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ChARACTER CRCATION

Realism Levels

Damage Capacity

Gritty: 3 to drop / over 5 to die
Heroic: 4 to drop / over 6 to die
Cinematic: 5 to drop / over 8 to die

Alternatively alter the Resist and Evade formulas.

Gritty Heroic Cinematic
Evade = (AGL+PER) / 4 (AGL+PER) / 3 (AGL+PER) / 2
Barehand = STR/2 STR/2 STR/2
Resist = (STR+WIL) / 4, +1 (STR+WIL) / 3, +1 (STR+WIL2, +1

Why not just have a minimum of 1 for both Evade Redist?

In addition, have a rule that any task roll whiemgs up O successes is still a failure, evendfiR was 0 or less.

Starting Points

Gritty: 120
Heroic: 150
Cinematic 200

Character Rank

Generating High or Low Level Characters

Green:

Average:

Base attributes may only be raised to 5.
Maximum skill is 2.

Maximum rank for Specialisations is 3.
Assign 10 ranks to general skills.

150 CP to spend.

Maximum skill is 2.

Maximum rank for Specialisations is 3.

Assign 15 ranks to general skills.

No more than 40 CP may be spent on Currency
200 CP to spend

Hardened:

Veteran:

Base attributes may be raised to 6.

Maximum skill is 3.

Maximum rank for Specialisations is 4.

Assign 20 ranks to skills.

No more than 75 CP may be spent on Currency
250 CP to spend

Base attributes may be raised to 6.

Maximum skill is 4.

Maximum rank for Specialisations is 5.

Assign 25 ranks to skills.

No more than 125 CP may be spent on Currency
350 CP to spend

Renowned:

Elite:

Base attributes may be raised to 6.

Maximum skill is 5.

Maximum rank for Specialisations is 5.

Assign 30 ranks to skills.

No more than 125 CP may be spent on Currency
500 CP to spend

Base attributes may be raised to 6.

Maximum skill is 5.

Maximum rank for Specialisations is 6.

Assign 40 ranks to skills.

No more than 300 CP may be spent on Currency
750 CP to spend

Legendary:

Base attributes may be raised to 6.



Maximum general skill is 6.

Maximum rank for Specialisations is 7.

Assign 60 ranks to skills.

No more than 350 CP may be spent on Currency
1000 CP to spend

Special Options

s

Channelling

Psychic Powers

Alternative Character Creation Rules

Flat Costs

Instead of using a flat cost system (where the @bstiges and skills is the same for each rankhasexd) characters in Inferno can be built usingeking
cost system, explained in the box below. This reehat the cost of improving the character slowlyréases, making for slightly more realistic chemac
development, with characters picking up new skidisily, but having to really work for the high émprovements. It also keeps the power level from
increasing as quickly.

Buying General Skills

Buying Attributes

Fast Skill Selection

Very Fast Skill Selection

Character Creation Ideas

Pre-Generated Characters

Action Based Character Creation

Instead of having the players write a complete attar sheet, just have them choose a specieshbinyetuipment (or make them start with only the
equipment you choose to give them) and write a gp@tind and description for their character. Thert $he game. As the game continues, assign the
character's their edges, flaws, and skills accgrtrhow they are played.

Organisations
Organisations have stats.

Training
Resources
Supplies
Influence
Tech Level

The category of the organisation determines the el for these stats, as well as the base ddstse stats can then be raised and lowered, finghi
points from one to another.

In other words, a Sgnificant level organisation, igsdefault, all its stats at Significant. Howebg dropping Training to Considerable, they caalide their
Resources to Dominant.

Training Resources Influence Tech Level
Minor 2 1
Intermediate 4 3
Considerable 6 6
Significant 8 10
10

Dominant 15

s wWN P



ChARACCTER IMPROVEMENT

Experience

How Much Experience To Hand Out?
Average experience for a session should be 6-8 CP.

Points Scaling

Improving Skills and Attributes

Improving Attributes
Raising the base value of an attribute costs 5stitine new rating in CP.

No attribute may be raised higher than 7, befopyapy species
modifiers.

Improving Specialisations

Raising a specialisation costs 2 times the newgdtr Favoured Skills,
or 3 times the new rating for Secondary Skills.

The maximum value for any specialisation is +5.

Improving General Skills

Just like Specialisations, General Skills are alzaght and improved
during game using stacking costs.

To raise a general skill costs 6 times the newgdibr Favoured Skills, or
9 times the new rating for Secondary Skills.

The maximum value for any skill is 5.

Quick Cost Chart
To speed up spending XP, the chart below showsadle of buying

each rank in an attribute, skill, or specialisation

Rank 2 3 4 5

10 15 20 25
12 18 24 30
4 6 8 10
18 27 36 45

6 9 12 15

Attribute
Favoured Skill

Favoured Specialisation

Secondary Skill

Wl o N o ||

Secondary Specialisation

Improving Talents and Flaws

Exotic Skills

Exotic skills are unique in that they are not ditto a general skill, or a
skill group. Rolls made using an Exotic Skill ar@ade using just the
specialisation and the attribute.

Autohypnosis (WIL) Ignore pain / Fear / Mind effects, slow poisons

Chi Focus (WIL) Resist magic

Aura Sight (PER) Ysed to see magic.

Shapeshifter Combat (AGL)Fhis is a highly specialised form of unarmed

combat practised by the Deltani, it allows thernse their shapeshifter
abilities to full effect in close fighting.

Chameleon Combat (EMP)Developed by the Fenyari millenia ago, and
preserved by those that joined the Shadowraithpteleon Combat is the
skill of using their chameleonic skin to confusel aistract their foe.

Great War History (INT) -
Ancient History (INT) -

Languages

Sli'Ta’Zi (INT) — This is the true language of the Slithzerikéifjallt to
learn and spoken by few. With the Slith all goités very much a dead
language, but it has its uses in interpreting tteeits that remain. Sli'Ta'Zi
is an exotic language and so must be learnt asparage skill from
Language.

Ktrskinll (INT) — The high tongue of the Kavir, used only in theirgious
rites, this language appears on their most impbrecords, but few can
ever master it. Ktrskinll is an exotic languagel @0 must be learnt as a
separate skill from Language.

Drakin (INT)— This is the tongue of the Drake, the mysteriempire that
borders colonised space. Drakin is an exotic lagguand so must be
learnt as a separate skill from Language.

Deltamori (INT) — The language of the Deltani, this language has n
spoken component.  Everything is communicated Wlisuthrough
motions, much like sign language. Deltamori iaatic language and so
must be learnt as a separate skill from Language.

Drake Technology (INT) -
Weaponry
Defences
Gravitics
Wormholes
Biomechanics

Kavir Technology (INT) -
Firestone

Slithzerikai Technology (INT) -
Weaponry
Defences
Hyperspace

Deltani Technology (INT) -
Weaponry
Defences
Stealth
Morphics



SPCCIiCS CRCATION

By default any player character species is assumbédve two limbs
capable of manipulating tools and machinery, tvgs ler some similar
form of locomotion, depth perception, internal arggthe senses of sight,
touch, taste, smell and hearing, and the needxiayem, food, water, and
an ambient temperature that does not stray tolodiar the average for a
temperate world.

Attributes
The default starting value for each attribute isTis will then be adjusted
by the species modifier, in addition to any othedifiers.

-3 shift  -75
-2 shift  -50
-1 Shift  -20
+1 Shift +20
+2 Shift  +50
+3 Shift +75

Instead of applying an attribute modifier, anotbption available in
designing a species is to give the attribute agatf 0. This gives reduces
the cost of the species by 120 points, and hafotlosving effects:
® Members of the species automatically fail all testgle against
the attribute.
® Members of the species can still learn skills bas&the
chosen attribute, but can only make skill checksitumations
where a different attribute would apply — for exdenp
character with Perception 0 could know the skilhHguns, but
only use for, to give an example, intelligencegod know how
to operate the weapon.

Rank zero attributes also have the following speeiffects, depending on
which attribute is at zero:

® Zero Strength: The character cannot lift anytldpgrt from
their own mass. They can never carry, or even vegsithing.
It has a Resist value of 1. They deal no damageanmed
combat, and cannot wield weapons.

® Zero Agility: The character cannot move of it'srophysical
volition. They have an Evade of 0, and cannotgrerfany
kind of physical action.

® Zero Perception: The character is completely ahlis of their
surroundings. They cannot even understand theepbo¢
reality, and deals with ideas on a purely theoa¢tevel.

® Zero Intelligence: The character has no skillg| isrincapable
of understanding any orders beyond simple one word
commands (“Sit”, “Stay”, etc.)

® Zero Willpower: The character obeys all commamdsmatter
who they come from. The character is, however, umento
fear, because fear requires a concept of selfaarsdich this
species does not understand the idea of themszdviese
willed individuals.

® Zero Empathy: The character has no personaliheyBpeak
in a flat monotone, are completely lacking in dreathought,
and have no ability to interpret anything thatagigo them.
Everything is dealt with on a purely literal level.

In addition, any character with a rank zero attébcannot have the
Improved Attribute or Impaired Attribute traits ftrat attribute, nor may
they raise the base attribute.

Edges and Flaws: Buy racial edges and flaws, @sing or offsetting
cost. Racial edges and flaws include a large numbabilities not
covered by the standard edges and flaws list. aREdges and Flaws
stack with those bought in character creation,cmde in multiple levels.
They do not, however, stack with themselves.

Species Edges

Acute Sense —2/4 CP

One of species' senses is particularly effectia@igg a 1 point
bonus for each rank in this edge on all awarenedsrvestigation rolls
where it is applicable. The base cost of this éd@CP for the combined
sense of taste and smell or the sense of toucR, #1Ceither sight,
hearing, or any additional sense specific to thatis. Acute senses may

be applied to other skill rolls at the GM's dismet

Additional Sense — 18 CP

This species has an additional sense not commom$o
species. Some examples of additional senses wutlitie tremor sense
(the ability to detect nearby movement through tresnin the ground),
sonar, mass sense (the ability to sense the derfisitgss around
themselves), thermal vision, or magnetic sensedflity to “see” the
flow of magnetism). For the most part the rangthese senses will be
less than that provided by most technological gmhst however they have
the advantage of being innate to the species. @myrank may be
purchased in this edge, but it may be purchasetiptatimes, each time
adding an additional sense.

Agile Limb —-5/10 CP

One of this creatures limbs is naturally more nirdohd
dexterous. For any task that relies primarily @ @ffected limb they
receive a bonus to their Agility equal to the numiferanks in this edge.
This edge costs 10 CP for a manipulator limb, @for any other limb.
It cannot be applied to legs or other motivatobnunless they can also
be used as manipulators.

Ambidextrous — 12 CP

This species is naturally ambidextrous and so magre the
off-hand penalty on any action for one limb. Ttiées not negate the
penalty for duel wielding, only the penalty to hféhand. Normally this
edge may only be purchased once, however for edchlanb the species
has they may purchase an additional rank of of dexberity. Each extra
rank covers one additional limb.

Bounding Leap — 8 CP

This species has a natural ability to leap lontpdises. The
first level in this trait allows them to leap onedea half times their normal
jumping distance. The second level increaseddtisice their normal
distance, and the third level raises it to triple.

Breathe Underwater — 12 CP

This species has the ability to breathe underwakbey do not
suffer from suffocation when underwater, and caatire water
indefinitely. Only one rank may be purchased is #uge.

Camouflage —1/5CP

This species has some form of natural camouflagé&jng
them difficult to see when in the appropriate eowinent. Camouflage is
only effective when the character is against threecd background, but
increases the DR of all attempts to spot the cheréy the number of
ranks in this edge. Chameleonic camouflage warksthe same, except
that it is effective in almost any environment wdharcreature could
reasonably camouflage itself. The cost of thissedgrormally 1 CP,
however for chameleonic camouflage the costis 5 CP

Danger Sense — 20 CP
This species seems to almost intuitively respondatty
immediate threats. Add 1 point to their Evadedfach rank in this edge.

Direction Sense — 6 CP

This species has an innate direction sense, altpthiem to
always know which direction is magnetic north oretever world they
are on. Only one rank may be bought in this edge.

Entangling Attack — 10 CP

This species natural attacks include the abilitgffectively
entangle their opponents. This allows the cregdouble it's Strength
for all rolls to grapple an opponent, or to taketeal of a grapple, but not
to escape a grapple. Only one rank may be bouaghts edge.

Extra Limb — 25 CP

This species has more limbs than the average huchambis
edge may be purchased multiple times, each timma@duh 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 stlifferappropriate
penalty for actions that require their exclusive.u®nly one rank may be
purchased in this edge, but it may be purchasetipteutimes.

Fast Runner — 4 CP



Members of this species are well adapted for fasts. When
working out their movement distance they may adal their effective
Agility for each rank in this edge.

Fast Swimmer — 4 CP

This species is naturally at home in water, stregedland fast
moving. The first rank in this trait increasesitiveater movement to 1 %
times the normal rate. The second rank raisesdhdsuble the normal
rate and the third rank raises their speed to ttimees normal.

Flight — 10 CP

This species is capable of some form of naturghfli Up to 5
ranks may be purchased in this edge, each provaprggressively better
form of flight. All forms of natural flight requé a close to standard
atmosphere to work effectively. Rank 1 allows $pecies to fly when
there is atmosphere but no gravity. At rank 2gbecies is capable of
slowed descents when in gravity. Rank 3 givesatiikty either to hover,
maintaining a stable altitude and moving slowlyt@glide long distances
so long as favourable air conditions exist, suchisitsg thermals . Rank 4
allows the species the capacity to both glide angth Finally rank 5
gives full and unrestricted flight, such any norriatl would be capable
of. Any form of flight usable without atmospherests an extra 10 CP.

