn strappedhe arm or leg, an
autoinjector can be loaded with three doses of @mymical, and can
automatically administer each dose at a simpleohugtess, or after a time
runs out.

Optical Camera — Used for making visual recordirags,optical camera
can record still shots or moving footage onto cloarfilm.

Digital Camera — Records images just like an optieanera, but stores

them digitally on a data chip.

Holocam — An advanced form of video camera useddoording three
dimensional holographic images. Can take stiltslow moving images,
and records them to a data crystal.

Motion Tracker — Can detect any sizable movemettténmmediate area.
Bioscanner — Designed specifically for medical @sbjoscanner provides
information on the target's physiology, state ddltie and all manner of
other details relating to their biological strugur

X-Ray Scanner — Allows the user to view their sungings in x-ray.
Thermal Imaging Goggles — Allows the wearer toisaafra-red.

Night Vision Goggles — These goggles gather lighiraneffectively,
allowing the wearer to see in all but absolute desk (no light sources
whatsoever).

Sonar Imager — Uses high and low frequency ulttaxdato build up a
sonar image of the users surroundings.

Combat Visor — This visor covers the user's eyesears, feeding sound
and vision digitally. The basic unit shields thsers senses from overload
(such as that of a flashbang grenade) and has ibuitiw light vision.
Further upgrades can be added to this basic maltyding a radio, digital
zoom (allowing the visor to function like a pair binoculars), thermal
imaging, sonar imaging, and x-ray imaging.

Vacuum Suit — A light and easy to wear suit thdt allow the wearer to
survive for two hours in vacuum. A basic vacuunt sffers only the
most minimal environmental protection, and does sbield against
extremes of hot and cold.

Heavy Vacuum Suit — A fully space worthy vacuunt st will keep the
wearer alive for 8 hours, even in direct and cktselight or full darkness.
Vacuum Globe — An emergency device which can beedtin a large
pouch, a vacuum globe, when unpacked, rapidly edgpand fills with air
from a small tank. The user climbs inside and kjviseals the globe
using a chemical zip. Once sealed the globe cammatpened except by
cutting through the surface. The air tank willtles 4 hours, the surface
is mirrored to protect from close starlight, anshaall heater will keep the
air inside from growing too cold. Small chemicalds on the inside can
absorb 4 hours worth of carbon dioxide, stavingGi#f2 poisoning.
Vacuum Maneuver Unit — A large pack used for mareng in vacuum.
Jetpack — A heavy backpack mounted unit that allinesuser to hover in
gravity, or fly at high speeds in zero-G.

Glider — A large fabric covered wing frame that ¢enused to glide over
long distances.

Survival Gear

Firework (Small) — A small rocket which, when lated, flares in the sky
for a few seconds before going out.

Firework (Large) — A heavier rocket that exploddathva burst of bright
colour

Flaregun — A slightly bulky pistol used to fire is which glow for 12
seconds before going out.

Emergency Beacon — An electronic device about ibe af a cigarette
packet which is activated by a simple button presSnce active it
transmits an emergency signal throughout the imatedirea. The signal
is strong enough to be picked up from orbit.

Rehydration Suit — Designed for desert survivakteydration suit collects
all the wearers waste water, purifies it, and faetack to them through a
small plastic tube from which they can drink.

Folding Pocket Knife — A simple folding blade.

Multiknife — A utility knife which a collection oéxtra tools such as files,
saws, scissors, pliers, wire cutters, screw drigascan openers.

Pocket Tool — A small but effective multipurposeltsuited for many
applications.

Lodestone — A small chunk of magnetic rock set atriag, which acts as
a crude compass.

Compass — A standard magnetic compass.

Paper Map — A map drawn by hand onto paper, papyids, or some
other locally available material.

Orbital Survey Map — A highly detailed and accunaéeer map made up
from orbital scans and images.

Iron Rations (1 week) — Simple hard tack biscudtsed meats and weak
beer (safer to drink than water).

Sealed Ration Packs (1 week) — Meals sealed irtighdiplastic bags and
tins, these can be eaten hot or cold.

Hot Rations (1 week) — Prepared largely from s@asy, and algae based
food substitutes, these ration packs heat thenselveen opened,
expending a small chemical battery.



Food Cubes (1 week) — Food reduced to it's basmists, food cubes are
small hard chunks of flavoured nutrients. Theyddsad and have no
texture, but they're light to carry and will keepuyalive.

Liquid Nutrients (1 week) — A nutrient drink fullf small slow release
chemical sacs that bond themselves to lining ofvisies, stomach, and
intestines. Over the course of the following wélesse sacs release their
store of nutrients, keeping the drinker healthyergatic, and alert. Four
liters of this drink, taken all at once, is all teaneeded to survive for a
week, so long as clean water can be found. Theentitsacs contain
appetite suppressing chemicals that will mostlyestaff hunger pangs,
although the urge to eat will still be there.

Food Processor — A laptop sized device that caa lakaw biomatter
scavenged from the surroundings, purify out anpgatsed toxins, extract
useful nutrients, and process everything usablendmva small nutrient
bar.

Wooden Torch — A simple length of wood, it's endymped in oil soaked
rag. It will burn for an hour or more.

Oil Lamp — A glass lamp that burns natural oil.

Glow Tube — A small sealed glass tube containinghe@mical mixture
which, when vigorously shaken, produces light féewa hours.

Light Orb — A small tennis ball sized object thaincbe switched on to
provide an omni directional light source.

Flashlight — A simple battery powered torch.

Exterior Lamp — A heavy duty flood lamp powered affirge battery.
Tinderbox — A box containing char paper (very dagyeto light scraps of
paper), and a striker (a piece of steel and adtining together)

Matches (Box of 20) — A small box of strikable nfes.

Lighter — A standard lighter, capable of producsmall flame when
struck.

Microlighter — An electric lighter, about the siaka button.

Camping Stove — A small cooking stove fueled bys canister.

Electric Stove — A portable battery powered cooldtaye.

Chemical Hotplate — A disposable hotplate, activdtg shaking hard like
a glow stick, which can be used to heat a pot.

Winter Blanket — A simple heavy woolen blanket.

Thermal Blanket — A very thin, very light, insuldtblanket.

Survival Bubble — A self erecting tent that candealed against outside
atmosphere and filled with breathable air fromrkta

Rope (50m) — A simple heavy duty rope made frominafibres.

Climbing Harness and Crampons — The basic kit fsceading or
descending a sheer surface.

Polythene Climbing Line (100m) — A very strong digthtweight climbing
line, superior to ordinary rope.

Telescope — A standard optical telescope, made wsisturdy tube and
two finely adjusted lenses.

Optical Binoculars — Ordinary binoculars with a efik 10 times
magnification.

Digital Binoculars — A high resolution digital imiag device capable of 1
to 30 times magnification, with self adjusting fecu

Weapon Accessories

Flashlight Attachment -

Scope — A standard optical scope, usually set t¢imd® magnification,
although other magnifications can be specifiedha¢ of purchase.

Digital Scope — Capable of any magnification frorto 130 times, a digital
scope can be equipped with a number of optionahgxincluding low
light vision, thermal imaging, sonar imaging, anchy imaging.
Rangefinder — A simple device that bounces a lasam off the target to
instantly determine its precise distance.

Silencer — A small attachment for standard progeteapons that muffles
the sound of firing.

Laser Sight — Produces a small red laser dot wthereveapon is being
pointed to assist in aiming.

Folding Stock — Attached to a handgun, a foldiglstgives the option of
shoulder firing the weapon. Attached to any oteapon a folding stock
can replace the standard stock, reducing the waigtsize of the weapon.
Integrated Targeting System — A digital sight thpmbduces a small
crosshair in the users field of vision indicatingese the weapon is being
pointed. An ITS consists of a sight which is dteet to weapon and a
monocle which allows the user to see the crosshair.upgrade for the
ITS, known as a grenade ranger, displays the plelzdih of a launched
grenade, indicating where it will likely land.

Weapon Modifications

Lightweight Construction — This modification malkesveapon lighter and
easier to carry.

Compact Design -

Balanced Frame — A weapon with a balanced framebbas designed to

feel comfortable in the user's grip, moving easilalign with new targets.
This modification reduces the penalty for switchiamgets by 1. However
it cannot be applied to Handguns.

Takedown Weapon — A takedown weapon has beenrsebigp quickly
disassemble into a few discreet parts, allowirtg ihe carried in a smaller
package, or in several separate containers.

Disguised Takedown — This modification can onlyapplied to weapon
with the Takedown Weapon modification. The weaploas been
cunningly crafted so that the individual parts, whadisassembled, are
difficult to recognise as parts of a weapon. Thetp can even be
disguised as mundane objects, allowing a chardotg@otentially sneak
them past a security inspection.

Matched Pair — A matched pair of handguns or melegpons have been
carefully fitted to the users grip, making them im@asier to dual wield.
When making multiple attacks add one die to eathmade for these
weapons.

Sturdy Construction — A weapon with sturdy condtnrchas been built to
take a few knocks without suffering any lasting dae allowing it be
used in rougher conditions than usual. This mcdifon reduces the
weapon's Malfunction chance by 1.

Recoil Compensation — This modification reducesrto®il of a weapon
with the Rapid Fire ability by 1 point, to a minimuof 1. Any given
weapon can only have one recoil reducing modificaét a time.
Advanced Recoil Compensation — This is an improfadh of Recoil
Compensation, which will reduce the recoil of theayon by 2 points, to a
minimum of 1. Any given weapon can only have oeeoil reducing
modification at a time.