Hard Puncher — 10 CP
This species is blessed with the ability to landosesly heavy
blows. Increase their Barehand attribute by lefmh rank in this edge.

Hard To Grapple — 5 CP

This species has a body that is difficult to getrang hold on,
making them harder to pin down. Anyone attemptingrapple them
suffers a +1 DR penalty.

High Pain Resistance — 15 CP
This species is not greatly afflicted by physicaihpand can
ignore 1 point of action penalty for each rankhisedge.

Lightning Reflexes — 15 CP

This species reacts to danger instinctively, artt ightning
swiftness. As a result they may roll an extrafdrenitiative checks and
pick the highest.

Naturally Adept — 5/ 25 CP

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

Natural Armour — 10 CP

This species has some form of natural armour cogeheir
bodies, making them more resistant to directedlkdtaNatural armour
can either be critical armour, shock armour, ohbathe amount of
armour provided is equal to the rank. This traisstrbe purchased
individually for each armour type, but may not heghased more than
once for the same armour type.

Natural Weapon —2 /4 CP

This species has some form of natural weaponryitteah use
to gain an edge in combat. A natural weapon cbeldttached to a limb
(such as claws on the hands or feet), or some p#réeof the body (such a
bite attack or a slashing tail). The cost of #dge depends on the size of
the weapon. A small natural weapon costs 2 CPadarhe natural
weapon costs 4 CP. This edge may be purchaseiplatines, each time
adding another natural weapon. If the natural waap mounted
independently of the species' hands (or other pyimmeanipulators), so
that it can be used to attack whilst both hand®ecepied, then the cost is
tripled.

Night Vision — 8 CP

This species' night vision is exceptionally goatd a
consequently they may halve all penalties for lmhtl They still suffer
penalties for absolute darkness (no light whatsgered smoke or other
concealment. Only one rank may be purchased sretiige.

No Internal Organs — 30 CP

This species has no internal organs, as a resulhich they are
difficult to seriously damage with precision basgthcks. Members of
this species ignore all critical damage. Theystdhtake critical wounds
and fatal wounds, but only through the accumulatibshock damage.

Psychic Ability — 20 CP

This species has potential to develop psychic paweip to 10
ranks may be purchased in this edge. The rulgssiprhic powers may be
found in the Special Powers section of Chapteft@oagh it is
recommended that players ask their GM for an exgtian instead, since
the information is for games master use only. Esewith psychic
powers may only be played with the express peronssf the games
master.

Regeneration — 36 CP

This species has the remarkable ability to repaysizal
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 levellyerkound. If all of the
character's stun levels have healed then the inexttheir regeneration
kicks in they can convert one wound level intoumdevel. That stun
level will then be healed once their regeneratigrieccomes round again.

Resilient — 20 CP

This species is extremely resilient. Due to theitural
fortitude they will likely keep on going while otteedrop. Each rank in
this edge adds 1 to the species' Resist secontlabyite.

Resistance —5/ 15 CP

This species is particularly resistant to some medmattack, or
particularly well adapted to a particular enviromta factor. Any one of
the forms of elemental or environmental damagedigt the Damage
section of Chapter 2 may be chosen for this edgeh rank in this edge
reduces the damage grade of the specific damage fipis edge may be
taken multiple times, each time choosing a diffeferm of environmental
damage. The cost of this edge depends on whéth@hbsen damage
type is elemental, or environmental. Resistanadamental damage costs
15 CP per level, whereas resistance to environrheéataage costs only
5CP per level.

Immunity — 50 / 200/ 300 CP

Resistant to Poison — 6 / 50 CP

This species has evolved to be particularly resigtatoxins
and as such most have a reduced effect on themevEoy rank in this
edge (of which up to five may be purchased at &Rank) they may
add 1 die to their Toxin Resistance rolls. Alteively, for 50 CP, this
species can be completely immune to all but a fee forms of Toxin.

Resistant to Disease — 6 / 50CP

This species has a particularly hardy immune systaking
them highly resistant to diseases and contagifos.every rank in this
edge (of which up to five may be purchased at &Hank) they may
add 1 die to their Disease Resistance rolls. Adtively, for 50 CP, this
species can be completely immune to all but a fee forms of Disease.

Shapeshifting — 60 CP

A species capable of shapeshifting can literallft #eir
shape. Their physical form is malleable and carefi'med at will,
although to do so is tiring. This does not alltw treature to change their
appearance (for example skin tone and colour, iorcbhéour), but does
allow them to squeeze through gaps, shape armglysical weapons
and grow extra limbs (which automatically counbéfshands).
Shapeshifting deals in large scale physical regearents, not fine details
which are covered by the transformation abilityhat/s more
shapeshifters must retain the same total massatemvhat. Naturally a
creature with both shapeshifting and transformationld be capable of
imitating almost anything of a similar mass. Oahe rank may be
purchased in this edge.

Slow Metabolism — 10 CP

A species with a slow metabolism does not progegssited
chemicals quickly, meaning that poisons and drags longer to affect
them, although they also flush through their sysséower.

Spider Climb — 4 CP

This species has a natural aptitude for climbitignéng them
to scale any surface at 1 % times the normal morerage for climbing.
The second rank raises this to double the normalarad the third rank
raises their speed to three times normal.

Strong Limb —5/10 CP

One of this creatures limbs is naturally stronget more
physically powerful. For any task that relies patity on the affected limb
they receive a bonus to their Strength equal totimber of ranks in this



edge, and may use this modified Strength valueottwut their Barehand
attribute. This edge costs 10 CP for a manipulatdy, or 5 CP for any
other limb. It cannot be applied to legs or otmetivator limbs unless
they can also be used as manipulators.

Snake Crawl — 4 CP

This species can move surprisingly fast when ffathe
ground, allowing them to crawl at 1 % times th@rmal crawling
movement rate. The second rank raises this tolddbe normal rate and
the third rank raises their speed to three timesab

Transformation — 60 CP

Transformation is the ability to change physicglegrance, as
opposed to physical form. Whereas shapeshiftersezrange the bulk
matter of their bodies, they cannot perform finddfailed changes, such as
those required to imitate another person. Speeipable of
transformation can rearrange small elements of troglies, allowing them
to change their appearance with a great degrdeefiétail, so long as
they do not change their overall shape to any Bagmt degree. Only one
rank may be purchased in this edge.

Venomous Attack — 4 CP

When this species fights unarmed it is able tachtits
opponents with a natural poison. The potency efpthison is equal to the
number of ranks bought in this edge. To make fiigeopoison a
character must make an unarmed attack that eiticeesds in dealing
some damage, after armour, or that is aimed ateifgpopen area in their
opponents defence (such as an exposed hand dkeje |

Species Flaws

Addiction—6/18/30 CP

Members of this species are born with a naturaicéidd to
some substance that is easily available on thoselsvahere they have
settled.. Of course this substance may not bespteaet hold of outside
of their communities. The value of this flaw degemn two factors, the
first of which is the strength of the addiction.w&ak addiction simply
makes the species feel ill when they cannot getsacto the substance,
increasing the difficulty of any actions they tdkeat least 1, but without
causing any real physical damage. A strong adudfictiill eventually kill
them if they cannot get access to the substanaeh &ay they go without
adds a permanent wound level that cannot be fgléldu until they get
some more of the required substance, althougheititler strength of
addiction medical attention can suppress the &ffemporarily. The
second factor is the availability of the substandecommonly available
substance can be found in any city and most toWnsagonable size. A
rare substance can only be found in a few citied,raany worlds simply
will not have it. The base value of this flaw i€B, however a strong
addiction is worth 12 CP more, and an addictioa tare substance is
worth another 12 CP.

Cannot Wear Armour — 18 CP

For some reason this species physiology precluses from
wearing any form of armour that has not been hugelglified to fit their
particular requirements. Any armour worn by thpedes costs 3 times as
much, and has it's maximum evade reduced by liasgihe GM allows
the modifications at all. Whether a particulartt sumour can modified for
this species depends on the cause of this flavihendature of the armour
in question. Generally high tech armour will beieato modify than low
tech, although depending on the nature of the epehi opposite could as
easily be true. Only one rank may be taken infthis.

Clumsy Limb - 3/6 CP

Implant Rejection — 6 / 18 CP

This species physiology is not amenable to impdangery,
making such operations difficult, or even impossibThe basic level of
this flaw, “Partial Rejection”, gives 6 CP and dtasbthe stress value of
all implants in a member of this species, as well@ubling the healing
time. A more severe version, “Full Rejection”, ggv18 CP, but removes
the possibility of a member of this species evetaugoing cyber-implant
surgery successfully. Only one rank may be boirgtitis flaw.

Distinctive — 4 CP

Members of this species have highly distinctiveesgppnces
relative to one another, with many aspects of thefrearance varying
wildly from one member to the next. As a resudtiuiduals are easy to
pick out in a crowd or to describe to someone &gen for those who
aren't of their species. Only one rank may bertakehis flaw.

Fast Metabolism — 10 CP

This species has a particularly fast metabolic ratd as a
result they process toxins very fast. The maioltes this flaw is that all
poisons take effect twice as fast. However it dumee the upside that the
duration lingering poisons, such as knock out drigjsalved. Creatures
with a high metabolism also need to eat and dsii&e as often, and may
require catnaps during the day. Only one rank beagaken in this flaw.

Fewer Limbs — 24 CP

It is assumed that a typical species will have limbs capable
of manipulating tools and machinery, whereas théecies has either one
or none. Each rank in this flaw removes one mdatpulimb, but only
two ranks may be purchased.

Fewer Senses — 18 /24 CP

This species is not in possession of one or motkeofour
default senses, those being sight, hearing, olfa¢taste & smell) and
touch. Removing either sight or hearing is wodhCP each, whilst
removing the sense of touch or olfactory is wohCP apiece. Any
sense bought using the “Additional Sense” edge atadiinectly replicate
the effects of a missing sense, although it casirbdar enough to be used
in its stead. For example, a species with Fewas&e Sight could not
then be given Additional Sense: Sight. Howevenitld have Additional
Sense: Sonar or Additional Sense: ThermograptsioN, by which it
could then navigate (in the latter example thetareavould see only heat,
not visible light. It would be forced to identipeople, places, and objects
by their thermal patterns, or else by some othermmeuch as smell or
touch).

Glass Jaw — 15 CP
Members of this species are really easy to pubbtite fight.
Reduce their Resist secondary attribute by 1 foh eank in this flaw.

Hard to Heal — 18 CP

This species has a bizarre physiology that confsuadid
attempts at external healing. This flaw halvesatfiect of any
technological or magical healing. When two ranteskought in this flaw
attempts at magical and technological healing becionpossible. No
more than two ranks may be taken in this flaw.

Photosynthesis — 18 CP

In order to derive energy and nutrition from ited, this
species requires several hours worth of sunligth eay. Ideally the
creature needs at least 3 hours worth of diredighinor 6 hours worth of
partial light. They can subsist on a little lessdp to a week, but after
that they start to suffer. Other light sourced siifffice for a time, but they
must be quite intense. If they go more than avd#yout any form of
light they start to suffer the effects of starvatio

Insanity — 12 CP

This species typically exhibits a form of behaviconsidered
highly aberrant by most sentient species. Thereatfithis insanity
should be determined when creating the speciesise¢hd same for all
members of that species. For details of insarsgesthe Corruptions
section of Chapter 3. Any insanity may be choséth the exception of
minor insanities. Only one rank may be taken is flaw, but it may be
taken multiple times, each time selecting a difieiasanity.

Limp Wrist — 8 CP

Members of this species are not well adapted forbad and
seem to do very little damage with any form of pbgiattack. Reduce
their Barehand attribute by 1 for each rank in flais.

Limited Movement Rate — 20 CP

This species can never move above its base moveatentit
completely lacks the ability to push itself to doym of faster movement,
and as a result members of this species cannahed®un or Sprint
actions.

Mutation — 12 CP

This species has a naturally dynamic genetic makeausing
mutations to commonly appear amongst their kinchel/creating a
character of this species roll one random mutdtiom the table in the
Corruptions section of Chapter 3. Only one rank tmataken in this
flaw, but it may be taken multiple times, each tiadgling another roll.

Naturally Inept —4 /20 CP

This species has a natural disability in a particekill area,
which prevents them from ever learning the giveh skany meaningful
way. When this flaw is taken, choose a speciaisabr skill group.



Members of this species may not buy ranks in tleseh specialisation, or
in any specialisation from the chosen skill gratip, skill group is named,
although they may still have ranks in the genétdil s

No Depth Perception — 40 CP

The arrangement or quantity of this species vietgans does
not offer them any form of depth perception. Titasv increases the DR
of agility and perception rolls by 1, wheneversigippropriate. The
precise applications of this flaw are left up te BM, but generally it
should take effect during the execution of any t&sjiring the character
to interact precisely with their environment. TWroweapon attacks, the
use of melee weapons, and jumping would all beapjate situations.
Only one rank may be taken in this flaw.

Sitting Duck — 15 CP

This species is not adept avoiding immediate tBremtd they
struggle to avoid attacks as easily as others milotr every rank in this
flaw their Evade value is reduced by 1.

Slow to Heal — 6 CP

This species natural healing is limited and taklesmg time to
be effective. This flaw doubles the time requifednatural healing, even
with the attention of a skilled doctor. At rankathis flaw quadruples the
natural healing time, and at rank three it compfetegates all natural
healing. No more than three ranks may be bougthtisrflaw.