Combination Weapon — This weapon is actually twapems built into
one, with a single handgrip and a two part triggechanism. Each part
of the weapon must be reloaded separately, andjererapons must be
run off of separate supplies. The cost of this ification is equal to 10%
of the total cost of both weapons. As an additiopsion, the weapon can
be designed to be disassembled, although differans to be swapped in
and out. Modifying a weapon to fit into this ass#yncosts 10% of the
price of the weapon being added. One weapon naudebignated as the
base, to which other weapons are added. The beapow must be the
first part of any combination, and it's cost isreased by 20%, rather than
the basic 10% for forming a combination weapon. more than two
weapons can be combined, and the attachments nhust aqual to or
smaller in size than the base weapon.

Example 1: Two pistols are combined into a singi&apon. The cost of
the modification is 10% of the cost of each pistol.

Example 2: A rifle is modified to accept severtthehments; a shotgun, a
grenade launcher, and a flamethrower. The cd%6 of the price of the
rifle, plus 10% of the price of each of the attatheapons. If the owner
were to later have a needler modified, so thabitid be attached to the
rifle, it would cost 10% of the price of the needle

Incubation System — This modification can only Ippleed to a Tech 2
weapon, allowing it to use Contagion rounds.

Advanced Incubation System — The same as the sthrldaubation
System, this modification allows the weapon to @ tagion rounds.
However it can only be applied to a Tech 3 weapon.

Personal Items

Grooming Kit — A small case containing a comb, shgwazor, nail
clippers, and various other items essential toifaplpresentable when on
the road.

Writing Case — A pack containing parchment, penk, blotting paper,
and a writing board.

Cigar Case — A small metal case for holding halbzen cigars.

Watch — A regular analogue watch, can be purchasedist or pocket
varieties.

Digital Watch — A digital watch with stop clock,nter, and alarm
functions. Water resistant to 100 metres depth.

Playing Cards & Dice — Both playing cards and digist all across known
space, although they come in may different vasetghapes, colours,
numerations, and the like. This set consists &f deck of cards and one
handful of dice, both suitable for playing a numbkgames of chance.
Regular Clothes — One set of plain ordinary claghiBuying good quality
clothes ensures better stitching, better fit, aetteb appearance. Fine
quality clothes are tailor made to suit the weaggtravagant and beautiful
to look at. Clothes can be improved with a nundfesther additions. A
water resistant coating causes light spray and taisimply roll off the
fabric. Glow stripes a small luminescent stripgatdric, popular on many
high tech worlds, particularly amongst gangs. st made from mood
fabrics can subtly alter their colour dependingaligwon the wearer's heart
rate and skin temperature, although they can beertmgroduce random
patterns if the buyer prefers. Finally entoptios small image projectors
woven into the fabric, creating ghostly holograrhatthover around the



wearer.
Ammunition

Hollow Point — The hollow interior causes thesenasi to fragment and
spread out on impact, causing massive amountst@inel damage to the
target, but causing them to be largely ineffectigainst armour.
Incendiary — Typically built around a magnesium gisphorous mix,
incendiary rounds ignite upon firing.

AP — Armour piercing rounds are designed to havégher velocity and
apply more pressure to a single point, allow therslice through heavier
armour, but limiting their actual damage.

Safety — Made from hard, fragile materials, thesends can easily pierce
flesh, but will fragment on impact with even flimsyterior walls and
casings, preventing them from damaging the insiofea spaceship or
other sensitive installation. Just like hollowpsinthese rounds are less
effective against armour.

Fragmentary — These rounds are designed to break fifing, turning
into a small cloud of projectiles, much like a ghot shell. They do more
damage, but are less effective against armour.

Toxin — These rounds are designed to delivery ae duofs chemical
substance into the target's bloodstream withowtadlgtcausing significant
physical injury themselves.

Explosive — Packed with a powerful explosive ardetonating cap, these
rounds go off inside the target, tearing them teds.

Gel — These rounds are made of a hard plastic whacisforms into a soft
jelly when exposed to the heat of the gun dischargiThis soft jelly loses
energy quickly on impact, making it useful as a-tethal projectile.

Acid — Made of a thin brittle shell containing sofieem of powerful acid,
these rounds are designed to maximise the damathe tiarget's armour
and equipment.

Shock — Containing a small electrical capacitoeséhrounds are designed
to deliver a powerful electrical charge to the ¢irg This makes them
particular effective at damaging anything with sewns electronic
components.

Jammer — These rounds

EMP — These rounds are designed to release a doategh burst of
electromagnetic radiation on impact, completely imgp any circuity
within the area of effect. Particularly effectisgainst drones and remote
vehicles, the advanced variety can be set for estlur impact detonation.
Wirestorm — Packed into one of these rounds iglelyi bound cluster of
monowire. When the round is fired it breaks apadieasing the
monowire, which then expands rapidly. The edgab®fveb are attached
to the fragments of shell casing, giving them theéght needed to pull the
threads through almost any solid matter.

Antimatter — Antimatter is exactly what these rosindontain an
infinitesimally small amount of. On impact the matic containment
field around the antimatter collapses, allowingoittome in contact with
the shell casing. The resultant explosion releases more energy than
an equivalent mass of nuclear explosives.  Althougghtimatter
ammunition is incredibly dangerous, this cuts hettys. Firstly, the blast
radius makes it difficult to safely use these raimdclose quarters, or in
areas where collateral damage can be a problecon8ly, there is always
the danger of the magnetic containment field csilagp unexpectedly,
especially if the ammo is subjected to rough tresmtm Because of this
risk sensible people only use it when absolutebessary.

Conventional antimatter ammunition cannot be usedRail or Gauss
weapons as the magnetic induction used to launehrdund would
interfere with the containment field.

Archery

Just as with any other form of ammunition, arrowsl dolts can be

upgraded to any of the options listed. What isenbows and crossbows
use large ammunition, with no explosive parts, mgkhem an excellent
means of delivering complex payloads. For thissoeabows and

crossbows can load rounds of one tech level hittear the weapon itself.

Launch Weapons
Grenade, Rocket, and Missile launchers have a rimited range of

ammunition choices available to them. Listed bele the varieties of
ammunition that can be used in a launch weapon.

Gas Missile
Napalm Missile
Long Burn
Scrambler Missile
EMP Missile
Wiresmoke Missile
Antimatter Missile

Ammunition Rng Critcal  Shock Ammo

Fragmentary -1 -1 +2 -
Scatter

Hollow Point - -1 +1 -

Incendiary - - +1 -
Fire

AP - +1 -1 -

Safety - -2 - -
-3 Damage vs hard targets

Gel - -1 +1 -
Stun Damage

Toxin - -1 -2 -
Toxin

Explosive - -1 +2 -

Acid - -1 - -
Armour Eater (1)

Shock - -1 +1 -
Electric

Jammer - -2 -2 -
+3/4 Damage vs Electronics

Stabilised +1 - -1 -

EMP - -1 -1 -
+4/6 Damage vs Electronics

Wirestorm - +3 -1 -

Antimatter - +6 +6 -
Large Blast

Gas Warhead - n/a n/a -
Toxin, Blast

Napalm Warhead - -1 -1 -
Fire, Large Blast

Long Burn +2 - -2 -

Scrambler Warhead - n/a n/a -
Scramble 6, 10 Metre Radius

EMP Warhead - +6 +4 -
Only vs Electronics, Large Blast, Ignores Armouiar@ Killer (+3)

Wirestorm Warhead - n/a n/a -
Large Blast, Monowire Entanglement

Antimatter Warhead - +10 +10 -
Large Blast

Computer Equipment

Translator — A device about the size of hardbackehawith an attached
ear piece and microphone, a translator picks upesptanguages in the
vicinity and after a delay of a few seconds prosi@detranslation. The
image translation add on allows the device to ted@swvritten language as
well.

Realtime Translator — Operates just like a normaaidiator, only without
the delay, making it much easier to follow a cosaéipn. The visual
translation add on allows written language andalisanguages such as
sign language to be translated, as well as offelimited lip reading
capabilities.

Computer System — A standard desktop home compmaerewhat limited
in terms of power and capability.

Persocom — A paperback novel sized computer, ceratity more
powerful than a basic computer system. A persocambe used on the
go and has a number of upgrades available. A egseinterface allows
the persocom to connect to wireless networks. la Hisplay unit allows
the persocom to show holovids and 3d images. Isiorerelectrodes
allow the user to operate the persocom by direatatdink.

Digital Slate — A simple, low powered, touch screemputer designed to
display digital documents.

Data Disk — A small plastic optical disk, the sifea floppy disk.

Data Chip — A more advanced form of portable steraige size of a USB
memory stick.

Data Crystal — A highly advanced storage mediunoutithe size of a
twenty sided die.

Computer Software

Standard Map — A large scale orbital survey magtigital format.

Planet Map — A fully detailed map of an entire gfasurface, detailed
enough to make out city streets.

Digital Book — A single book in electronic format.

Digital Library — A collection of about 100 booksich numerous essays
devoted to a particular subject, a digital libramy massive aid to research
on the go.

Video Game — An ordinary video game.

Immersion Sim — A total immersion simulation thabriss by using a
direct neural link to feed sensations into the 'sdain.



Translation Software — This software can be loadatb a persocom,
allowing it to function as a translator. It incksl image translation
software.

Realtime Translation Soft — This software, wherdizhonto an advanced
persocom, lets it function as a realtime transjatord includes visual
translation software.

"Scramble" Program — One of the standard utilitpgsams used by
hackers, a scramble program sends the target systawire.