Weak Limb —3/6 CP

Weakness to Poison — 5 CP
This species has a particular weakness to toxm@atals, and

attempts to poison them will prove much easier #agected. Against all
toxin based effects their effective Resist is rediioy 1 for each rank in
this flaw.

Weakness to Disease — 5 CP

This species immune system is underdeveloped, makem
terribly vulnerable to all sorts of diseases anatagions. Against all
diseases their effective Resist is reduced by g&dch rank in this flaw.

Weak Sense - 3/6 CP

One of this species senses is naturally weakerithasual.
The DR of all awareness and investigation rolls enasing the chosen
sense is increased by 1 for each rank in this fline number of points
given by this flaw depends on the sense chosesioVbr Hearing are
worth 6 CP, Touch is worth 3 CP, and Taste/Smelh¢ered to be one
sense) is worth 3 CP. Weak senses may be applitiér skill rolls at
the GM's discretion. Additional senses are wor@F6

Vulnerability — 3 /10 CP

This species is particularly vulnerable to somehoeétof
attack, or some kind of dangerous environment. ifgjane of the
elemental or environmental damage types describ#tei Damage section
of add the number of ranks in this flaw to the dgengrade. This flaw
may be taken multiple times, each time applying thfferent form of
environmental damage. The value of this flaw ddpean whether the
chosen damage type is elemental or environmelaherability to
elemental damage gives 10 CP per level, whereatmanrability to an
environmental damage type gives only 3 CP per level



SXOTIC SPECics

Deltani Drake
Physique Physique
Psychology Psychology
COST: COST:
STR AGL PER INT WIL EMP STR AGL PER INT WIL EMP
+1 +1 - - - - -2 -2 +2 +3 +1 -
Edges/Flaws: Edges/Flaws:
Limited Internal Organs (Rank 5)
Shapeshifting Name:

Name:




Drakiri Name Taker
Physique Physigue
Psychology Psychology
COST: COST:

STR AGL PER INT WIL EMP STR AGL PER INT WIL EMP

-1 -1 - -1 - +3
Edges/Flaws: Edges/Flaws:
Cyberware Rejection

Name: Slow To Heal

Weakness to Disease (-2 Resist vs pathogens)

Name:




Kavir

Physique
Psychology
COST:

STR AGL PER INT WIL

EMP

. +1 -1 +2 +2

+1

Edges/Flaws:

Name:

Marguants

Physigue
Large and broad shouldered with dappled brown addskin, Marguants

have four arms, a muscular torso, and a great ofdsstacles upon which
they ambulate. These tentacles can be used tb dlite effectively, but

are not fully prehensile and cannot manipulatestod large mouth sits in
the centre of their chests, and their backs areredvin a swathe of bony
ridges and spines.

Psychology

COST: 36 CP

STR AGL PER INT WIL EMP
+2 -1 - - +1 -

Edges/Flaws:
Resilient (+1)
Limp Wrist (-1)
Resistance to Acid (Scale acid damage down 1 rank)
Sitting Duck (-1 Evade)
Slow Movement (*2 Movement Speed)
Naturally Inept: Jumping (+3 DR)

Name:



Reginaran Slithzerikai
Physique Physique
Psychology Psychology
COST: COST:
STR AGL PER INT WIL EMP STR AGL PER INT WIL EMP
+3 +1 +1 -1 -2 -2 +1 +1 -1 - +1 -1
Edges/Flaws: Edges/Flaws:
Resilient (+2 Resist)
Hard Puncher (+2 Barehand) Name:

Natural Armour (6 AV / Critical)
Limited Internal Organs (3 Ranks)
Six Natural Weapons (Large, Independent)
Natural Attacks:

Plasma Flamer

Lightning Bolt

Acid Spray

Entangling Web

Toxin Darts

Toxic Cloud

Self Destruct

Name:




Valtirnes

Physique

Six legged spider like creatures, about the sizewblf or large dog, each
of a Valtire's limbs is tipped with a pair of clewhat can be used for
grasping and manipulating objects. They must keep limbs on the

ground at any one time for balance, but the extia qf legs makes them
superbly fast runners, and excellent climbers. ifTekin is hard and

chitinous, forming a kind of natural armour. Théieads are mounted
between their front limbs on a neck that can exefittle way from their

body, like that of a tortoise. They have excellsemses, but lack in fine
dexterity, and although they are strong their bedimit the range of

movement that they can make.

Psychology
COST: 30CP
STR AGL PER INT WIL EMP
+2 +2 -2 +1 -1 -1
Edges/Flaws:

Name:

Wraith

Physique
Psychology

COST:

STR AGL PER INT WIL

EMP

Edges/Flaws:

Name:




Yshrl Deltani

Physique
Psychology
COST:

STR

AGL

PER

INT

WIL

EMP

Edges/Flaws:

Name:
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THE BOOK OF DEATH



RUNNING THE GAMCE

Creating Conflict

All stories centre around conflict. Without conflithere is no sense of
risk, no sense of danger, simply a series of ewekisg place. When the
characters face and overcome challenges the plfegrthat their role in
the game has been validated. However even whbaraater fails to
overcome a challenge, just the fact that they fabedhallenge causes us
to empaphise with them. Struggle is, after aliaaic factor of human
existence. It's important not to let the characten every battle, or else
the players will begin to feel that there is nolerae, and the element of
danger will be lost. A victory snatched from thev§ of defeat is far more
satisfying than one that was gained too easily.

Of course challenge can come in many different fgramd it's
important to throw a variety of different problemisyour players. A
challenge that comes out of left field can be mundne satisfying than the
same old expected attack. As an example, if theachers are all tooled
up for a fight, then don't have the bad guys jirst khe door down,
because what will inevitably happen is that theratizrs will either win
the fight, or else the enemy will be so powerfttthey just don't have a
chance. Either way, your players won't be thinkabgut it. They'll just
be rolling to hit. Instead, why not have somecetetlseir base (where they
keep all of their ammo and explosives) on firefe& molotovs thrown
through the windows, and suddenly they have a ehmétween charging
out to fight, but letting all of their equipmentdasupplies get destroyed, or
spending time stopping the fire, at the cost ofngjthe enemy a chance to
either flee or blindside them. This way your plsyare having to make
difficult decisions, which will affect the fate tiieir characters, rather than
just charging in headlong. Have their opponengssmépers, trip-mines,
ambushes, and other sneaky tactics. Don't foogapply the rules for
panic checks. A group of characters who have baaght by surprise, or
pinned down by sniper fire, may well find themssl¥ighting less
effectively, allowing a weaker force to gain thepephand on them. As
well as challenging the players in new ways, thesés of tactics will also
encourage the players to start taking the init&tptanning their own
ambushes, making use of suppressing fire, boopg,temd other tricks.

At this point it is important for the GM to actualjive the
players room to take the initiative, and becomeenwoactive. If all the
GM does is drag the party from one ambush to thg tiee players will
very quickly become disillusioned with the gamed &ustrated with their
inability to make any kind of intelligent resporteethe enemies tactics.
Instead of terrified exhilaration, ambushes willrbet with a weary sigh.
Sure, it might throw you for a loop when the partynes up with a
cunning way to sidestep their enemy's cunning ambumlist luring him
or her into one of their own, but you just havedibwith it. If their plan
works, then they deserve to pull it off. Of coutisat doesn't mean you
shouldn't throw a few spanners in the works. Haanynfilms have you
seen where the hero's plan goes off without a Bitthere'll always be
some unexpected elements to deal with. As theyrstine military, “No
plan survives first contact with the enemy”.

One really important tip for a GM is to know whatwy villain's
escape plan is. How would they deal with beinggbain an ambush? Of
course in the plot you've written that might notitn@ortant, but if your
players manage to come up with something cunniog,need to be
prepared for it. Just take a look at Batman's @&gllains, all of whom
have to be ready for the bat to sneak up on thentiae, and any place.
Granted, some of them cope with it better thanrstHaut none of them
would be caught dead without at least one aceeipskeeves. Another
thing to be prepared for is what happens when vyitlain's escape plan
fails, which it just might. Would your campaigril fapart right there and
then, or would the characters still have to camyhe fight? Perhaps
there's a second in command ready to take up ifyesref command, and
either continue the villain's plans, or else trgxact revenge. Of course if
the players capture, rather than kill, the villahgir minions might decide
to stage a rescue. [f it's well thought out itldeeasily be successful,
putting the lead villain right back on centre stagady for round two.

Another important point to make here is that altffoit's
important to keep your players guessing, it's aigmortant to remember
that if a player has built their character witheay specific role in mind,
it's important to let them fulfill that role occasally. If you have a party
that's all tooled out for combat, you certainly slda't just throw wave
after wave of enemies at them, but that doesn'hrgea can't let them
tool up and kick ass every once in a while. Fplager it can be very
satisfying to see your character doing their jotal doing it well. It's also
important to think of everyone in the party, nditjthe most vocal
members. If five out of six players have made caingbharacters, and the
sixth player has a purely social character, then tlte GM, have a

problem. Either you're running an entirely conmtaded game, in which
case you really need to take that last player abefere the game, and
explain to this to them, or else you need to thadiew social challenges at
the party, giving the social character a chanaeadly shine.

So far I've focused heavily on combat, but in tgalonflict comes in
many different forms. In the sections below | wii$cuss some other
varieties of conflict, with sections on how thewtbbe introduced and
managed in play.

Survival Challenges

Social Challenges

Probably the best way to catch your average “combaty” party off
guard is by presenting them with a situation wtikey have to talk their
way through. Talking does not necessarily haveetthe only solution,
just so long as it is clearly the most efficient.

Legal Challenges
Psychological Challenges

Personal Challenges

Creating The World

Non Player Characters

There's lots that | could try to write about cregtgood NPCs, but
honestly | don't think | could say anything thatulbbe one tenth as good
as Rich Burlew's Villain Workshop. This is justeoaf many excellent
articles that can be found on Rich's site, GiartHe Playground, along
with his brilliant webcomic Order Of The Stick.

The important thing to remember about NPCs isttey should always
be memorable. The more you succeed in engagingldiyers' interests in
a particular NPC, the more they will remember thater. This means
that villains don't necessarily have to be scégyfust need to stick in the
players' minds for some reason. Now there are Wetshis can go
wrong; if a villain who was supposed to be frighteninstead comes
across as comical, the players will likely rememtem for the wrong
reasons. However it does mean that you havewid&r range of
possibilities for engaging your player's interesyour NPCs than just
trying to frighten them.

Practical Advice

For every session that you run, you need to béngito put in a good few
hours of preparation. Before turning up be suat ylou've written up the
stats for any NPCs you think you'll be using, y@i've prepared any
handouts you might need,

Handouts

As a tool for player immersion, you just can't bgadd handouts. If you
know that at some point in the session it will beeamportant to have the
players discover a letter containing a vital ckeansider actually writing
up the letter and printing off a copy. Then yon band it to the player's
when their characters find it. When used in tharer, the handout
becomes an “artifact”, something from the game evtdtht has become a
part of the real world. By being able to physigatiuch the letter, the
barrier between the reality of a group of peoptiingj around a table, and
the imaginary world of the game, is broken dowrereso slightly. Other
examples of artifacts | have used include satgdlitetographs (pulled off
of Google Maps) and a variety of different maps.

One of the best handouts is a map. Giving yourgrtaa map
of a location will almost always result in a fluro§ excitement as
everyone crowds around to look. | have run segaaies where the
players spent at least one whole session justgorier a map and making
plans. If all of the players get into it, this &iof tactical planning can
really help to build up the tension, as the pajfdfie players succeed in
pulling off their plan will be more than worth thiene put into it.

“Artifacts” can come in other forms too. The omdal limit is
your imagination, and the resources you have at ¢isposal. In one
game | ran recently, we were playing in a room wittomputer, a
projector, and an internet connection. The gan® Sfwmdowrun (a
cyberpunk game set in the near future), and theteweere taking place in
Hamburg, so one of the players loaded up GooglthEearthe projector,



and zoomed in on Hamburg. The players stood arthendcreen
examining the area around the museum they wereoseggo raid,
checking out the roads, nearby buildings, and lofdse. The use of the
projector gave the feeling of being in a high teattical planning room,
which really suited the atmosphere of the gamecdDfse as the GM it is
important to keep an eye on this sort of thingt the player's get too
distracted with the shiny toys and they will logghs of the game
altogether.

Music

Be careful with music. In some games it can resdliythe mood and tone
for a scene, and create a fantastic atmospherd,daut also be incredibly
distracting. If a players favourite song comesad suddenly they're
listening to the music and not to you, it brings tthole game to a halt.
Music without lyrics can be best, as it tends tbefnto the background
and be less distracting.

In my own experiments with music during games, fuend
that film soundtracks can be the best thing to USest of all, film music
is written to be part of the background of a sceweljing colour and
distinction, but without foregrounding itself toauch. Secondly each
song on a soundtrack album will usually have ai@agr theme, and by
picking and choosing the right tracks you can \arickly assemble your
own score for a scene. Don't forget that a fighiclv would take maybe 3
minutes on screen can often take two or three hafuagoleplaying
session, meaning that you need to have enough mwsiand to cover the
whole scene. Just one track, set on repeat, @l guickly become a
repetitive annoyance.

Another advantage of film soundtracks if that theyd to be
quite a good neutral point in terms of musicalgastin any given group of
players there are likely to be a range of muskstists on hand, and whilst
some players might love Rammstein like crazy, éf#f's one guy that can't
stand them, he's going to have a really crap tiRiln scores, on the other
hand, are pretty unlikely to evoke any kind of sgeeaction in terms of
musical taste, making them a fairly safe bet.

Since music can easily make or break a game gigstb
discuss it with your players beforehand, and fintdrow everyone feels
about it. Perhaps you could try it for a couplese$sions and see what
works. Ultimately it's only through experimentitigat you'll find out.

As well as playing music in the background durirgeasion, there are
other ways that you can use music in your gamestly; consider putting
a musical backing to a particular scene, or charaot using a song as a
cue. Here are a couple of examples;

The first comes from a friend of mine, who openeghme of
In Nomine (a game of devils and angels fightinguliae in heaven) with
Lucifer giving a speech to his legions at the beiig of his rebellion.

My friend performed the entire speech to Mars, fidaist's symphony
The Planets allowing the mood of the music to carry the vgndith both
the speech and the music rising to a slow crescelegoadmits that it was
largely a fluke that the timing worked as well &did, but then this just
goes to show that if you aren't willing to takekgsyou'll miss out on
some of the finer moments of roleplaying.

The second example is a story | heard third hand) fin
unnamed GM, who purportedly was running a gametaf \Wars, with the
players as rebels arriving for an important meeting forest clearing. As
the party arrived at the clearing, they found ipgmand still. The GM,
without saying a word, simply reached out and fayn the CD player.
As the rousing tones of The Imperial March burgtanto the room, the
players apparently looked each other and screamedjson, “IT'S A
TRAP!". Within seconds the characters were runriargheir lives, as
storm troopers descended on the clearing.

Another way that | have successfully used music agaa kind of
memento. After a particularly intense game (whgoded with one player

actually moved to tears), | asked each playerdk pisong which they felt
summed up their character, a kind of theme turtben added a few
tracks of my own, to represent certain scenesapditant NPCs, burnt
the whole thing to a CD, and handed a copy to e&gJer, calling it the
soundtrack to the game. The players really apptetibeing able to relive
the game through the music, and | think it saysething about just how
much it affected them that a good few months laterere sitting in a
club together, trying to figure out the name of sbag that was playing,
and one of the guys turned to the others and $a& dot it. It's Tarsis'
theme.”, Tarsis, of course, being the name of dribeocharacters from
the game.

This same trick can also be applied during characeation.
I've found that getting players to pick a themegsontwo for their
character can often help them to connect, emotignaith the character
in a more immediate way. It can also help to defircharacter, bringing
them to life, and helping them become more thangset of numbers on
a page, not just for that player but for the whgileup. Try doing the
same for your NPCs when you write them. You'llrséind that they seem
a little bit more alive, helping both you and tHayers to connect with
them.

Some Other Ideas

What follows is a collection of fairly esoteric mfefor how you might take
your game in a new direction, or do somethingtke Idtifferent than usual.
It is not recommended that you try any of thesd yati have gotten to
grips with the basics and really feel confidenadM. This is the sort of
thing that it would be good to discuss with youaygrs beforehand,
getting their input on what they think would addheir experience.
Remember that the players' enjoyment should alwayee first. Just
because you really want to try out something neesd't mean that you
should force it on a player group that has no éster That being said, it
doesn't hurt to encourage players to try somethavg, especially if your
game seems to be stagnating.

The 24 Hour Session
This was an idea that resulted largely from hatimighed all my exams,
and wanting to do some really stupid. The init@hcept was pretty
simple; | would run a 24 hour long session of Infer The players would
turn up, create new characters, and play out triengeme in a single
session of 24 straight hours. We originally plahteeat whilst playing,
although when it actually came to it we found thatas better to use
meals as a chance to take a break from the agatidneflect on what had
happened so far. This way the players got to éaeak from being in
character, and | got to take a break from thinkihgut what would
happen next. Otherwise | think the need to lest#am would have
spilled over into an excessive amount of out ofabter chatter.

The funny thing about the 24 hour game was thatiited out
very differently from what | was expecting, butdrgood way. The game
| planned to run was largely supposed to be a bitsgbig action kind of
game. | let the players build very high level ctaers, and sent them after
an incredibly powerful alien superweapon. They adttleship, and
over a hundred soldiers at their disposal. Whadrsed me was the sheer
intensity of the roleplaying that occurred. Spegdas long as they did in
character, the players really got into the gameeway that they wouldn't
have if they were playing in four hour stretch@sie results of that game
can be found in the player's guide. It was howstbey of the Judge of
Worlds came about. Whilst | will admit to a litthét of artistic license,
most of the basic events of the story actually oeclin the game,
including the death of Charles Beaumont, and thearce between Hatori
and Freya. Several of the players said afterwidnalsit was the best game
they had ever played.



CXPANDECD RULES

Environmental Damage

Environmental damage is any form of damage caugedl fatural or native effect of the character'siremwnent. This includes damage from extremes of
heat, cold, pressure, or gravity. Hazardous enwients are given a set of ratings for each typmueironmental danger. The rating determines hdaenahe
damage from the environmental effect is appliedstesvn on the chart below.

1 Every week 2 Every 24 hours

3 Every 4 hours 4 Every hour

5 Every 10 minutes 6 Every 2 minutes

7 Every 30 seconds 8 Every 10 seconds
9 Every round 10 Twice per round

Armour and other damage reducing abilities haveffecrt on environmental damage, and the damage aceaiot be reduced in any way. However any
“Protection from X" effect will reduce the ratind the hazard by it's value.

Whatever the rating of the hazard, the damageniayal the same: One point of lethal damage angoime of stun damage. This damage cannot be healed
until the character is no longer suffering from émvironmental effect that caused it. For exandgimage caused by Cold cannot be healed until the
character is first warmed up.

Heat and Cold

Heat and Cold damage is dealt by extreme envirotaheonditions, such as too much time spent insedgor in high atmosphere. Even if the character
have walked into an industrial oven or freezer,tHer Cold damage should only be dealt out in semabunts, over time. Often damage will be appiged
every 10 minutes of exposure, or every hour ifdhieditions are less severe.

High and Low Pressure
Pressure damage from result from extremes of presanything from pure vacuum, to being caught imessure chamber.

Low pressure can also result in suffocation, axtegacter is unable to draw enough oxygen fronstineunding air.

Hunger and Thirst
Whilst not technically effects of the environmedi@mage from thirst and hunger is applied in theesaway. After a character has gone 8 hours witfand

they will suffer 1 point of stun damage and 1 pafiethal damage. This damage will continue toapplied for every 8 hours without food. The same
applies to going without water, except that the algenis applied every 4 hours, for the first 24 Bpthren every hour after that.

Insanity

The world of Inferno is a dangerous place, anddaater is not just physical. Through battlegjriras, encounters with the supernatural and theaiigtu
terrifying, it is entirely possible that player cheters may start to completely lose it.

Finesse Attacks

Generally it is assumed that when a character lsngan attack, they are simply aiming for thetfjpart of the opponent that they can hit. Howef/éne
players wants to, they may choose to have theiracker make a more difficult, but more effectiviaek. This is known as making a finesse attack.

There are two possible kinds of finesse attackcking for damage, or attacking for precision.h&itway, declaring a finesse attack uses up aafréen, in
addition to the standard action for the attack.kivg a finesse attack for damage works just liktaandard finesse roll. Since adding to the SFhadteack
adds to the damage, finesse attacks for damagdevithore effective. As with a normal attack, theyer may choose to lower the damage instead, thoug
they must still declare that they are doing so teefoaking the attack.

Making a finesse attack for precision allows tharelbter to target a specific location on the targett a part of the target or even an object treycarrying.
The number of dice that must be removed to suadgssarget the chosen area depends on the sizelasalrity of the area in question. Given below ar
some examples, however the GM should always be teaassign appropriate values to any possibldilmta

Torso / Heavy Weapon -1
Head / Arm / Rifle / Polearm -3
Neck / Hand / Pistol / Hand Weapon -5
Eye / Finger / Knife / Throat -8
Specific region of the brain -10

Generally when targeting areas of the body the @GbuUkl treat the attack as a finesse attack for demeither raising or lowering by the difficulty tife
target area. For example attacking the hand wbeld finesse attack for reduced damage, raisingubeess factor by 5. Attacking the throat wotddab
finesse attack for increased damage, raising tbeess factor by 8. However the GM may, at thescmition, choose to reduce the damage modifier,
especially if the attack would have other effectghte target.



OPTIONAL RULES

Combat

Stunting

It's bound to happen sooner or later. The playerstto you and says “My character draws his pairedme nine-mils, jumps up onto the bar, and Higskf
over the two goons whilst pumping a round into eafctheir heads.” Now depending on the style afrygampaign, this sort of action might be pretty
normal, or it might be downright suicidal, but aGM it should always be welcome. This player hdeast gone out of their way to do somethingtielit
more interesting than the good old “I shoot therfihe question is, of course, how to actually hattikekind of action. Here are some rules ideas ybu
can try, depending on the style of your campaign.

Cinematic Games — If you are deliberately goingdieer the top style, you probably want to see sthappen as a matter of course.
Fortune and Fate Points

No Fortune Points

One of the simplest ways to change how fortunetpaimrk is, of course, to remove them altogethéris creates a game that is much tenser, ancegrittie
players being forced to accept the results of blisl rand totally at the mercy of enemy attacksudththey do well. Although this option certainigs the
ante in terms of tension, it also tends to makeptagers a lot more cautious,

Fortune Pool

This variant rule is intended to encourage closemwork within parties. Basically, instead of mayvindividual fortune points, the party gets a edive
pool of points. Whenever a player spends a forpgiet it is taken from the pool, so everyone less lto spend as a result. If a player decidedd@apoint
to the pool, the GM gets a fate point as usualwél@r to reflect the party mentality at play heéhés fate point can be used against anyone inahty.p

So long as the party co-operate and don't let amgpend points frivolously, this rule is actualiivantageous to them, as it means the points goawhey
are most needed, when they are needed.

The number of points in the pool should be equ#éthéonumber given to each player, multiplied byribhenber of people in the party.

Committing Points

This rule is designed increase the resource maregespect of fortune points, as well as makingiteeem less like dumb luck and more like a redult o
drive and determination. Basically before a congatts, when everyone is rolling initiative, egdétyer chooses how many fortune points they want to
commit to the fight. Once the fight starts onlyrgs that have been committed can be spent dunmgambat. At the end of the combat any unspéantgo
that were committed are lost. For this reasohéf®&M decides to use this rule they should dout@enumber of fortune points given out to each playéis
makes the players think hard about each battle, vaelvequipped they are to face their enemies, loog the fight will last. It also encourages thendo a
lot more fact finding about their enemies, so thay know what kind of forces they are facing, Howgh, how many.

Points Per Session

Buying Fortune

Action Points

This is a possible system for either supplemergingplacing fortune points, designed for highatticinematic, pulp style games. Basically eacratter
gets a number of Action Points each session, whiej can add to any dice rolls they make. Eadbragoint spent adds a single die to the choséntnat
they get refreshed at the start of the next segsiothe next day, or after each encounter, whatgwe prefer).

Another possible use for Action Points would baagy of reducing damage. Each action point spemnteflecting an attack would reduce the SF of the
attack by 1, down to a minimum of 0, dealing jirt base damage for the attack. However GMs maytwisule that when spending action points in this
manner, the player must spend as many as possithle; enough to reduce the SF to 0, or as mattyegshave remaining, whichever is less. Otherwise
canny players may choose to simply spend as fetvegsneed to turn a critical wound into a glandiitgand no more, which could easily be considered
something of an abuse of the system.
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Magic in Inferno

The Role of The GM
Magic

Keeping Magic Under Control

What Can Players Do?

What Can Everyone Else Do?

Spirit Sense

Spirit sense has a very limited range, not muchentieain about 10 metres.
If the source is within this range then the GM nsaleSpirit Sense roll on
the character's behalf to see if they notice ihoutd they actually make
physical contact with the source the GM should foilthem again, with

the -2 DR modifier for touching the source of tfifeet.

By

oll Details Given

There is magic present

The rough direction

The rough distance (to nearest metre)
The precise location

\IU1-J>()J|

Modifiers
A mage actively casting -
An active magical effect +1
The residue of a magical effect +3
The trail of a residue +5
The character is touching the source -2
A magical item -1/5 of the item's Power
A resonant material - Rating
A present spirit -1/10 of the spirit's Essence
A possessing spirit -1/5 of the spirit's Essence
A manifest spirit -1/2 of the spirit's Essence

Modifiers should also be applied if the casterh effect has the Quiet
Magic or Spirit Flare traits, as appropriate to ltheel of the trait.
As always round down any fractions.

Magical Theory Difficulty

Determine the strength of a magic item Power x 2
Determine the strength of a resonant material Ratidg
Determine the strength of voidmatter Rating x 3
Determine the power of a spirit Essence

Aura Sight

Any creature that has a soul (generally any sentieeature) creates a
magical impression in the spirit world. This isngeally referred to as
their aura. The way auras affect the spirit wadd be thought of in much
the same terms as gravity. If the spirit worldaisubber sheet held taut,
then every spirit is like a mass, creating a degioeson the sheet. The
further away you are from the mass, the shalloherdepression. For this
reason most auras can only be seen very close up.

Unfortunately, contrary to popular opinion, it i®tnpossible to learn
anything about a person from their aura, unlesga# been dramatically
altered in some way. Such alterations are typidhle result of serious
exposure to magic.