"Lock" Program — One of the standard utility pragsaused by hackers, a
lock program freezes the target system in its otistate.

"Switch" Program — One of the standard utility preogs used by hackers,
a switch program forces the target system to swsteltes, usually from
active to inactive, or vice versa.

"Mask" Program — One of the standard utility pragsaused by hackers, a
mask program attempts to gain control of the tasystem by faking
legitimate access.

"Breacher" Program — One of the standard utilitpgoams used by
hackers, a breacher program attempts to gain darftthe target system
by destroying its security protocols.

"Nuke" Program — One of the standard utility pragsaused by hackers, a
nuke program simply tries to destroy as much of tdrget system as
possible.

Explosives

Roll of Fuse Wire — A 50 metre roll of fuse.

10 Magnesium Fuses — Magnesium fuses are useghtottiermite, being
the only things hot enough.

Timed Detonator — A standard countdown timer.

Remote Detonator — A radio operated remote detonsith a range of
half a mile.

Proximity Detonator — A motion sensor that setsefblosives when any
significant movement is detected within a few metre

Gunpowder (1 Ib) — A mixture of sulpher, saltpetand other chemicals,
gun powder is a black powder that detonates whposed to heat, such as
an open flame.

Dynamite (1 stick) — Nitroglycerin stabilised byag| dynamite is a
powerful explosive that can be detonated with bgosxre to flame or
extreme heat.

Nytroglycerin (% pint) — An incredibly volatile elgsive that can be set
off by heat, impact, shaking, or in some cases ljsking at it funny.
Hard to get hold of since nobody in their right chikeeps any around.
Thermite (1 packet) — Made from aluminium and ioxide, thermite is a
fine silvery powder which, when lit by extreme hdatich as that of
burning magnesium), will easily burn through salidel and concrete.
Napalm (1 pint) — A sticky liquid that burns slowdhot, and adheres to
just about anything.

Plastic Explosive (1 Ib) — A malleable plasticiileelsubstance that can be
detonated by running an electrical current throitgfalthough fire will
also do the trick).

Detpack — A small pre-packaged explosive devideditvith time, radio,
and proximity detonators. Designed to be easyéo u

Blast Foam (1 can) — A chemical foam that quicldydens on exposure to
air and can be detonated by impact, electrical eatirflame, or bad
language. It's not very powerful, but it can blawloor off its hinges.
Pencil Charges (Pack of 10) — Small pencil sizethli® with various
length fuses, started by breaking off the tip. Garused to detonate other
explosives, or on their own for very small contdll blasts (such as
blowing apart a lock).

Blastene (1 Ib) — A very powerful explosive, blagtds normally a dry
powder, but can be mixed with pure ethanol to makglasticine like
substance. Dry it can be detonated by electrizaieat or fire.

Fusion Pack — A small, portable, nuclear explosive.

Energised Neutronium (1 Ib) — Energised neutronisnused in small
lumps as the ammunition for pulse rifles. In largenounts it is an
extremely powerful explosive.

Antimatter (1 microgram) — Literally the oppositd matter, when
antimatter collides with matter the two annihilate equal amounts,
releasing an incredible amount of energy. Weightafeight, antimatter is
many thousand times more powerful than nuclearosiygs. It can only
be stored in a vacuum sealed magnetic field, atmhdéng it is incredibly
easy. Just collapse the field and let the antenatbllide with the casing.
In fact detonating antimatter is so stupidly eabst tit's viewed with
almost as much distrust as nitroglycerin by explesiexperts.

Explosive Dmg AP Blast Radius
Gunpowder (1 Ib) M L Small Blast
Dynamite (1 stick) S L Blast
Nytroglycerin (% Pint) C L Blast
Thermite (1 packet) © S None

Fire
Napalm (1 pint) S T Large Blast
Fire
Plastic Explosive (1 Ib) © L Blast
Detpack F L Blast
Blast Foam (25% of can) S L Small Blast
Pencil Charge T T Small Blast
Blastene (1 Ib) E L Blast
Fusion Pack D+10 F Large Blast
Energised Neutronium (1 0z) E M Blast
Antimatter (1 microgram) D C Large Blast

The stats for explosives assume that the standematity is being used. If
the quantity is increased, rather than alteringsthes, simply increase the
effective scale of the weapon. Each time the amolexplosive material
is doubled, raise the scale by one category. Efeutt scale, when using
the amounts listed, is Personal.

Drugs and Toxins

Drugs are always designed by the GM, never by ldngep  The player
can describe to the GM what effects they want ting tb have, however
the GM determines the final stats of the drug.

The cost of a drug is based on the potency andibsen effect.

All drugs have a base cost, which is then multiplig the potency of
the drug. When purchasing drugs, there are a nuofbgpecial options
that may be applied. These options will affechbothe price and the tech
level of the final product.

Tranquiliser 1 0
Toxin 2 0
Paralytic 1 0
Irritant 1 0
Mood Enhancer Y 0
Hallucinogenic Y 0
Anaesthetic 5 1
Restorative 10 1
Stimulant 5 1
Regenerative 250 3
Synapse Enhancer 1,000 4
Natural - 0
(Roll for 2 side effects, maximum potency of 8)
Refined X2 1
(Roll for 1 side effect, maximum potency of 15)
Synthesised x5 2
(No side effects, maximum potency of 20)
Cultured x10 3
(No side effects, maximum potency of 40)
Purified X2 +1
(Removes 1 side effect, chosen after rolling)
Tailored +100 +1

(Two different major effects. The cost of the driggthat of both
effects added together. Both effects must haveahee potency. A single
roll is made against this potency to determine twrethe drug takes effect
or not)

Magical Artefacts

Brief descriptions of each class of specialist mafequipment are given
below. For full rules see Chapter 4.

Spelltrap — A spelltrap can be made from any mdlgicasonant object,
although the process of creating one takes a liomg t They are used by
mages to sustain spells without accumulating hugeuats of corruption.
Each trap can hold one spell at a time, and thaivep determines how
powerful a spell they can hold.

Fortune Charm — Adds fortune points equal to &tsg, usable only once
each. Once used the points are permanently exgende

Talisman of Protection — Reduces the damage graddl attacks made
against the character by it's rating.

Mageheart — Adds it's rating to the total poweratifspellcasting rolls
made by the character.

Spirit Conduit — Reduces all corruption the chaatikes by it's rating.
Mageguard — These items are warn as a defencesagagical attacks, as
they will reduce the power of any magical effeaedted at the character
by their rating. Unfortunately, this applies elijyso beneficial magical
effects.

Resonant Components — Resonant components maténatishave a
natural reserve of magical energy. This reservg becalled upon by



mages in working their magic, and as such resoc@amponents are used
in many forms of spellcasting and magical craftinglheir cost is
determined by their rating, which is a measure @f lpowerful they are.
The cost is given for a single “measure” of magaahponents.

Resonant Focus — A resonant focus has been cgraftdfted using
resonant materials. The cost of a resonant factiserefore based on that
of the materials used to craft. The more powettidd components, the
more effectively the focus increases the sorceredgical powers. The
rating of the focus is equal to the rating of tlenponents used, and is
added to the power of any spells bound to the fedusn they are cast.
The number of spells that may be bound to a foswsjual to the rating of
the focus. In addition the focus provides the LUbeaefit of reducing the
corruption taken from the spell by 1. Only sorecgrean benefit from the
effects of a resonant focus.

Magical Iltems

Enchantment Types
There are four kinds of magical item normally azbié in Inferno:

Enchantments, Golems, Fetishes, and alchemicairioti

An enchantment is any item that has been enchayteah Artificer to
sustain a permanent spell effect. These are tt& omnmon variety of
enchanted item, with enchantments suited to justiabny purpose you
could possibly imagine.

Golems are magical constructs that have been agihigt a Golemancer.
As magical servants they will do their owners bidglialthough their level
of intelligence and personality can vary wildly,péading on what the
buyer is looking for. However their loyalty to th@wner is normally
unguestionable.

Fetishes are small items created by Fleshcrafterthé specific purpose
of altering a living body. When plunged into a iwer's flesh they will
immediately produce the chosen physiological afiena.

Potions are one shot magical enchantments witigelil duration. In all
other regards they function just like a standarchantment, and
depending on their purpose they are generally egp@ither to the user, to
another, or to an item. Since they are one usg, dheir cost is
significantly less than that of any other magitaii.

Power and Rating

The cost for any magical item depends upon it'séPpwhich is measured
in the same way as that of spells. To work out lnawch Power an item
needs to have, first decide what Rating you wasiability to be at. The
specific measurement of Rating depends on the etwleat. For a
weapon enchanted to deal extra damage the Ratintfvbe the number
of extra damage grades. For a wristband enchatutehcrease the
character's Strength the rating would be the bgiuen to Strength.

Once the rating has been decided, simply multiplyyi the Cost of the
chosen magical effect to find the final Power value

The monetary cost of the item can then be fountbblking up the Power
and the type of item on the chart below. If amitis to have multiple
effects placed upon it, add together the Powengatif each effect, and
then look up the total Power on the chart.

Fetish Golem

Enchantment Potion

1 1,000 500 50 5,000

2 8,000 4,000 400 40,000

3 27,000 13,500 1,350 135,000
4 64,000 32,000 3,200 320,000
5 125,000 62,500 6,250 625,000
6 216,000 108,000 10,800 1,080,000
7 343,000 171,500 17,150 1,715,000
8 512,000 256,000 25,600 2,560,000
9 729,000 364,500 36,450 3,645,000
10 1,000,000 500,000 50,000 5,000,000

The cost for higher power items can calculated gudime following
formula: Power Cubed times 1,000 for an Enchantn&00 for a Fetish,
50 for a Potion, or 5,000 for a Golem. However &Btould not normally
allow characters to purchase items with a Powehdrighan 10, unless
they go through a great deal of effort to find some able and willing to
perform the task.