However auras do have their uses. First of alj fferson is casting a
spell, or under the effect of a spell, it will beflected in their aura. The
auras of mages are known to “flare” or grow in msi¢y when they are
casting.

Magical effects also leave an impression in thetspdrid. Any magical
effect can be identified by the impression it lesirethe spirit world. It is
even possible to see the residue left by a magifatt long after the
effect itself has ended. Finally it is possible;, those who are skilled in
astral perception, to trace a magical effect bacitst caster, although this
becomes increasingly difficult as the distance ketwthe caster and the
effect increases.

By the same token all enchanted items and resgnatgrials have a kind

of magical radiance to them. It is even possibleliscern one from the
other by the feel of the magical trace.

Last, but not least, all Spirits have an aura,ardry powerful one at that.
A manifesting or inhabiting spirit can be spottedits powerful magical

impression. A spirit that is simply present, bot manifest, cannot be
seen itself, but its anchor can.

It is important to note that to see the magicalregspion of any person or
object the character must focus their attentiofrenton the object. For
this reason it is not possible to use astral péi@epn anything that you
cannot see. What is more the DR of astral perepticreases by 1 for
each range band between the character and the tget or person.
Since magical residue results from magical effdbimt have already
ended, there is no magical effect for the charatdedirect focus on.
However they can see the residue by focussingllgstrathe surrounding
environment.

Elemental Damage

Environmental damage is any form of damage causead batural or
native effect of the character's environment. Th&udes damage from
extreme heat or cold, damage from falling or suffmmn, and damage
from hazards such as acid and electricity.

All environmental damage is given a rating to defae just how deadly it
is. The actual damage dealt by an environmentattefs determined by
rolling a number of dice equal to the rating of &féect, and taking the
total to be the damage value. This is then redumgdarmour and
compared to the character's Resist as normal.

Environmental damage can be either Burst or Intebassed. Burst
damage comes all at once, and then it's done, asietith a drop from a
great height. Interval based damage occurs slowgr a long period of
time, as determined by the listed interval. Therival will be a period of
time, which is counted down between each applinatibdamage. For
example radiation damage with an interval of 1 rrenwould be applied
once every minute until the character is no loreggrosed.

Fire

Fire damage is caused by direct exposure to openel. It is normally
applied for every round that the character is ia flames, and if their
clothes or hair catch alight then it will continteebe applied after that. As
an example, a character in a burning house atteqypti run through a
flaming patch of floorboards would take a Light ffir each turn of
exposure. If they actually caught fire the damagrild move up to
Moderate, or even Severe. Also consider that ckemrsain a flame filled
environment will also be suffering the effects afffscation from the

smoke, and even if they are not in contact with flaenes they will

probably suffer heat damage.

The biggest danger of fire of course is that anyzaeght in it is at risk of
catching alight. Whenever a character suffersdamage roll a single die.
If the result is less than the Total Damage Gradir modifying for
effects such as Fire Resistance, then the chamadteratch alight. After
this they will continue to suffer fire damage evéuyn. The damage they
take is based on the number of locations that ataeze. Initially a
directed attack will set d3 locations on fire, vghi blast attack will set d6
locations ablaze. Fire will spread to adjacenafions after two turns.

Fire damage can be prevented by armour, but iatheour is flammable
then the chance of it catching ablaze still appliese damage is treated as
having Moderate armour penetration. In additiore lamage causes a
Daze effect with a Potency equal to the Total Dasm@made.

Frost

Frost damage is caused by temperatures low enaudre¢ze a living
body. Frost damage can be dealt by direct attestksh as a spray of
liquid nitrogen, or by being exposed to extremely temperatures.

Frost damage is treated as having Trivial armoumetration. In addition
it causes a Shock effect with a Potency equalédtital Damage Grade.

Electricity
Electrical damage is caused by any powerful elegitrilischarge. It is
dangerous to living creatures, and even more smything with sensitive



internal electronics. Like all forms of damagegottical damage has a
damage grade. The damage from electricity is é=alh turn, for as long
as the character is in contact with the source.

Any electrical attack is treated as having Modegateour penetration. In
addition, electrical damage causes a Shock effébt avPotency equal to
twicethe Total Damage Grade.

Anything containing electronic components is pattcy vulnerable to
electrical damage. Any small electronic item v destroyed by an
electrical attack of Moderate strength or greaterd any large scale
computer system or console will be shorted out.

If a character is insulated some way then the GM chaose to reduce the
damage by a few grades. The amount reduced vpi#raentirely on how
effective the insulation is.

Sonic

Sonic damage is caused by intensely concentratettissaves, often at
very high, or very low frequency. If finely tunedough, sound waves can
blow apart tanks, or rupture living organs. Thispdave a terrible effect
on the sensory organs of living creatures.

Sonic damage is treated as having Severe armoetrpéan, since most
armour is generally fairly ineffective against lh addition, Sonic damage
causes a Daze effect with a strength equaitce the Total Damage
Grade.

Corrosive

Damage caused by powerful corrosives is particuladsty, since the
damage won't stop until the chemical wears ouis aleaned off. For this
reason, if someone does not act to remove the sieersubstance, it will
continue to deal damage.

On the initial attack a corrosive deals the listt@mage, plus any
modifiers. On the following turn it will deal dame again, equal to one
grade less than the base damage for the weapom,nweitbonuses for

accuracy or similar circumstances. The turn dfiat the damage will be
dealt again, reduced by a further damage gradés cmtinues, with the

damage grade reducing by one each turn, until #meade reaches None,
at which point the chemical is no longer in a re&cstate.

Corrosive damage has no Armour Penetration valué,id treated as
having an Armour Eater effect equal to its Totahiage Grade.

Radiation

Radiation damage typically results from abnormaliigh levels of
background radiation. This could be caused byrgine malfunctioning,
by a travelling through the aftermath of a nuchear, or could simply be
due to atmospheric conditions allowing too muchatioh through from
the nearest star. Unless it is very intense, tadi@amage tends not be an
immediate threat. Instead it works slowly overdjrdeteriorating the cells
of organic beings, until their bodies just begirfaib apart.

Radiation damage is treated as having Critical Amnfenetration, and
has a Nausea effect equal to the Total Damage Grade

Standard Spell Effects

Listed below are a collection of often used spelfong with the
appropriate cost and duration in brackets. Thps#ssare listed according
the fields of sorcery and classes of spellmark ttrety would be
appropriate for. Bare in mind that this list is hy means definitive, and
ultimately whether an effect is possible should edep on whether the
player can provide a logical explanation for theg going to create the
effect in game. Just because Altered Sensedesl las an effect for, say,
Life magic, doesn't mean the player can automafiget away with X-
Ray vision. They must first be able to explain hibnvgy are going to go
about using Life magic to create X-Ray vision.

Do not forget that this is meant as an aid to Gbfig players, not a
restriction. Ultimately the pricing of magical effts should always come
down to a GM call. However because it can bedliffito keep things

balanced if everything is done on the fly, thi$ fibould serve as a useful
reference, to keep things in check.

Task Effects
Task effects are defined as those where the playstempting to achieve
a very specific action using their magic, one tiaes not fall under any of

the general categories of alteration or damagetstfeExamples would be
opening a lock, or distracting someone. In thaestances the GM should
simply assign the task a DR, just as they wouldtl Was being attempted
using a mundane skill. Then choose the approprisgical skill, and
have the player make the roll. For the purposelseating the DR, treat
the number of successes as being equal to doubRaiver of the spell.

One of the most common uses of this rule will bedetection
effects, and in particular for most applications thie Discernment
specialisation of sorcery. It may also see a fouse for Psychometry
(Technomancy), and Seeking (Spellmarking)

Generic Effects

Altered Senses (¥2) — This spell gives the targetva sense, with a range
equal to the EV of the spell.

Magic Bolt (¥2) — This spell effect deals damagéeh® target equal to the
EV.

Pure Magic Bolt (2) — This spell effect deals shagmage and critical
damage to the target equal to the EV, ignoringraiour.

Flight (¥2)— This spell effect allows the targetftp, with a base speed
equal to the EV. As with any other form of movemehe character may
run or sprint to increase their speed. HoweverinBpg requires a
Meditation roll, and causes corruption rather tehack damage if the roll
is failed.

Speed (Y2) — This spell effect increases, or redubescharacter's base
movement speed by the EV of the power.

Magic Armour (¥2) — This spell grants the target aumwith AV equal to
the EV.

Duplicate (1) — This power creates a duplicate rof a@bject or creature.
The maximum volume of the target is equal to the iB\tubic metres.
The duplicate ceases to exist when the spell effieds.

Forcefield (¥2) — This power creates a forcefieldhwa Field Strength
equal to the EV. Magical forcefields do not recfgarand when the field
strength hits zero the spell effect automaticatigiee

Life

Altered Senses (¥2) — Possible senses for thedfelife include lifeform
detection, awareness of poisons, and sensing ¢ontag

Regeneration (1) - This spell effect allows theyéarto turn a number of
points of Lethal damage into Stun damage each &gqual to the EV of
the spell, until the effect ends. After the effentls the healing remains.
Transformation (1) — This power allows the casteredesign the target's
physical form by adding or removing species edgesfiaws, as described
in the species creation rules. The total CP valuthe edges and flaws
affected may not be more than 20 times the EV ef gpell. For the
purposes of this spell, flaws cost points just kkiges.

Modify Attribute (1) — This power modifies one dfée target's primary
attributes by the EV.

Ignore Pain (1) — This power allows the targegtwore a number of points
of Action Penalty equal to the EV.

Cause Pain (1) — This power adds its EV to theet&rgAction Penalty, as
they suffer excruciating pain.

Energy

Altered Senses (%) — Possible senses for the @Eldnergy include
thermal vision, x-ray vision, and sonar.

Invisibility (1) — This power adds its EV to the DdR all tests to spot the
character.

Energy Bolt (*2) — This spell effect deals damageh® target with a
specific energy type. The damage is equal to the Modified as
appropriate for the energy type chosen.

Energy Manipulation (¥2) — This spell effect allovike caster to
manipulate energy directly. If used as an attaekdamage is equal to the
EV. The range of this spell is equal to the distato the energy source
added to the distance that the energy is madeveltr

Negate Energy (¥2) — This spell effect reduces theep of the target
energy source by its EV. If used against a dangagirergy effect, reduce
the damage by the same amount.

lllusion (2) — This spell effect creates a reatistiusion. A PER roll
against a DR equal to the EV will allow a charadtersee through the
illusion.

Protection from Specific Energy (¥4) — This spefeef is the same as the
above, except that it only works against one sjgeténergy type.

Resist Environment (¥s) — This spell effect redutes severity of a
specific environmental effect by the EV.

Telekinesis (¥2) — This power can remotely influette@environment with
a STR value equal to the EV.

Matter

Altered Senses (¥2) — Possible senses for the &elchatter include



density sense, tremor sense, and perfect spatataess.

Shape Matter (1) — This power allows the reshapih@O stone of non-

living matter per point of EV.

Create / Destroy Matter (1) — This power allows $orcerer to create or
destroy 10 stone of non-living matter per poinEdf.

Density Shift (4) — This spell effect alters theget's density, multiplying

or dividing their weight by 10 for each point of E\f the target's density
is increased, treat them as having their scaleasad by the EV against
shock damage. If their density is decreased, ajy@yincreased scale to
Critical damage instead. This only applies the agenreduction, without

any of the associated effects of increased scale.

Warp
Stasis (1) — This spell effect seals a target Bitsis for a number of

rounds equal to the EV. Nothing can affect an abje person in stasis,
nor can they act in any way. They are completelgware that time has
passed.

Time Hop (1) — This power transports the charaateumber of seconds
through time equal to the EV.

Teleportation (1) — This spell teleports the tameumber of range bands
equal to the EV.

Telekinesis (¥2) — This spell effect can remoteRuience the environment
with a STR value equal to the EV.

Density Shift (4) — This spell effect alters thegt's density, multiplying
or dividing their weight by 10 for each point of E\f the target's density
is increased, treat them as having their scale#@sad by the EV against
shock damage. |If their density is decreased, ajhyayincreased scale to
Critical damage instead. This only applies the algenreduction, without
any of the associated effects of increased scale.

Mind

Altered Senses (%) — Possible senses for the fHéldnind include
clairvoyance, clairaudience, ESP, empathic semekpsychic awareness.
Telepathy (¥2) — This spell allows the to commurédatepathically for the
duration. The maximum distance over which they cammunicate is
equal to the EV.

Mind Control (4) — This power allows the castectmtrol another's mind,
provided they fail a WIL roll against a DR equathe EV.

Ignore Pain (1) — This power allows the targetwoire a number of points
of Action Penalty equal to the EV.

Cause Pain (1) — This spell effect adds its EVHhe target's Action
Penalty, as they suffer excruciating pain.

Modify Skill (¥2) — This spell effect modifies onef dhe target's
specialisation's by the EV. The caster must hheeskill, and the target's
modified rating in that specialisation may not ed¢he casters.

lllusion (2) — This spell effect creates a reatistiusion. An INT roll
against a DR equal to the EV will allow a charadtersee through the
illusion.

Remove Sense (1) — This spell effect temporariimaees one of the
target's senses if they fail a WIL roll againstR €qual to the EV.