The costs here are for magical items purchased fhenPriesthood. As
such these items are sold with a signed and stanegeipt describing the
item's purpose, giving the name and registeredigafit's creator, and
the details of the item's registered owner. Thep@se of this receipt is to
ensure that no magical item is sold to an untrustwdbuyer. The resale
of magical items must be done through the Priesthe@md failure to

register the resale of a magical item can resustevere penalties, which
the Priesthood have been empowered by the Clansigose. In the

Freeworlds it is much easier to sell on a magitainj although the
Priesthood will still put to a stop to such saldsew they discover them,
through force of arms if necessary.

If a character does wish to purchase a magicaltiteough a black market
dealer, such as on a Freeworld, they will generhlfive to pay an

additional cost (in return for the benefit of noaving to inform the

Priesthood that they have possession of the iteffifis extra fee is

normally one half the price of the item added oth®base cost. However
depending on the circumstances the GM may wisln¢eease this cost,
particularly for rare or important items. Of coairsharacters skilled in
haggling (good use of Fast Talk and Fellowship, pmssibly even

Intimidation) may well be able to negotiate a loypeice.

Voidmatter Items

An item can be custom built using Voidmatter. Tdtal cost is double the
base cost of the item (to have it custom made) fihes cost of the

materials used. Only the lowest rating countsalkthe materials should
be of the same rating if possible. The number ehsnres required to
build an item depends on it's size.

Size Examples Measures
Trivial A token or pendant of some sort. 1
Small Something the size of a handgun or a paiofifc 2
Medium A normal sized sword or rifle, or a smalledti 4
Large A heavy weapon, a suit of clothes, or a regahéeld 8
Massive A suit of armour or a tower shield 15



Implants

Using Implants

Slots

Each slot can take one implant, or two shared slgilants. Extra
implants can only be fitted with delicate surgeffo fit a shared implant
into a full slot costs double. To fit a normal ilapt costs quadruple.

The slots (and their abbreviations) are as follows:

Hand(s) Hnd Foot/Feet Fot
Eyes Eye Ears Ear
Mouth Mth Nose Nse
Leg(s) Leg Arm(s) Arm
Chest Chs Abdomen Abd
Subdermal Sub Skeletal Skl
Head Hed

Whilst active implants add their stress value te tharacter's Implant
Stress. If a character's Implant Stress exceeeis 8trength add the
difference to the character's current Shock Tofghis additional shock
damage cannot be healed, and does not actuallyt esudamage. It is
simply a modifier to the character's current Shbotal.

To give an example, a character with an ImplanesStrof 6,
and a Strength of 4, would count their current 8hdotal as being 2
points higher than it actually. Assuming they htaleen 5 points of shock
damage thus far, that would therefore give thenheck Total of 7. If
they turn off a couple of implants, reducing tHeiplant Stress to 3, they
would no longer count the +2 modifier to their Skhdotal.

However if the modifier to the character Shock Tatauses
them to enter the dying condition, they will stiftain the condition, even
if the modifier for Implant Stress is removed. Yhaust now have the
critical wound healed by the normal means, as timebination of damage
and stress (or just the implant stress) has catieed to suffer serious
physical damage, usually cardiovascular failursamething similar.

Pricing

The prices given for each implant include the aafsthe implantation
surgery (although as noted above, it does not declthe cost of
specialised surgery needed to pack multiple implarb the same slot).
To buy an “off the shelf’ piece of cyberware, witkst the parts and no
surgery, costs 75% of the list price. If the itensecond hand the cost is
further reduced to 50%. Second hand cyberware bearsold off for
anywhere between 20% and 40% of its list price.

Tech 3 Implants

Animal Imprinting
Gives the appearance of chosen animal

Cost 5,000

Stress 0
Slots None
Air Filter

An air filter removes any harmful toxins from thbatacter's air intake,
leaving, usually, just breathable air. Some toxamsl many pathogens
may be able to make it through however.

Cost 1,000

Stress 1

Slots Chest (Shared)

Air Supply
Allows the character to go without breathing fonianber of hours equal

to the rating of the implant.
Cost 1,000 x Rating
Stress 1

Slots Chest (Shared)
Rating 1-20

Autoinjector
Allows the character to administer one of the 5neicals stored in the

injector with a single thought. The implant onlgshto remain active for
one full round, after that it can be shut down withihe chemical continues
to do its work.

Cost 4,000

Stress 0

Slots Abdomen

Basic Cyberarm

Basic cyberarms act as little more than a prosphéthey offer no special
advantages over the limb that they replace.

Cost 150,000

Stress 1

Slots Arm

Basic Cyberleg

Basic cyberlegs act as little more than a prosphefhey offer no special
advantages over the limb that they replace.

Cost 150,000

Stress 1

Slots Leg

Bone Plating
Makes characters bones almost unbreakable. Addfesist. Bone

plating is always considered to be active, meatiag it always applies
it's stress value.

Cost 40,000

Stress 1

Slots Skeletal (Shared)

Claws

Count as a pair of small natural weapons
Cost 40,000

Stress 0

Slots Hands (Shared) or Feet (Shared)

Personal Secretary
Keeps notes and sets alarms. Diary, journal, etc.

Cost 500

Stress 0

Slots Head (Shared) | None if the character has adHe
Computer

Scales

This implant increases the character's total Shackour Value by 1.
This implant is always considered to be active, tnedefore always adds
to the character's Stress Total.

Cost 15,000

Stress 1

Slots Subdermal (Shared)
Rating 1-5

Scythe

A scythe counts as a large natural weapon.
Cost 20,000

Stress 1
Slots Arm
Tail

The added balance from a tail gives the characteto+any task rolls
involving balance, such as landing on your feegplkeg your balance on
top of a speeding train, or staying standing atstaggering blow.

Cost 125,000

Stress 1

Slots Skeletal (Shared)

Tech 4 Implants

Aggressive Defense System

An aggressive defense system uses electrical ptdsgstonate incoming
explosives before they have a chance to impact. use an aggressive
defense system the character must first identify mnget the munitions
they wish to destroy. To target a munition theystreither be able to see
the munition, such as a grenade thrown in the@atiion, or see the source,
such as a gyrojet rifle or missile launcher poiritetheir direction. If they
have plenty of time to identify the source theis iautomatically locked in
to the system, and will be detonated at the maximamnge. Otherwise
make an open Awareness roll for the character aganDR of 3 for
thrown explosives, or 6 for any form of missilexplibsive bullets of any
variety can only be targeted at their source.hdf toll fails then they do
not manage to lock in the target. If they succtreel munition will be
attacked by the system at a distance equal to EhefShe roll, or the




system's rating, whichever is lower, in metres. dlyadentifying a

munition is only the first stage. Once the mumitis within range of the
system roll a single d6 and add the system's ratifighe total is 6 or

more, the munition is successfully detonated, ettser it continues on it's
path unhindered. Munitions are normally detonatgdthe system at a
distance from the character equal it's rating itrese unless the munition
was detected late, as described above. Finallyaggressive defense
system can only detonate a number of munitions eachd equal to its

rating.

Cost 20,000 x Rating
Stress 1 x Rating
Slots Chest

Rating 1-5

Agquabreather

Whilst active an aquabreather extracts oxygen fr@ter passing through
the character's system, allowing them to breatlenvater.

Cost 2,000

Stress 0

Slots Mouth & Nose

Bioregulator

If a critically wounded character has a bioregulatctive, the countdown
for any critical wounds they have taken is doubled.

Cost 75,000

Stress 2

Slots Chest (Shared) and Abdomen (Shared)

Chameleon Skin

Same abilities as a chameleon suit.
undress to make use of this ability.
Cost 20,000

Stress 2

Slots Subdermal (Shared)

Unfortunatley character must

Chemoscan System

A chemoscan system can identify the chemical coitippsof any
substance just by having the user smell or taste it

Cost 5,000

Stress 0

Slots Nose

Cyberarm

A cyberarm gives +1 Barehand damage when used ke attacks, and +2
to all Strength rolls made using that arm. If thek requires the use of
two hands (attacking with a two handed weaponingifta car off of
someone) then these bonuses only apply if the ctearhas two active
cyberarms. In addition these bonuses only applpsg as the cyberarm
is active. When dormant a cyberarm counts asmadimb.

Cost 60,000

Stress 1

Slots Arm

Cyberears

Whilst active cyberears add their rating all heqbased awareness and
investigation rolls. Whilst dormant they simplhynfition as regular ears.
Cost 10,000

Stress 0

Slots Ears

e Hearing Amplification
This implant can be activated to magnify quiet afistant
sounds, making them clearer and scrubbing outfértarce.
Cost 1,000

e  Overflow Damping
Allows the character to ignore sonic daze attacks.
Cost 500

Cybereyes

Whilst active cybereyes add their rating all sidfatsed awareness and
investigation rolls. Whilst dormant they simplynfttion as regular eyes.
Cost 10,000

Stress 0

Slots Eyes

e Low Light Vision
Ignore Perception penalties for all but total dadsn
Cost 1,000

e Thermographic Vision
See heat, ignore darkness. -1 to all Perceptibs wdiile in
use.
Cost 2,000

e  Flare Shielding
Allows the character to ignore visual daze attacks.
Cost 500

e Vision Magnification
When active this implant allows the user to zoom oim
anything in their visual field and view fine detibver great
distances.
Cost 1,000

Cyberleg

A cyberleg gives +1 Barehand damage when used ke miacks, if the
character has two they double their movement sp@éese bonuses only
apply so long as the cyberleg is active. When d@oina cyberleg counts
as a normal limb.