Common Applications of Magic

Attack Spells
Fire / Frost

Electrical / Sonic
Radiation / Corrosive

-1 DG
-2 DG
-3DG

Healing Spells
Teleportation
Flight

Environment Manipulation

Spellmarking Rituals

Ritual Elements
. No components -3
. Common components -1
. Magical components +1
. No ritual (1 turn) -3
. Short ritual (2 minutes) 0

. Medium length ritual (10 minutes) +2
. Long ritual (%2 an hour) +4
. Extended ritual (3 hours) +6
. Full ritual (24 hours) +10
. Unskilled participants +1
. Each skilled participant +1
. Concealed mark -2
. Interesting and vivid description +1-3
. Very little effort put into description -1-3

A skilled ritualist is defined as anyone with atde 1 rank in the
Spellmarking skill being used. A distinctive ardvimus mark is one that
simply cannot (and in fact for the ritual to workust not) be hidden or
concealed in any way. A component is any kindrafawal ingredient that
is used up in the preparation and performanceeofithal.

Rotecraft

Casting Rote Magic

Casting a spell using rote magic is exactly theesa® casting a normal
spell. The only difference is that when castirrgta spell, the player must
use the spell effect laid out within the rote. niy not be altered or
adjusted on the fly in any way. However as a tesiuthe careful design
of rote spells, the caster only takes half the mbroorruption (rounding
down) from casting the spell.

Designing Rote Spells
To design a rote spell the caster must compleexsnded magical theory
(occult) task roll, with a DR of 6, and an intenedl2 hours. Upon doing
so the spell is ready. The player then discussts the GM the exact
spell effect they are looking for, and the GM assithe spell a cost. The
GM should allow the player to be very precise abebat exactly they
want the spell to achieve, and how they want wook.

Having successfully designed the rote spell, tlagerl makes a
note of it, along with its cost. They may now dhsit Rote whenever they
wish.

Learning Rote Spells
To learn a rote spell off of another mage, you

Magical Equipment

Spelltraps

A spelltrap is a device designed to aid in theanstg of spells. Once
cast a spell can be transferred into a spelltrégiciwthen sustains the spell
on the caster's behalf, so that they do not take @orruption points for
sustaining the spell. A spelltrap can hold ondl sp& time, so long as the
spell's power does not exceed the power of thétispel

To use a spelltrap the caster must first cast pled being attempted, and
then sustain it for at least 1 round. The castastrthen spend a standard
action transferring the spell into the spelltra@learing a spelltrap, and
ending whatever effect it is currently sustainiregjuires a free action.

® Spelltrap — A spelltrap can be made from any mdgica
resonant object, although the process of creatimg takes a
long time. They are used by mages to sustainsspéthout
accumulating huge amounts of corruption. Each ¢ap hold
one spell at a time, and their power determines powerful a
spell they can hold.

® Fortune Charm — Adds fortune points equal to &@Bg, usable
only once each. Once used the points are pernignent
expended.

® Talisman of Protection — Reduces the damage gr&dal o
attacks made against the character by it's rating.

® Mageheart — Adds it's rating to the total power af
spellcasting rolls made by the character.

® Spirit Conduit — Reduces all corruption the charatakes by
it's rating.

® Mageguard — These items are warn as a defence sagain
magical attacks, as they will reduce the powerrf magical
effect directed at the character by their ratingnfortunately,
this applies equally to beneficial magical effects
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The principle of channeling, as opposed to necrayan that the spirit is summoned into the chaemeThey can then steal aspects of the demon'smpow
Full controlled possession is known as assumingwatar form. More limited forms allow access te #pirit's demonic powers. Particular abuses delu
forming a homonculus and then taking ownershig fsfbm the demon, focusing power into a ritual,ding a fragment of the demon's power to an object
(enchanting it, to create an Artifact), bindingagiment of the demon's power to the channeler @®ently stealing a demonic ability), and finallyskving
the spirit such that it can be commanded by themélar.

Skills
Channelling (WIL) -

Summon (EMP) — Can call a spirit to a place, artti greater effort can cause it manifest.

Bind (WIL) — Can bind a spirit to an object or agmn. However if the person cannot control ityilt take them over.

Assense (INT) — Can learn of the spirits capabsiti

Control (WIL) — Can force the spirit to do what ysant. If it is bound to you, can force it to mi@st through you.

Imbue (EMP) — Can take the spirits powers and attaem to an object or person. Powers end upattadtalf strength in doing so (take the
control value as the base value, or half the comtiie for objects). The maximum power level thatharacter can take is equal to their Imbue pkil
their Empathy. To take the power roll againstatifusted (ie, halved) rating.

Using powers attached to yourself causes Corruptsoper a normal magic roll. Powers attached jiectdbcause one point of corruption each time trey
used (in the case of permanent modifiers, takerg pbcorruption each time the modifier is applieda roll or similar effect).

Dumping Corruption

Corruption points can be disposed of by perforn@rsygmmoning ritual, and then using binding to ti@nthe corruption to the demon (who will devour it
readily). Only corruption points can be transfdrire this way, not the results of corruption rol®nce the roll has been made, it is there to stay.
Using a much more difficult ritual, the corruptipnints can be transferred to another person instead

The permanent effects:
® A penalty to all willpower rolls against Demonicgsession / command
A penalty to rolls against the Control and BindIskinder selected circumstances.
A bonus to all demonic powers used against theacher.
Start taking increased corruption from all formsvagic (the vicious circle)

Eventually the character becomes Demon Bound. ahewholly tied to a demon, who can command theany way that they desire, and who
can, if they choose, become Fleshform through hiagacter.

Effects are applied after multiples of 10 points.

For every 10 points dumped the first two penalgjesip by 1.

For every 20 points dumped the third penalty ggebywl.

For every 50 points dumped the fourth penalty ggeby 1.

Once the character has 300 points dumped, theyrisetied to a particular Demon. The demon can sgigakigh the characters dreams or whilst they are
awake, without needing to roll, and without expgsiself. After 400 points they become Demonica@llychored, at which point the demon can use them as
an anchor for manifesting. Once the charactebBagoints dumped, they become Demon Bound; thedeman control the character's actions, and become
Fleshform through them at will.

Player Character's With Channelling

Rank — Each Channeller can only call upon the sesvof a limited number of demons. How many depeamdhow highly placed they are in the demonic
realms. Normally a PC will start with just one.

What is more, for each power that the PC gaing, Wik have to make some kind of deal, perhaps deirservice or proving their worth in some way.isTh
will strictly limit the powers the player can acsesThe GM can even choose to have the demon(gJedebat powers to offer the player. This way e c
prevent them from selecting totally broken abisitieSimilarly if the player is choosing their owovgers the GM can either make the final stats ferpbwer
himself, or else have the demon refuse broken power

This allows Player Characters to play around witlathelling without becoming powerful to the poirttexe the rest of the party is rendered useless.

Demons

Demons cause Fear equal to ¥ their full Essence.

Demons can create Homonculi, by spending 1 Esgsercdomonculi created. A Homonculi's Essencetenth of it's creator's full Essence. Homonculti ca
be split, or merged, by dividing or adding togettier essence of the individual Homonculi.

When called upon to make any mundane task roll, @asmoll a number of dice equal to their Currerddbee, or half their Current Essence if they are
performing an unskilled task.

A Demon cannot be harmed by any non-magical attack.

If a Demon is attacked using magic then it is #dats a Structure, with STC equal to it's CurressieRce.

Demons do not have an actual scale. They are altvegted as being the same scale as the attagkaqgon for damage, and the attacker for accuracy (i
other words, no scale modifiers are ever appliegttacks against demons).



P@WERS

Cost: Powers, when available, can be bought kkissat 10CP per rank.
Make an open task roll using just the rank of tbevgr. Divide the number of successes generateldeblower Cost to find the Effect Value of the kpel

A stable power costs twice as much. Instead Ghgpfor the power's effect, the rating is simpiken directly as the Effect Value each time thegraw
used.

A controlled power has two ratings. The firsthie fctive rating, the second is the control vakidech is equal to half the active rating, roundewvd. When
using the power make a roll using the active rataggnormal. However if the number of successésdrs less than the control value, use it instead

Demonic Powers

Demonic powers always count as controlled powerkess they are assigned to a mortal, or an enah#éeta, at which point they become standard orlstab
powers respectively.

The rating of demonic powers is always equal todésemon's Essence.
Enchanted Items

Enchanted items have stable powers. Enchanted aeencreated through the use of one of four teolantic skills: Fleshcraft, Golemancy, Artificingd
Alchemy.

Artefacts function as a special kind of enchanterhi Artefacts are pieces of lost technology flwefore even the Kavir had risen to power. As altésey
act like enchanted items, except that they havauna, and cannot be recognised using astral p@nept

Each power functions as a single spell effect,igsidost is determined just like that of a nornsakll.



DIVINE P@WER

Magic hurts demons.

Magic hurts angels.

Divine really hurts demons.

Divine does nothing to angels.

Angels can hurt angels.

Demons can hurt angels and angels can hurt demons.

Inheritance — Power over God's creation
® Manipulation
® Transformation
® Creation
® Discernment

Authority — Power over the supernatural
® Dismiss — Repel, bind, banish and cast out demons
® Destroy — Harm demons with physical attacks
® Countermagic — Stop spells from being cast
® Protection — Prevents the character being posséssadipulated

Glory — Direct and obvious miracles
® Healing — Heal physical maladies
® Cleansing — Heal corruptions, and remove corrugtiaints
® Armour of Righteousness — Increases your evadedking it more difficult for blows to land
® Sword of Faith — Increases your accuracy in combat

Insight — The word of God speaking into their heart
® True Seeing — See magic, demons, and corruptions
® Counsel — Insight in social situations
® Prophecy — Receive dreams containing useful infdoma
® Foresight — Receive warnings of danger beforedurs

Way Walking -
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Psychic Powers

Psionics (INT) -
Sense (PER) -
Communicate (EMP) -
Manipulate (INT) -
Delve (INT) -
Protect (WIL) -

To use psychic powers a character must first Ha@especies trait “Psychic Ability”. Psychic Abjlihas a rank, which determines the maximum number o
dice that the character roll when using any Psipoiger.

Psychic powers are bought like skills, and are jisgdike spellcasting. The player rolls the k&itd generates a number of power points, whicérdene
the effect value for that use of the power. Eamlvgy has only a few specific applications. Howegw®&ychic powers are not actually magical in natane|
none of the rules for magic apply to them. Theydbgenerate corruption, and they do not shovowgny form of magic detection.

Psionicists seek to develop and use advanced npovelrs. There are a number of psychic powerdadtaj broken up into three basic skill groups;
Telepathy, Assensing, and Psychokinetics. Eathesfe powers can be learnt using CP, and eachéiaswn cost. However the use of these powers is
governed by their related skill, and there is atlimhow many powers a character may have. Théman number of powers that may be learnt from any
one skill group is 2, plus 1 for every level of rieag in the governing skill for that group. Evergwer has it's own description covering it's effect

difficulty (against which the user must roll théated psionics skill) and drain. A psionicist mehoose to forgo additional powers in return foramting
existing ones. For every bonus power within d skdt they sacrifice, they may reduce the diffigudr drain of a known power from that skillset by

Sense: ESP, Clairevoyance, Astropathy, Foresigheive vague impressions of the future), Prophstyé the future for specific events), Precognition
(detect events moments before they happen), SettkeS(feel a tingling in the presence of magicjeBteMagic (sense the use of magic in their viginit
Astral Sight (see into the spirit world)

Communicate: Sympathic (receive projected messageg)athy (feel peoples emotions), Mind Scan (sathce thoughts), Reception (listen to telepathic
messages), Telepathy (speak telepathically), M&ugbestion (insert thoughts into a mind), Mind Rgar thoughts out of someone's head)

Manipulate: Spark (set things on fire), Pyrokingsiantrol fire), Thermokinesis (control heat), Ejifpropel objects), Psychokinesis (manipulate db)ec
Telekinesis (wield telekinetic force fields)

Delve: Dreamwalk (enter and interact with a peisdnréams), Projection (see things outside of yody)y Possession (take over another person's body),
Soothe (calm a person's mental state), Heal Megbfr insanity), Alter Memory (change a person'snoes)

Protect: Resistance (become more difficult to affeth mind affecting abilities), Mind Shield (thrnoup a shield against magical and psychic effeBtgjyer
Reflection (throw a person's psychic power badkein), Static (make it incredibly difficult for aoge to use supernatural abilities), Negate (stogrson
from performing whatever action they are engaggdSnoramble (stop a person from thinking straightgntal Blow (crush a person's mind), Terror (cause
someone to panic), Sleep (put the target to sleep)

Psychic Drain

Psychic powers do not cause corruption, and demmtv up to spirit sensitives. Instead they hawarDrDrain is the psychic backlash that resutienftheir
use. Drain accumulates in the same way as Cooryind at the same rate. However it's effectéeasepermanent, but more unpleasant in the imneedia
Essentially psychic powers may be used at low $eakhost constantly with no ill effect. It is ovexerting them that causes problems.

Drain slowly depletes over time. If the charasterain total reaches 10, they suffer a permarfésdtesimilar to corruption but nastier. Howewkain can
be allowed to bleed away before that happenseittaracter is smart about it.

The permanent effect of drain is the loss of 1lle¥ésychic Ability. This can, however, be bougiack (although it is not normally possible to gy
Psychic Ability).

In addition to the Psychic Ability edge, there lisosa Drain Resistance edge which increases thertrod drain needed to cause a backlash.
Finally Innate Powers have a reduced drain effétmbeing used at low levels (Half dice pool, rangdiown, ignore the first point of drain)
Unlike magic, there is no minimum drain for psych@mwers.

Setting wise, Psychic powers are a fusion of magit science; a magic created by science. Thiystiaey have less severe effects on the user, amitl d
show up to spirit sense. Psionics is an evolutfomore primitive forms of magic.
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The Corruption Table

All use of magic accumulates Corruption points escdbed in the section
Playing With Magic. Whenever a character accuneslatO corruption
points or more, deduct 10 points from their totadl anake a roll on the
table below. This will determine what kind of agption, if any, that they
will suffer. Then refer to the section for thah&iof corruption and roll
again to see what precise effect is applied.

2d6 Roll

2-3. Mutation (physical - continues to develop hwit
successive mutation rolls)

4-6. Insanity (anything purely mind affecting)

7. No Effect (dodged the bullet)

8-10. Debilitation (stat loss)

11-12. Taint (all purely magical effects)

In a high magic environment a number of bonus gomay be added by
the GM to any magical effect. However an equal beinof corruption

points will be applied to the player.

In a low magic environment all magical effects aeeluced by a set
amount. However the same number of corruptiontpditom any given

magic roll may be ignored. So in a —2 magic zamepll that should

produce 5 magic points and 1 corruption point pibduce 3 magic points
and O corruption points (no roll may produce negatiorruption points.

They do not exist).

Mutation

The character has begun to develop some sort cfigaiymutation. The
first time this corruption comes up roll a d66 dre ttable below to
determine what mutation they develop. A d66 idetblby taking two
normal six sided dice and designating one of theithe “tens” die (just as
with a d100). The dice are then rolled and reagas and units. So a roll
of 3 and 6 with the 3 showing on the tens die wdndda result of 36.
When a mutation is first rolled, only the earlygsta of the mutation will
start to show. The next time that character @lfsutation result from the
corruption table they develop the second stagbkesf tnutation, where the
effects become highly visible. The third time thielf a mutation result on
the corruption table their mutation becomes fulgveloped with all the
attendant abilities and penalties. If the charaotés another mutation
result on the corruption table roll again on thetation table to see what
new mutation begins to develop. At this pointtele has started anew.

Head

11 Rearanged Features
12 Skinless

13 Loss of sight

14 Loss of hearing

15 Loss of smell/taste
16 Animalistic

Limb

21 Atrophied

24 Skinless

22 Boneless

25 Bloated

23 Displaced

26 Animalistic

Whole Body

31 Flaming Aura

32 Gills/Webbing

33 Chameleon Skin

34 Toxic Bite

35 Breath Fire

36 Bizarre Colouration
41 Shocking Touch

42 Cadaverous Appearance
43 Tough Skinned

44 Rotting Skin / Unpleasant Odour
45 Albino

46 Shapeshifter

51 Scales/Fur/Feathers
52 Giant

53 Animalistic

54 Midget

55 Skinless

56 Loss of feeling
61 Extremely Thin
62 Extra Limb

63 Extremely Fat
64 Atrophied Limb
65 Wings

66 Roll d3 Times
Insanity

The character has developed some form of ment@hitity as a result of

the corrupting effects of their magic. The roll tis table determines the
rough form that their insanity takes. The GM thimiermines the exact
parameters of the insanity. The first roll on thsanity table is always

taken to be a roll of 1. The GM may however chdosgnore any further

rolls made on the insanity table and instead seledhsanity that they feel
to be appropriate to the character.

-
o
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Category
Minor Disorder

Phobia

Mania
Delusion
Instability
Major Disorder

(DU1-J>C\)NI—‘|

Minor Disorder

Absent Mindedness / Allergy / Nervous Habit / Heddss / Narcissism /
Nightmares / Shaking / Skin Complaint / Stammeralkihg to Self /
Talking in Sleep

Phobia
Darkness/Small Spaces/Large Spaces/Spiders/Lifts

Mania
Power/Drugs/Alcohol/Food/Ego/Stealing

Delusion
Personal/World View/Specific

Instability
Frenzy/Hatred/Manic/Bi Polar/Heroic Idiot

Major Disorder
Catatonia / Schizophrenia / Pathological Lying /rsBrality Shift /
Introversion / Dementia

Debilitation

A debilitation is some form of impairment to theachcter's abilities
resulting from the corrupting effect of their magidt manifests as a
random flaw, rolled on the table below. These fiauwf they can be
trained, may be bought off as per the normal rédesouying off flaws.

The character does not receive any CP for the flaw.

Debilitation Table

11-12  Addiction (GM decides what)
13-14 Distinctive

15-16 Fated

21-22 Glass Jaw

23-24  Heavy Sleeper

25-26  Limp Wrist

31-32 Low Pain Tolerance

33-34  Sitting Duck

35-36 Slow To React

41-42  Ugly

43-44  Unpleasant

45-46  Weakness to Poison

51-52 Weakness to Disease

53-56 Weak Sense (Roll on subtable)
61-66 Impaired Attribute (Roll on subtable)

Weak Sense Table
1 Olfactory



Sight

Touch

Hearing

Other (Re-roll if no other, but ignore and re-@fly roll of 6)
Roll Twice

oOUh WN

Impaired Attribute Table
1 Strength

2 Agility

3 Perception
4 Intelligence
5
6

Willpower
Empathy

Taint

This character has been permanently tainted by tmeigic in some

supernatural fashion. The effects of taint areroftisible, if purely magic

nature, and may have a strong detrimental effe¢chercharacter's magical
abilities. Other taints affect the character'saeamd their spirit self. Roll

on the table below to determine what variety afittée character suffers.
If the result is Wild Magic or Tainted Appearanbter the precise effects
will depend on what kind of magic the character ksor If the character
uses more than one variety of magic, base theteftecwhichever variety
they tend to favour, or simply roll a die for it.

Stained Aura

Spirit Flare

Astral Radiance
Ebb And Surge
Tainted Appearance
Wild Magic

O WNE

Stained Aura — The character's aura becomes staitledhe after effects
of their magic. Anyone viewing the character'saawill know that they
use magic, and can work out, by making a DR5 péimepoll, the kind of

magic that they use. Every time this corruptioroifed reduce the DR by
1.

Spirit Flare — This character gains a rank in thgiSFlare flaw, or loses a
rank of the Quiet Magic edge if they have it.

Astral Radiance — This character gains a rankenAstral Radiance flaw,
or loses a rank of the Astral Chameleon edge if tiave it.

Ebb and Surge — Every time the character makes gicrnall the GM
should roll a d6. If the result is even then satitthat much from the
result of their magic roll. If the result is odden add that amount. For
Focus mages this affects the number of corruptioimtp they take to
power up an ability, even if this would take thewmeotheir skill level in
that path.

Sorcery

Wild Magic — The caster begins to subconscioustydpce random and
minor magical phenomena about themselves.

Whenever it feels appropriate select one of theater's sorcery skills,
and roll its related attribute. Do not add thellsta the roll, as the
character is not consciously shaping the energies.

Produce a random magical effect equal in strermthé result of the roll.
Do not apply any of the normal penalties for castmagic, such as
backlash, and corruption. There is no direct éftecthe caster from the
use of his magic. The only effect is that causgdhle magic itself. This
could range from being a nuisance (a swirl of airan office full of
papers) to outright dangerous (cooking off all éinemo in a soldiers gun).
These effects could potentially get the casterraulile as they get the
blame for a magical effect that they aren’t evea@wof having produced.

Tainted Appearance — The characters appearancenbscsubtly altered
in a manner befitting of the kind of magic they worA worker of energy

may find that electricity and flames crackle abthem randomly. A

worker of time might appear older or younger thheytreally are (this

could even change periodically). A worker of wamay find that their

eyes take on a strange glow. A worker of life magay find their body

subtly altered, perhaps the impression of scalestaheir temples, fangs,
or skin that feels unpleasantly like bark. A warké matter may find the

colour of their skin begins to alter as depositarisual elements build up
in their bodies.

Spellmarking
Wild Magic — At the first level of this taint theie a small chance that any

mark inscribed by the spellcaster will spontanepusiert. At higher

levels the mark may spontaneously become a compléifferent mark.

The chance of an inversion occurring is a roll obrl 1d6. For each
additional rank in this corruption increase therateaby 1.

Tainted Appearance — For spellmarkers the effettainted appearance
are somewhat different. They will begin to devekpgellmarks worked
into their flesh, either in the form of stains, IGeor glowing symbols.
These marks will always be ones that they have,Us&dno matter how
they try they will not be able to imbue the markgwpower.

Focus

Wild Magic — When this character experiences ammfof strong emotion
there is a chance that their emotion will be stiieeiged by the power of
their paths. This should be left up to the GM wedmine, and the
circumstances under which it occurs should relatessame way to the
character's chosen Way.

Tainted Appearance — The character is followediraed, particularly
when feeling strong emotion, or when in battle,boief flashes of ghost
selves, often images of the character as the liemipodiment of one of
their Paths.

Channelling

Wild Magic — With their ties to the world of spsitthis is being subtly
influenced by the very demonic beings they seetottrol. The voices of
these creatures whisper to them in their sleep,patiidat their heart and
mind. Sometimes these suggested urges will besangtrong that the
character must make a willpower roll to resist them

Tainted Appearance — Sometimes when people lotkeatharacter they
will not see the person, but the entities with wihticey deal. This may be
a slight twisting of the character's features, aynmanifest as a full
fledged image of a demon standing in the charagtéate.

Technomancy

Wild Magic — The character begins to hear the spiof the inanimate
world even when they are not using their powerst filst it will be
occasional whispers, but as this corruption pragrest will grow to a
cacophony. These voices are distracting, nevecttid at the character,
often speaking gibberish, but a constant preserideey may hear their
desk talking in it's sleep as they try to workhear the desperate cries of a
stone being crushed in the distance, indistingbighfrom the cry of a
living being.

Tainted Appearance — Items carried and worn by tdehnomancer,
particularly those that they make regular use ofracely part from, will
begin to grow more alive. Eventually others wigigin to notice this, even
if only as a vague sense that a certain objectdcalmost be looking at
them. Perhaps those around the technomancer edll their equipment
speaking, or see something move of it's own acfwrd brief instant.

Removing Corruptions

Surgically Removing Mutations

Any mutated body part, if wounded, will heal in theme way that the rest
of the character's body does. The mutation hagsgsence, become a
natural part of the character's physiology.

If a character wishes to deliberately remove a tedtdody
part (perhaps by replacing it with an implant),ytmeay do so. However
they will take a permanent -1 penalty to their Atoaeach mutation that
they have removed. A mutation that progressedugiiranultiple stages
still only counts as one mutation for these purpose

Backlash Table

A backlash occurs on any casting roll that produaedeast as many
corruption points as magic points. Note this oafpplies to the direct
result of the roll, before modifiers are applied.

The strength of the backlash is equal to the nurnbeorruption points
produced, not just by the magic roll but by anyitodal effects such as
meta-magics, high magic environments, ambient mpgijicts, and rituals.
After applying the backlash, apply the effectshaf magic being worked.

1. You briefly see a disorientating flash of coloull your task
rolls are at +1 DR until the end of your next round

2. You feel dizzy and disorientated. The effegui the same as
the previous, only lasting for three full roundstead of one.



10.

11.

12.

13.

Magical backlash staggers you, causing Light stamage,
ignoring armour.

Magical energies wrack your body, causing Lighound
damage, ignoring armour.

You feel a stinging sensation in your eyes, aisdayer that
thinking about any form of magic has become indydi
painful. For the next d6é rounds working any forfneagic
becomes impossibly painful.

You feel an incredible burden settle on you, like weight of
the world is sapping all your strength. For thetrwalf hour
your Barehand attribute is reduced by 2.

You become unaccountably clumsy and flat footéebr the
next half hour your Evade attribute is reduced by 1

You find yourself feeling frail and weak, as ity were much
older. For the next half hour your Resist attribist reduced by
1.

In a cruel twisting of the magical flows, youredifs effect is
reversed, although the target remains the samenaBa heals,
healing damages, bonuses become penalties, ofketsewill

be handled at the GM's discretion. Essentially begeficial
effect becomes malignant, and vice versa.

You suffer a splitting headache. Add +2 tadé#ficulty ratings
for the next half hour

Magical backlash leaves you winded and breathlesusing
Serious stun damage, ignoring armour.

Magical energies tear through your body, causiegious
wound damage, ignoring armour.

You are overwhelmed with a feeling of gnawingadt, and yet
nothing seems to happen. However the characteediately
gains 2d6 corruption points. If these extra cdiomp points
force a corruption roll, then the character takestlzer

14.

15.

16.

17.

18.

19.

20.

21.

backlash equal to the amount of corruption poiaiaed.

Your spell slips completely from your grasps dffect is both
reversed and doubled in strength, although theetasgill

remains the same. Damage heals, healing damagessds
become penalties, and other effects will be handtatie GM's
discretion. Just as with the 7 point backlash bexeficial
effect becomes malignant, and vice versa.

You slip into a dream like state, undergoingvédy confusing,
sometimes terrifying hallucination for the next déunds.
During this time your character collapses, completmaware
of their surroundings.

You feel suddenly light headed, and can longarember the
precise method by which you worked that last magffect.
Reduce the magic skill you just used by 1, permgéyen

Magical backlash slams through you, knocking gown and
causing Fatal stun damage, ignoring armour.

Magical energies tear at your flesh causing |Fataund
damage, ignoring armour.

For a moment the whole world seems to warp anst tike
reality itself is being reshaped, but then it passdowever the
character immediately gains 5d6 corruption point§.these
extra corruption points force a corruption roll,eth the
character takes another backlash equal to the amotin
corruption points gained.