Cost 60,000

Stress 1

Slots Leg

Datacard Reader
Reads info off datacards and shows it on a retirsglay, or stores it in a
head computer

Cost 1,000
Stress 0
Slots Head (Shared) / None if the character hasaa i@®mputer

EMP Shielding
So long as EMP shielding is active this characytserimplants do not

take additional damage from electrical and EMPcitta
Cost 35,000

Stress 2

Slots Skeletal

Fingertools

A set of various small tools, mounted in fingertips
Cost 5,000

Stress 0

Slots Hand

Fireskin

Adds SAV equal to it's rating against fire damage.
Cost 10,000 x Rating

Stress 1 x Rating

Slots Subdermal (Shared)

Rating 1-5

Flaming Body

Allows the character to ignite into a flaming fiedb Includes built in
Fireskin at the same rating. All the characteriarmed attacks deal fire
damage with Critical Damage and Shock Damage enutile implant's
rating.

Cost 15,000 x Rating

Stress 2 x Rating

Slots Subdermal and Abdomen
Rating 1-5

Frostflesh

When active the character's skin temperature igfdedvby a few degrees,
and their internal temperature is masked, makingmthinvisible to
thermographic detection. When Frostflesh is adtiwlds it subtracts its
rating from all attempts to detect the characteesmal image.

Cost 20,000 x Rating

Stress 1 x Rating
Slots Subdermal (Shared)
Rating 1-5

Full Cyborg Conversion

Gives the character +2 Strength, +1 Agility, ant Afmour.
Cost 120,000

Stress -

Slots All

Head Computer
A fully functioning miniaturized computer is wireithto the character's
brain. It can store and run most normal programs,has limited power



compared to a desktop system. An advanced heagutenis capable of
running hacking programs and simple translatorst (bot real-time
translators).

Cost 3,000

Stress 1

Slots Head

Improved Bone Plating
Makes characters bones almost unbreakable. Add&es?st and +1

Barehand
Cost 240,000
Stress 2

Slots Skeletal (Shared)

Microfibral Muscle

When activated microfibral muscle adds its ratimgif Strength rolls, and
half it's rating (rounded down) to their Barehand.

Cost 150,000 x Rating

Stress 1 x Rating

Slots Arms (shared) and Legs (Shared)
Rating 1-5

Moodskin

Changes colour with the character's mood.
Cost 5,000

Stress 0

Slots Subdermal (Shared)

Nasal Filter

Can detect airborne pathogens
Cost 1,000

Stress 0

Slots Nose (Shared)

Organ Redundancy
This implant doubles both the time taken for aiaalty wounded

character to collapse dying, and the time takenafatying character to

pass away.
Cost 50,000

Stress 0

Slots Chest (Shared) / Abdomen (Shared)
Rating 1

Pain Dampers
Whilst active, this implant adds its rating to ttieracter's Threshold.

Cost 50,000 x Rating

Stress 1 x Rating

Slots Subdermal (Shared)
Rating 1-5

Razorhands

When extended razorhands count as a pair of sraaital weapons.
Cost 20,000

Stress 0

Slots Hands

Retinal Display

Shows data from a head computer and other piecegefware.
Cost 500

Stress 0

Slots Eyes (Shared)

Run Silent Augmentation

Makes the character's movements almost imposgsiblear. Even their
voice is shifted to frequencies that do not carefl.w Whilst run silent
augmentation is active it subtracts its rating frany attempt to hear the
character's movements.

Cost 10,000 x Rating

Stress 1 x Rating

Slots Skeletal (Shared)
Rating 1-5

Shadow Skin

Skin tone can darkened or lightened at will, asafampure black or pure
white.

Cost 5,000

Stress 0

Slots Subdermal (Shared)

Shock Touch

The user can unleash bursts of electricity throagh part of their body.
This counts as electrical damage with a strengtialep the Rating of the

implant.

Cost 1,000 x Rating

Stress 1 x Rating

Slots Subdermal and Abdomen

Rating 1-5

Simsoft Rig

Allows upload of Simsofts. Simsofts are total imsien computer
simulations.

Cost 4,000

Stress 1

Slots Head (Shared)

Skillsoft Jack

Allows upload of a skillsoft
Cost 2,000 x Rating
Stress 1

Slots Head (Shared)
Rating 1-10

Splinterskin
Characters skin splinters into a thousand tiny ddagvhen activated.

Every unarmed attack made whilst Splinterskin vaccounts as using a
small natural weapon.

Cost 20,000

Stress 0

Slots Subdermal (Shared)

Spur
When extended a spur counts as a large naturaloneap

Cost 20,000
Stress 1
Slots Arm

Subdermal Armour

Subdermal armour adds its rating to the charadietes Critical Armour
Value. Subdermal armour does not limit a charactevade and does not
count towards the number of layers of armour thelha@acter is wearing.
Subdermal armour is always considered to be activeaning that it
always applies it's stress value.

Cost 10,000 x Rating

Stress 1 x Rating
Slots Subdermal
Rating 1-5

Synthetic Heart

When activated a synthetic heart sends the chasctgstem into
overdrive, allowing them to shrug off minor injusie Whilst active this
implant allows the character to ignore a numbgyadfits of shock damage
equal to it's rating. The damage is not removefiist doesn't matter so
long as the implant is running. When it is shutvdahe ignored damage
takes effect once more.

Cost 200,000 x Rating

Stress 2 x Rating
Slots Chest
Rating 1-4

Thermal Regulator

A thermal regulator connects a network of smallrrti@ coils located
throughout the user's body, allowing it to proveléra heat, or bleed off
excess heat as and when it is needed. Whilsteatttis implant allows the
character to ignore most natural extremes of teatper. They can
survive anything from a snowstorm, to a walkingoasra blazing desert.
Cost 7,500

Stress 1
Slots Abdomen
Rating 1

Vacuum Shielding

Consisting a few small alterations designed to gmosensitive areas,
vacuum shielding considerably reduces the damaggedaby exposure to
vacuum. It does not protect from the cold, heasuffocation, but it does
protect from any pressure damage. It also protmtsewhat against the
detriments of high pressure environments. Whistwum shielding is
active the character will not suffer any damagenfiow pressure, even to
the point of being in vacuum.

Cost 12,000

Stress 1



Slots None
Rating 1

Wired Reflexes

When active wired reflexes add their rating toRefception and Agility
rolls that the character makes, and half theingafrounded down) to the
character's Evade.

Cost 150,000 x Rating

Stress 1 x Rating
Slots Abdomen
Rating 1-5

Tech 5 Implants

Advanced Cyberears
Whilst active cyberears add their rating all hegvased awareness and

investigation rolls. Whilst dormant they simplhynfition as regular ears.
Cost 10,000

Stress 0

Slots Ears

e Hearing Amplification
This implant can be activated to magnify quiet afistant
sounds, making them clearer and scrubbing outfértarce.
Cost 1,000

e Improved Hearing
Adds successes equal to its rating to all sounddawareness
and investigation rolls.
Cost 20,000 x Rating
Stress 1
Rating 1-5

e  Overflow Damping
Allows the character to ignore sonic daze attacks.
Cost 500

e Sonar Imaging
This implant uses ultrasound to map the charadterisediate
surroundings, creating a sonar image in their Viel.
Cost 4,000
Stress 1

Advanced Cybereyes
Whilst active cybereyes add their rating all sidfatsed awareness and

investigation rolls. Whilst dormant they simplynfition as regular eyes.
Cost 10,000

Stress 0

Slots Eyes

e  Flare Shielding
Allows the character to ignore visual daze attacks.
Cost 500

e Improved Vision
Adds successes equal to its rating to all sighedbasvareness
and investigation rolls.
Cost 20,000 x Rating
Stress 1
Rating 1-5

e Low Light Vision
Ignore Perception penalties for all but total dads
Cost 1,000

e  Thermographic Vision
See heat, ignore darkness. -1 to all Perceptibs wdiile in

use.
Cost 2,000
Stress 1

e X-Ray Vision
See through walls, ignore darkness. -1 to all €#ion rolls

while in use.
Cost 12,000
Stress 1

Biorepair System
Every round a Biorepair System is active it hegi®iat of shock damage.

Cost 300,000
Stress 4
Slots Chest (Shared) and Abdomen (Shared)

Body Plating
This implant allows the character's body to beealatith a suit of armour.

Choose the armour to be implanted from the normadeplist. The
armour's cost is doubled, but it becomes permanetthched to the
character. The modifications are made in suchyathet the character can
sleep in the armour without penalty, however thé suffer the full
Encumbrance. This implant is very obvious, andahsour still counts
towards layering armour. In addition the armougrliways the bottom-
most layer. If the armour has the Powered spedigity, you may count
the bonus towards your character's Strength wherkimgp out their
Barehand.

Cost 2 x cost of the armour
Stress 1
Slots Subdermal

Bone Hardening

Makes the character's bones almost unbreakableaddsl 2 points of
Shock Armour, and 1 to the character's Barehartds implant is always
considered to be active, meaning that it always @ddstress value.

Cost 60,000

Stress 0

Slots Skeletal (Shared)

Boosted Reflexes

Adds its rating to the character's Perception agiith This implant is
always considered to be active, and therefore awaas to the character's
Stress Total.

Cost 250,000 x Rating

Stress 2 x Rating
Slots Head (Shared) / Skeletal (Shared)
Rating 1-3

Boosterpack
A jetpack mounted in the characters back.

Cost 120,000
Stress 5
Slots Chest and Abdomen

Cryostim Unit
User can choose to enter cryo-stasis at will. Edittention is needed to

safely recover.

Cost 100,000

Stress 4

Slots Chest and Abdomen

Energy Shield
An internal forcefield generator which, when actédy produces a

forcefield with a 10 round downtime, charge equathte implant rating,
and field strength equal to 10 times the implatihga
Cost 150,000 x Rating

Stress 1 x Rating
Slots Abdomen
Rating 1-5

Enhanced Olfactory

Adds successes equal to its rating to all smell taste based awareness
and investigation rolls.

Cost 10,000 x Rating

Stress 1

Slots Mouth (Shared) & Nose (Shared)

Rating 1-5

Eye Scout
One of the character's eyes is actually a smalie@apable of flying out

and viewing events in nearby locations. When attd the eye
disengages itself from the user's head, and fligsunder its own power.
The drone can attach itself to any surface usiegtdlcky glue that coats
the optic nerve, allowing it to remain in one piositwithout expending

too much power. The on board powercell is good #ar hours of

operation, or 20 minutes of flight.

Cost 15,000

Stress 1

Slots Eyes

Improved Stealthskin
When activated has the same effect as an imprdeafttssuit.



Cost 135,000
Stress 6
Slots Subdermal

Increased Nerve Density

Adds successes equal to its rating to all touchedamwareness and
investigation rolls.

Cost 10,000 x Rating

Stress 1
Slots Subdermal (Shared)
Rating 1-5

Lightweaver Holorig

Allows the user to create and manipulate a singheent illusion. To see
through the illusion recquires an Intelligence eghinst a DR equal to the
implant's rating.

Cost 45,000 x Rating

Stress 1 x Rating
Slots Head , Chest, Abdomen and Hands
Rating 1-10

Muscle Augmentation

Adds its rating to the character's Strength. Tinplant is always
considered to be active, and therefore always tultie character's Stress
Total.

Cost 125,000 x Rating

Stress 1 x Rating

Slots Arms (Shared) / Legs (Shared) / Abdomen (Share

Rating 1-3

Nanite Factory

A character with an active Nanite Factory healsuanlper of points of
shock damage each turn equal to the factory'sgratiim addition, if a
critically wounded character has a nanite facttrgn every round make a
task roll using the Nanite Factory's rating, witbR equal to the number
of critical wounds the character has taken. If whleis successful, they
heal one critical wound.

Cost 500,000 x Rating

Stress 3 x Rating
Slots Abdomen
Rating 1-5

Power Recirculator

Whilst active a power recirculator reduces thesstrealue of each active
implant (excluding itself) by it's rating. This Wwhot reduce the stress
value of any implant considered to be “always a&Ctivand it will not
reduce the stress value of any active implantgs fean 1.

Cost 30,000 x Rating

Stress 2 x Rating
Slots Skeletal
Rating 1-5

Prehensile Tail

Can be used as an extra limb, although it canncardehing as fine as
firing a weapon. Additionally the improved balargiges +1 Agl. This
implant is always considered to be active, andefioee always adds to the
character's Stress Total.

Cost 225,000

Stress 2

Slots Skeletal (Shared)

Synapse Weaving
Adds its rating the character's Intelligence. Thigplant is always

considered to be active, and therefore always ttle character's Stress
Total.
Cost 125,000 x Rating

Stress 1 x Rating
Slots Head (Shared)
Rating 1-5
Stealthskin

When activated has the same effect as a steatth sui
Cost 70,000

Stress 4
Slots Subdermal
Wings

Grants the character the Flight species edge aecaral rank to the
implant's rating. Whilst inactive, wings fold awayound the character's
back, although they remain very obvious.

Cost 100,000 x Rating

Stress 2 x Rating

Slots Chest (Shared) / Skeletal (Shared)

Rating 1-5



Civilian Ground Vehicles

Civilian Aircraft

Civilian Space Craft

Light Courier
Scale: Fighter Cargo: Personal

Speed: 20/ 300 Handling: 3
Structure: 5 Armour: Severe
Crew: 1/2 Passengers: 0
Hardpoints: 2 Fighter / 1 Shuttle
Equipment:

Medium Freighter
Heavy Freighter
Luxury Cruiser

V ehicles

Light Escort

Heavy Escort

Military Ground Vehicles

Military Aircraft

Military Space Craft

Clan Darkstar

Defiant Class Assault Destroyer

Scale: Cargo: Personal
Speed: 20/ 300 Handling: 3
Structure: 5 Armour: Severe
Crew: 1/2 Passengers: 0

Hardpoints: 2 Fighter / 1 Shuttle

Equipment:

Clan SiN

Clan Lictor

Clan Ros Gravairn

Clan Phoenix

Pythagorean Class Heavy Freighter
Scale: Cargo: Personal
Speed: 20 /300 Handling: 3
Structure: 5 Armour: Severe
Crew: 1/2 Passengers: 0
Hardpoints: 2 Fighter / 1 Shuttle
Equipment:
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APPEWNDIX 1
CLOSING THOUGHTS

Recommended Reading

This is simply a list of the various movies, booksmics, games, TV
series, and other sources that helped inspire aoaldmthe world of
Inferno. As well as each being well worth lookiaigon their own merits,
the items on this list may well provide a sources@énario ideas and help
to set the tone of your campaign.

Books

Use Of Weapondy lain M Banks — A damn fine piece of scienagidin,
extremely funny and well written. This should getu into the space
opera mood. In fact take a look at just about ahyBank's work,
particularly his culture war novels, of whitlse Of Weaponis one, along
with Consider PhlebasLook To Windward, Excession, The Player of
GamesandState of The Art

Revelation Spaceby Alastair Reynolds — A more recent sci-fi author,
Reynolds work provided a great deal of inspiration much of the
technology that appears in Inferno. As wellR&velation Spacdake a
look at the sequel€hasm City, Redemption AkndAbsolution Gapall

of which are excellent.

Heliconia Spring by Brian Aldiss — This book will prove very uskfor
creating fringe worlds, particularly those with ydittle contact with the
more advanced systems. Be sure to read the wtildgyt Heliconia
Spring, Heliconia Summegnd Heliconia Winter. Also take a look at
Non-Stop(sometimes known &tarship).

Nueromancerby William Gibson — Of course no recommended iread
list for a science fiction roleplaying game woulé bomplete without

citing Gibson’s masterpieceNueromanceis a truly fine piece of fiction.

Well written, deep and intricate, requiring morarifone reading to easily
understand, it is credited with defining the ‘cyi@nk’ genre, and yet it
excels far beyond the many imitations that beedyred in it's wake.

Rendevous With Ramlay Arthur C Clarke — One of the major inspiragon
for the more investigative/explorational side ofeimo, Clarke’'s novel
unfolds a world full of strange mystery, hidden gan and the promise of
greater knowledge to come. The sequRlma Il Garden of Ramaand
Rama Revealedarry on the premise set out in the original vaoely.

The Cosmic Puppetdy Phillip K Dick — | suppose really | should
recommend that you read every Phillip K Dick noyel can get your
hands on. They're all amazing. However | chobke Cosmic Puppets
because its one of his more obscure works, ando/aty mind, one of his
most delightful. It certainly serves an excellexample of just how
strange things can get when spiritual powers geatio

Dune by Frank Herbert- A masterpiece of science-fiction, filled with
political intrigue and treachery. Not recommendedthose looking for
an action story, th®unenovels are a far cry from the exuberance of the
David Lynch film. However for those looking forree seriously cerebral
sci-fi with a strong political twist, Frank Herbartlandmark novels are
well worth reading.

Movies

Serenity —‘The greatest science fiction movie ever” - Orsaots Card.
Yes, that's Orson 'Enders Game' Scott Card. Yeasally is that good.
Yes, you will want to build a shrine to Joss Wheddter the film ends
(and if you're like me, you'll also want to kicknhin the balls, but let's not
go into that for fear of spoilers). Just watchlieady. Now. Right now.

Star Wars -Ok, this one is kind of obvious. If you haven'ttelaed the
Star Warsfilms you really ought to. They remain some of tmest
seminal pieces of epic sci-fi ever put to film. €furse, that being said,
most GM'’s will probably wish none of their playdrad ever seen tig&tar
Warsfilms after they hear their ten-thousandth movienence, and have
to turn down no less than twenty different Han Sitme characters.

The Abyss- A rather excellent film by James Camerdbyssillustrates
perfectly the “strange new frontier” side of Infernas the explorers

undersea deal with strange encounters with an eiéisation.

Alien — Again, no surprises here, although it has tedid that the first
Alien film, with it's dark, moody, and overall lonely terperhaps most
closely matches the kind of atmosphere that Infeseks to evoke.

Minority Report and Blade Runner -Both of these films, based on
fabulous books by Philip K Dick, evoke exactly tiad of imagery that
Inferno’s cities are replete with, from the shiningplished world of
Minority Reportto the dark decay oBlade Runneryou will find both
ends of this spectrum in your adventures.

The Lord Of The Rings Hist this under films because | honestly believe
that the films were superior to the novels (and fianestly glad that none
of you know where | live). For many of its sworddasorcery elements
Inferno, like everything else, goes back to wheralli started with this
classic, beautifully updated by Mr Jackson.

Computer Games

Escape Velocity Nova A little known game produced by Ambrosia
Software (you can download it as shareware fromir tiveebsite,
http://www.ambrosiasw.com), thEscape Velocityseries are masterful
pieces of freeform sci-fi action/adventure. Bedidt/or not the very first
inspiration for Inferno’s original incarnation canfeom playing the
original Escape Velocity So really it's thanks to the fine folks at
Ambrosia that this whole thing ever came about.

Frontier — The successor to the classitite, Frontieris a truly fine free-
form space sim. Now very dated indeed, it remhighly impressive just
for it's sheer attention to detail. Trade, passenglaw & order, ship
upgrades, port control, and every other aspecheftontier universe is
modelled in immense detail. Of particular notéhie accurate distances
between the planets and, if you can find it, thet@osized galaxy map that
came with the game.

Marathon —Another of those brain-food games that really makes
think, Marathon had what must be the finest story line of any catep
game ever created. The intricacies of Durandafaggle to achieve
godhood by escaping the final collapse of the usiveare beautifully
played out, with a quality of characterisation afidlogue that | have
never seen in any other computer game since. rBeiteall 3 games can
now be downloaded for free from Bungie's website at
http://source.bungie.org, for Windows, Mac, or binu

Comics

Alpha Shade Perhaps the finest example of steamtech at wonkaifare,
Alpha Shads combination of beautiful art and epic storytadliwill be
sure to keep you entertained, as well as providioge than a few ideas
for campaigns set on the low tech worlds in therind universe. Find it at
http://www.alpha-shade.com, or in book stores soon.

Pointless —A highly entertaining and well crafted story of neod day
supernatural warfareRointlesscould well offer a few ideas for running
spirits in Inferno. Plus it's just plain funny, wh is worth the price of
admission alone (granted, it's free). Head on oviy
http://pointless.keenspace.com.

2000AD —Always hit and miss in terms of qualit2000ADremains an
excellent source of inspiration and entertainmefit. the early days of
Inferno’s development, my love @00ADwas the source of more than a
few ideas for the setting. Particular sourcesngpiration were the 'Pulp
Sci-Fi' stories, as well as 'Sinister Dexter', ®l# Dante', 'Missionary
Man', 'Nemesis The Warlock, the short-lived 'Varguand 'Red Fang'
runs, and of course 'Judge Dredd'.

Schlock Mercenary Perhaps one of the finest pieces of military sénfi
existence, and it's a daily comic strip. How'sttliar irony. Schlock
Mercenary is side-splittingly funny science fiction, with aamazing
amount of emphasis on the science. Howard Taylorehow combines
great humour and incredibly tight script writingtlvia truly remarkable
depth of scientific knowledge, giving even his mostlandish storylines



some  serious  plausibility. Point browser  to

http://www.schlockmercenary.com.

your

TV-Series

Farscape —Epic is about the only word | can use to descFhescape.
Sadly it's only by sitting down with a full set 8VDs and watching them
from start to finish that you can truly apprecibtav well Farscapés plot
unfolded throughout it's four series. But far mdmeportant than its
storyline is the way the character’'s developedughout the show’s run.
After seeing the lead character, John Crichtorkikg endless amounts of
ass in the closing stages of series 4, it's astiognid go back to the start
of series 1 and see him struggling to even pickhapright end of a rifle.
The way the actors adapted their performance tafseigradual evolution
of the show cannot be praised enough.

Firefly — Out of all of the sci-fi tv-series in existencerdfly is the
absolute gem. Sadly cut short, the original l4s@gp¢ run remains
absolutely perfect. Not a single second of scteae is wasted, without
getting in a hilarious, a witty remark, or just eabtiful piece of camera
work. Typically upbeat and funny, the series $t#k it's darker moments,
particularly the creepy-as-hell Reavers, and teetibly disturbing ‘blue
hand guys’ (for want of a better name, since weeneld find out who
they were). Since the DVD set is selling for nexhothing in most stores
this may be one of the best bargains you'll findeirms of decent sci-fi. It
has also provided a stunning amount of inspiraforinferno, as it shares
the same eclectic mix of high and low technologst thaimed to capture
with this game.

Trigun —Another fun mix of western and sci-firigun plays on many of
the same technological and supernatural cross-ovket Inferno
embodies, and has some of the finest charactemsatiany anime series
ever created. The animation, although dated, hasual flair that is
simply stunning, the humour is dead on target, thedpacing of the story
is simply masterful.

Roleplaying Games

Shadowrun —Highly recommendedShadowrunis a break-neck paced
roleplaying experience. Big guns, fast cars, asddty street samurai
Orcs, it's a bit like GTA with cyberware, magic,nfasy creatures, and
bigger weaponry.

Fading Suns -Perhaps one of the finest science-fiction fantattings
ever created,Inferno and Fading Sunsshare quite a great deal of
similarities and differences, and fans Inferno will find a great deal to
enjoy in Fading Sunsjust as | hope that fans éfading Sunswill find
much to enjoy irnferna.

Warhammer Fantasy Roleplay Bark and gritty fantasy at it's most
perfect. The joy of WFRP lay in knowing that yoeiaracter would
probably be poorer and weaker after their adverthae they were before
they started, and they wouldn’t even get any thdoksaving the world
from that doomsday cult.

Music



APPENDIX 2

Infiltrator — Covert, Physical, Technology
Sniper — Ranged Combat, Covert, Physical
Ranger — Ranged Combat, Covert, Survival
Assassin — Covert, Physical, Melee Combat
Saboteur — Covert, Technology, Survival
Spy — Social, Covert, Technology
Engineer — Technology, Academic,
Technologist — Technology, Academic,
Expert (Demolitions/Surveillance/Security) -
Specialist -

Tradesman (Mason/Blacksmith/Carpenter/Swordsmith)
Battlefield Medic — Ranged Combat, Physical, Mathci
Surgeon — Academic, Medicine, Technical

Herbalist — Academic, Medicine, Survival

Martial Artist — Melee Combat, Focus, Physical

Elemental Warrior — Ranged Combat, Melee Combatu§o
Spirit Warrior — Melee Combat, Focus, Physical

Shaman — Spellmarking, Social, Religion

Hedgewizard — Sorcery, Survival, Artisan

Mage (Life/Warp/Energy/Matter) — Academic, SorceBpcial
Combat Mage — Sorcery, Ranged Combat, Command
Archmage (Life & Warp/Energy & Warp/Energy & Mattietatter &
Warpl/Life & Matter)

Monk — Religion, Physical, Academic

Preacher — Religion, Social, Academic

Fanatic — Religion, Ranged Combat,

Flaggellant — Religion, Melee Combat, Physical
Technomancer
(Artificer/Stonespeaker/Fleshtailor/Alchemist/Nemiancer) —
Technomancy,

Engineer — Artisan, Technical, Academic

Hacker — Technology, Computing,

Pilot — Vehicle, Space Flight, Technical

Soldier — Ranged Combat, Command, Physical

Scout — Survival, Physical, Covert

Captain — Command, Space Flight, Social

Sheriff - Command, Ranged Combat, Melee Combat
Burglar — Covert, Melee Combat, Physical

Thief — Covert, Social, Technical

Woodsman — Survival, Physical, Artisan

Conman — Social, Academic, Covert

Merchant — Social, Artisan, Academic

Fixer — Social, Technical,

Agent -

Bard — Creative, Social,

Storyteller — Social, Academic, Religion

Painter -

Ganger -

Thug -

Outlaw -

Bandit -

Pirate -

Driver -

Sniper
Species: Fenrir (X CP)
Skill Blocks:
Covert
Physical
Ranged Combat

Attributes — Final (Base)

CHARACTER_ TEMPLATES

STR INT 4 Evade
AGL | 4 WIL 3 Barehand
PER| 4 EMP 2 Resist
Species Traits:
Species Trait
Edges & Flaws:
Edge/Flaw (X CP)
Primary Skills:
Firearms — 4 (20 CP)
Handguns — 2 (6 CP)
Athletics — 4 (20 CP)
Acrobatics — 3 (12 CP)
Dodge — 3 (12 CP)
Awareness — 4 (20 CP)
Investigation — 2 (6 CP)
Secondary Skills:
Unarmed Combat — 2 (9 CP)
Native Languages:
Slithzeen
Other
Wealth: X CP
Corruption: X Points
Total: X CP
Template
Species: (X CP)
Skill Blocks:
First Skill Block
Second Skill Block
Third Skill Block
STR INT Evade
AGL WIL Barehand
PER EMP Resist

Species Traits:
Species Trait

Edges & Flaws:
Edge/Flaw (X CP)

Primary Skills:
Skill - Rank (X CP)

Secondary Skills:
Skill - Rank (X CP)

Native Languages:
Slithzeen
Other

Wealth: X CP
Corruption: X Paints

Total: X CP
Template

Species: Species (X CP)




Skill Blocks:
First Skill Block
Second Skill Block
Third Skill Block

STR INT Evade
AGL WIL Barehand
PER EMP Resist

Species Traits:
Species Trait

Edges & Flaws:
Edge/Flaw (X CP)

Primary Skills:
Skill - Rank (X CP)

Secondary Skills:
Skill - Rank (X CP)

Native Languages:
Slithzeen
Other

Wealth: X CP
Corruption: X Poaints

Total: X CP



APPENDIX 3
FORMS AND PLAY AIDS

Forms and Play Aids

This appendix contains a collection of useful pdégs, to print out or photocopy. The forms inclddere are as follows:
Character Sheet

Vehicle Sheet

Player's Quick Reference

Legal Bit:
You have permission to reproduce any of these feomsersonal use. Print em, photocopy em, tHat&sby me. Just don't start selling them or
claiming them as your own work, or anything retatdi&e that.



INFERN® — RAPIER. & LASPKTOL CHARACTER SHEET

CHARACTER NAME: PLAYER NAME:
/\ge: Wcight: Height: SCX: Specics (Cost): ( )
F]’lgsical Description:

Tota[ CF waspcnt CF Fortune Foints:
ATTRIBUTES
Base Total Base Total Base Total Base Total
STR INT Evade Aura
AGL WIL Resist Threshold
PER EMP Barehand Initiative
Evade = (AGL+PER)/2 Resist = STR Barehand = STR/2 AufVIL+EMP)/2, -3 Threshold = WIL Initiative = AGL PER + INT
EDGES & FLAWS T rait (Value ~ use 5 forgloecfcs T raits)
) () )
(! () (|
(! () (|
(! () )
(! () (|
) () )
) () )
) () )
SKILLS Skill oré;[rca}a//lsaﬁon (Kank Pase Attribute or [ otal Kank)
Favoured Skill Favoured Skill
U U

Iy N Y N N e N Yy N N Oy B B

~ -~~~ -~~~ ~~~~~~~~~~~~rKr~~~~~~~~ -~ =~~~
~~~~I~vV-II~NN NN~
M e e e e e e e e e e e e e e e e e e e e e e e e e e e e e

OO

~ -~~~ ~~~~~~~~~~~~~~~~~Kr~~~~~~~~~~~l~
~I~N~N~N~N~NSNSNNININININININNIN NN NN NN NN NN NN N I~
M e e e e e e e e e e e e e e e e e e e e e e e

[

Shock: Wouncls: ]mp[ant Stress: Corruption: Wea]th:




ARMOUR AV ENCUMBRANCE SPEC/AL

RANGED WEAPONS RANGE DAMAGE AMMO SPEC/AL

MELEE WEAPONS ATK DFC DAMAGE WHT SPEC/AL

EQUIPMENT Jrem (Cost"[ech/ evel)
( / ) ( / )
( [ ) ( / )
( [ ) ( [ )
( [ ) ( / )
( [ ) ( [ )
( [ ) ( [ )
( / ) ( / )
( [ ) ( / )
( [ ) ( / )
( / ) ( / )
( [ ) ( [ )
( [ ) ( [ )
( [ ) ( [ )
( [ ) ( [ )
( [ ) ( / )
( [ ) ( / )
( [ ) ( / )
( [ ) ( / )
( [ ) ( [ )
( [ ) ( [ )

IMPLANTS /mp/ant (] ocation”Stress)
( [ ) ( [ )
( [ ) ( / )
( [ ) ( / )
( [ ) ( / )
( [ ) ( / )
( [ ) ( [ )
( [ ) ( [ )

NOTES




INFERN® — RAPIER. & [ ASPKTOL VEHICLE SHEET

SHIP CLASS: SHIP SCALE:
Description:
ATTRIBUTES
Structure ‘ ‘ Armour Valué ‘ Power ‘ ‘ Weaponry ‘
Handling ‘ ‘ Armour Scal% ‘ Hyperdrive‘ ‘ Equipment‘
STATUS
Structu re: Fower Consumption:
CARGO SPACE (Quam‘/zyj
Standard Modular
Secure Cryogenic
CREW SPACE
Trade Commercial
Military Luxury
WEAPONS Weapon (Scale Fower)
( [ ) ( [ )
( [ ) ( [ )
( [ ) ( [ )
( [ ) ( [ )
( [ ) ( [ )
( [ ) ( [ )
( [ ) ( [ )
( [ ) ( [ )
( [ ) ( [ )
EQUIPMENT Device (Fower)
() )
) )
) )
) )
) )
) )
) )
) )

NOTES
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Rules Summary

Actions— Each turn you may take one standard actionpaedree action as
standard. Each additional free action, after its¢, fadds 2 to the DR of all
your actions for that turn. Free actions can dreyused for specific tasks
that only require a free action, such as ejectingamazine, changing the
firing mode on a weapon, quick drawing, and otlpexcé@l actions.

Task Rolls- When asked to “Roll yodt”, where X is a specialisation, take
a number of dice equal to your total rank in thecggisation (Ranks in
Specialisation + Ranks in General Skill), add a berrof dice equal to the
linked attribute for that Specialisation, and thkkm all. Any that roll a 3 or
less count for nothing. Any that roll a 4 or moreint as one success. For
every 6 rolled, roll an extra die. Any sixes shagvbn the extra dice still
count as a success, but do not allow you to anetttea die.

If you do not have the appropriate Specialisat@mraftask, just
use your rank in the General Skill. If you rankhe General Skill is zero,
just roll the linked attribute for the Specialieti

Rolling Initiative — Make an open task roll using the characteratiie
secondary attribute. This is the character'sativé value for that encounter.

Ranged Attacks Make a roll with the appropriate weapon skikiagt a
DR equal to the target's Evade, plus the rangefieadif the target is
outside of the range of the weapon, double theeramgdifier. If the target

FLares's Quics Beresence

of any athletics or acrobatics based task roll.byhis applies to any major
physical activity like running, climbing, jumpingyr swimming. For
Medium encumbrance these penalties are doubledpahtbavy
encumbrance they are doubled again (two and fapegtively).

Rapid Fire— To make a Rapid Fire attack you must have a @reajith the
Rapid Fire or Burst Fire ability. First declaratlyou are making a rapid fire
attack, and state who you are targetting (you nhaypse multiple targets for
a rapid fire attack). Then declare how many shiotsare firing in the burst;
this must be a multiple of the weapon's Recoil fitst number in brackets).

Divide the number of shots by the Recoil. The ltasithe Burst
Value (abbreviated to BV). This cannot be les# tlom more than double,
the Rate of Fire (the second number in bracké&the number of targets may
not be more than the BV either. If your weapon&airst Fire mode, you
may make a rapid fire attack with a BV of 1, evethat would be less than
the Rate of Fire. Roll to hit, adding the BV te thuccess total, and
subtracting the number of targets.

Morale — When asked to make a Morale Check, roll youraWor
(Command) specialisation against a DR of 3, pléar ach Panic Check
you have made since the end of your last turnlufeacauses you to lose 3
points of initiative.

Fortune Points- Fortune points may be spent to do any of tHeviahg:

is more than two range bands outside of the weapange, triple it, and if e Re-roll any number of dice from a single task roll.
they are more than three range bands further, gpbiit. e Ignore a critical wound (still deals normal shoathge).
e Reduce a fatal wound to a critical wound.
Melee Attacks- Make a roll with the appropriate weapon skilaiagt a DR e Reduce instant death to a fatal wound.
equal to the target's Evade, plus the Reach of theapon, plus half the e Re-roll a single roll on the corruption table.
weapon skill for that weapon, rounded down. e Reduce the EV of a spell effect to half.
e Recover from the Unconscious, or Dying condition.
Damage— Add the SF of the attack to the Critical Damégethe attack. e Receive a “Fortunate Occurrence” (something luckygens).

Subtract the target's Critical Armour. If the tagmore than their Resist
they take a critical wound. If it is more than B@itheir Resist they take a
fatal wound. If it is more than three times thHeesist they die instantly.
Next, subtract the target's Shock Armour from thec® Damage of the
attack, and add it to their Shock Total. If thiaeit is a melee attack add the
attacker's Barehand to the Shock Damage. If ttaelatealt a Critical or
Fatal wound, double the Shock Damage dealt, befopé/ing armour.

Encumbrance- Armour has an encumbrance value, which detesrtiog/
much it restricts the character's movements.
Light encumbrance reduces the character's Evade dnyd increases the DR

Combat Modifiers

Fortune points cost 25 CP each. Only one may bgtiger session.

Target or Attacker Running -1 Total Darkness -6*
Hip Shot -1 Obscuring Fog or Smoke -1/-2*%
Off Hand Attack -1 Target Crouched (Ranged Attack) -1
Using a two-handed weapon in one hand ~ -2** Target Prone (Ranged Attack) -2
— Polearm / Heavy Weapon  -4** Target Crouched (Melee Attack) +1
Rapid Firing One Handed -2%* Target Prone (Melee Attack) +2
Oversized Weapon {ler scale difference** Target Standing Still +1
Soft/Hard/Total Cover -1/+2/+4 Aimed Shot +Iper round of aiming
Poor Light (Dusk) -1* Target outnumbered 2-1 in Melee +1
Night Fighting -3* Target outnumbered 3-1 or more in Melee +2

*In melee combat total all visibility modifiers atlien divide by half. Ignore fractions. Poor Liglan be ignored by any character with natural liyit
vision. Artificial night vision reduces Night Fitjing to poor light, and ignores Poor Light altogeth Total Darkness can be ignored by any charawfién
thermographic, x-ray, or sonar vision, reducingatNight Fighting. Fog and Smoke can be ignorethieymographic, x-ray, or sonar vision.

**Take the total of all weapon size, one handedcktf and one handed rapid fire penalties, and redhe total by 1 for every 6 points of Strength the
character has, to a minimum of zero.

Range DR Distance Range DR Distance  Range DR Distance
Point Blank P 0 3 Medium M 3 50 Extreme E 6 500
Close Quarters C 1 10 Long L 4 100 Incredible | 7 1,000
Short S 2 20 Very Long \% 5 200 Boundless B 8 2,000

Thrown (T) weapons do not count as part of the eastple. They are based off the thrower's strengtiDistances are all given in metres.