There is a brief sensation of something vasttany terrifying
approaching you at great speed, and then thenelyspain as
your body erupts into flames. You immediately tase
Devastating wound, and a further Serious wound eauhd
after until the flames are put out.

For one brief moment you see into another warlglace you
cannot even begin to comprehend. Then all consoizas
fades, as your soul is consumed and a spirit tagegsidence
in your dead flesh.
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Exolic Weapons & Armour

Deltani Monoweapons

Monoflail
Nanite Spray
Nanite Bomb
Microfibre Web
Cluster Charge
Splinter Spray
Shraptor

Weapon Rng Dmg AP Ammo

Monoflail C N C -
Entangle

Nanite Spray © - - 24
Armour Eater (1), Rapid Fire (5/8)

Nanite Bomb T - - -
Armour Eater (2d6)

Microfibre Web T - - -
Entangle

Cluster Charge T M C -
Large Blast

Splinter Spray A N C 30
Rapid Fire (6/10)

Shraptor C N C 120
Rapid Fire (10/20)

Reginaran Bioweapons

Razordisk
Speargun
Screamer
Toxicator
Acid Spray
Tangleweb

Weapon Rng Dmg AP___Ammo

Razordisk \Y, M S 5
Armour Eater (1)

Speargun S M S 15
Armour Eater (1), Rapid Fire (2/3)

Screamer M S L 3
Homing, Armour Eater (d3)

Toxicator A n/a N 30
Toxin (P3), Armour Eater (0.5), Rapid Fire (4/6)

Acid Spray C L N 20
Scatter, Armour Eater (0.5), Rapid Fire (3/5)

Tangleweb C n/a N 1
Entangle, Armour Eater (d3)

Slithzerikai Warp Weapons

Rift Projector
Subspace Beamer
Subspace Flare
Displacer Pistol
Displacer Gun
Distortion Grenade

Weapon Rng Dmg AP Ammo

Rift Projector B D X 50R
Rapid Fire (5/10)

Subspace Beamer D L X 20R
Scale up damage and ammo expended by 1 for eand spent

aiming, ignores Force Fields

Subspace Flare \% S X 32R
Small Blast, Rapid Fire (2/4)

Displacer Pistol M D X 10
Aimed Shot Only, Ignores Force Fields

Displacer Gun Y D+1 X 15
Aimed Shot Only, Ignores Force Fields

Distortion Grenade T F X -

Flare Grenade

Drake Anti Gravity Weapons

Anti Gravity rifles function on an intriguing priie.
Basically they use a magnetic field to create @a af zero
gravity... not anti-gravity, which just consists afuntering
whatever existing gravitic field is currently affexy you.
Rather this is zero gravity, wherein mass itsetfdnees zero.
The result is that whatever object is slung throtinghfield
immediately, if very briefly, achieves the speedigifit. The
object immediately begins to slow down upon leavimgfield
(and the weapon), as its mass returns. Howe\arcit
velocities very little can dent the momentum ofiffisiently
dense object, making for an extremely powerful grtije.

A basic AG rifle is probably one of the most powédnd
versatile weapons ever created. It can fire aeptib¢ of
considerable mass at the speed of light, effegtiggloring just
about any conventional armour in existence. Thgeand
accuracy are equivalent to that of a laser beam.

AG rifles do use ammunition, but can accept angcigs a
projectile, up to the limits of their bore. Shagrel composition
is not an issue, anything will do. The Drake hbgen known
to load scoop after scoop of rubble into their leakG
cannons, to use as ammunition.

Despite the flexibility of their ammunition intakihe Drake
have developed a number of special rounds for &@®ir
weapons. The first is a fragmentary round thattssinto a
cloud of micro-darts, doing greatly increased daeragpinst
both hard and soft targets. Even a small needissilgaificant
penetrating power at the speed of light. The aspecial round
is a gel shot that is extremely fluid, spreadingtolcreate a
greater area of impact. The destructive forcénisfiiound is
significant, although it does lack slightly in arangenetration.

AG Pistol
AG Rifle
AGAT Heavy Cannon

Weapon Rng Dmg

AP Ammo

AG Pistol E T
Rapid Fire (8/10)

AG Rifle D L
Rapid Fire (12/15)

AGAT Heavy Cannon D S
Rapid Fire (6/8)

Drake Energy Weapons

Plasma Gun
Plasma Beam
Stungun
Forceweb
Pulsar

Graviton Beam
Fusion Cannon
Meson Shotgun
Stun Sphere
Plasma Sphere

Weapon Rng Dmg

F 30

I 60

F 16

Plasma Gun S
Rapid Fire (2/3)

Plasma Beam M
Rapid Fire (2/3)

Stungun A
Stun

Forceweb S
Entangle

Pulsar S C
Large Blast, Single Shot

Graviton Beam M
Blast, Single Shot

Fusion Cannon A
Rapid Fire (2/5)

Meson Shotgun A
Scatter

Stun Sphere T C
Blast, Stun Damage



Plasma Sphere T D C -
Blast

Antimatter Grenade T D+2 F -
Large Blast

Deltani Psiweapons

Psilobe

Psiwarp

Weapon Rng Dmg AP Ammo

Psilobe S T+Psi F -
Stun Damage

Psiwarp S N+Psi F -

Shardslinger
Kavir Firestone Guns

Firestone Duelling Pistol
Firestone Musket
Firestone Arquebus
Firestone Jezail
Firestone Scattergun
Firestone Repeater

Weapon Rng Dmg AP Ammo

Firestone Duelling Pistol S M C 6
Variable Blast (None/Small)

Firestone Musket M S © 12
Variable Blast (None/Small/Medium)

Firestone Arquebus L C C 8
Variable Blast (None/Small/Medium)

Firestone Jezail \ F © 6
Variable Blast (Small/Medium/Large)

Firestone Scattergun M D C 6
Scatter, Variable Blast (Small/Medium/Large)

Firestone Repeater L © C 30

Variable Blast (None/Small), Rapid Fire (3/5)

Gravitic Pulse Weaponry

Can unleash extremely powerful widespread burstawfkinetic force,

crushing or pulverising anything that gets in treyw

All but the most tightly focussed of Gravitic weaysaare simply unsafe
for use by a living being. For this reason Drakavgics were usually

often mounted inside inertia dampened remote drones

Gravitic weapons can also be used to create tightlyssed areas of

crushing forces, or widespread areas of heavy tyrawiaking them
extremely versatile, useful for pinpoint strikelspsk assaults, or
battlefield suppression.

Crystal Blades

Crys Sword
Crysknife

Speed
-2
-1

Weapon Rch Dmg
Crys Sword
Crysknife

>
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Shard Weapons

Shardknife
Shard Sword
Shard Lance

Weapon Rch Dmg AP
Shardknife 1 X
Shard Sword 2 T+Psi X -2
Shard Lance 3 X

2 Handed

Reginaran Bioweapons

Spinefist
Lashwhip
Tip Blades
Talons

Weapon Rch Dmg AP Speed
Spinefist 0 S L -3

Armour Eater(2)

Lashwhip 3 M L -5
Armour Eater(1), Does not add Barehand damage

Tip Blades 2 L L -3
Armour Eater(1)

Talons 0 M L -4

Armour Eater(1), Does not add Barehand damage
Drake Melee Weapons

Fieldblade
Plasma Sword
Plasma Knife
Plasma Lance

Weapon Rch Dmg AP Speed

Fieldblade 0-3 F F -1
Variable Reach, Does not add Barehand damage

Plasma Sword 1 E C -2

Plasma Knife 0 C C -1

Plasma Lance 3 D C -3
2 Handed

Slithzerikai Distortion Blades

Distortion Blade
Distortion Lance
Distortion Dagger

Weapon Rch Dmg AP Speed

Distortion Blade 1 C F -2

Distortion Lance 3 F F -3

Distortion Dagger 0 S F -1

Slithzerikai Flare Weapons

Flare Mace

Flare Staff

Flare Sword

Flare Knife

Weapon Rch Dmg AP Speed

Flare Mace 1 C C -2

Flare Staff 3 E © -4
2 Handed

Flare Sword 2 F C -3
2 Handed

Flare Knife 1 S C -1

Slithzerikai Warp Weapons

Warp Fist

Rift Blade

Rift Sword

Weapon Rch Dmg AP Speed

Warp Fist 0 D+2 F -2

Rift Blade 1 D+2 E -3

Rift Sword 2 D+3 F -4
2 Handed

Traditional Zatchian Hunting Weapons

Racke Sword

Kerran Blade

Choarnimn Battleaxe

Branich Lash

Koral Shardweb

Vortra Hunting Lance

Bralta Hydraknife

Weapon Rch Dmg AP Speed

Racke Sword 1 L L -2

Kerran Blade 0 L L -2

Choarnimn Battleaxe 2 M L -3
2 Handed

Branich Lash 3 T L -2

Koral Shardweb 0 N L -2
Entangle

Vortra Hunting Lance 3 L L -3



Bralta Hydraknife 0 T L -1
Karvir Firestone Weapons

Firestone Knife
Firestone Broadsword
Firestone Mace
Firestone Longsword
Firestone Warhammer
Firestone Greatsword
Firestone Spear
Firestone Halberd

Weapon Rch Dmg AP Speed

Firestone Knife 0 M F -2
Fire, Magical

Firestone Broadsword 1 S F -3
Fire, Magical

Firestone Mace 1 C F -4
Fire, Magical

Firestone Longsword 2 C F -4
Fire, 2 Handed, Magical

Firestone Warhammer 2 F F -5
Fire, 2 Handed, Magical

Firestone Greatsword 3 F F -5
Fire, 2 Handed, Magical

Firestone Spear 3 C F -4
Fire, 2 Handed, Magical

Firestone Halberd 8 F F -5

Fire, 2 Handed, Magical
Crystal Armour
Crystal Armour

Armour AV Evade Resistance
Crystal Armour 9 2 Severe

Zatchian Armour

Phyrac Razorsuit
O'Tarax Splinter Armour
Karesh Battle Harness

Armour AV Evade Resistance
Phyrac Razorsuit 7 Light
O'Tarax Splinter Armour 3 6 Light
Karesh Battle Harness 3 5 Moderate

Reginaran Battlesuits
Reginaran Battlesuit
Armour AV Evade Resistance

Reginaran Battlesuit 18 1 Severe
Powered (+2), Shielded Senses, Impact Resistant (1)

Pyzallion Sheilding
Pyzallion Sheilding

Armour AV Evade Resistance
Pyzallion Sheilding 21 0 Full

Slithzerikai Armour

Warp Armour
Light Battle Armour
Medium Battle Armour

High Battle Armour
Ceremonial Armour

Armour AV Evade Resistance

Warp Armour 6 5 Devastating

Light Battle Armour 9 4 Fatal

Medium Battle Armour 15 3 Fatal
Powered (+2)

High Battle Armour 21 2 Fatal
Powered (+4)

Ceremonial Armour 24 1 Fatal

Powered (+6)

Drake Armour

Scout Suit

Skirmish Suit

Battlesuit

Armour AV Evade Resistance

Scout Suit 12 4 Fatal
Shielded Senses, Impact Resistant (2), Chameleonic

Skirmish Suit 15 3 Fatal
Powered (+1), Shielded Senses, Impact Resistant (2)
Thrusters

Battlesuit 24 2 Fatal
Powered (+2), Shielded Senses, Impact Resistant (3)
Thrusters

Kavir Armour

Mage Armour
Spirit Armour
Deamon Armour

Armour AV Evade Resistance
Mage Armour 6 7 Total
Spirit Armour 9 6 Total
Deamon Armour 15 5 Total

Deamon armour applies one third of its AV againagical attacks
that would normally ignore armour.

Forcefields

Slithzerikai Forcefields
Distortion Field

Warp Field

Warp Armour

Kavir Forcefields
Storm Shield
Proteus Shield

Drake Forcefields
Particle Forcefield
Gravitic Forcefield

Armour Power Charge Down Time
Distortion Field 30 30 3
Warp Field 100 10 0
Warp Armour 200 20 0
Storm Shield 80 - -

To fully recharge, insert a fresh Firestone (Relpad
Proteus Shield 320 - -

To Y4 recharge insert a fresh Firestone (Reload)
Particle Forcefield 300 6 5
Gravitic Forcefield 500 10 7



Bio-Engineering

Basically they alter your DNA whilst keeping youdrregeneration tank until your body reforms ifte hew shape. The DNA alteration is done using a
treatment of retroviruses and imuno-suppressartss is the other reason for keeping you in a regetion rank.

This means that there is no “healing” period, sitheechanges are a part of you by the time thegane.

Any part of the body can be altered. Strengthli§giPerception, and Intelligence can all be imy@d, though at considerable cost. In additionspecies
trait can be bought for a cost.

The cost is 30,000 per CP of improvements for easgfifications. Attribute improvements are bougttthe current stacking cost for that characted, an
they apply to the base attribute, not as a modiiternatively have them work like in Species Coaetion).

Average modifications cost 40,000 per CP, anddiffimodifications cost 50,000 per CP. Impossibtaifications cannot be bought at any price. Each
modification will be listed with a maximum rank.

Edges

Acute Sense —2/4 CP
Additional Sense — 18 CP
Agile Limb - 5/10 CP
Ambidextrous — 12 CP
Bounding Leap — 8 CP
Breathe Underwater — 12 CP
Camouflage —1/5CP
Danger Sense — 20 CP
Direction Sense — 6 CP
Entangling Attack — 10 CP
Extra Limb — 25 CP

Fast Runner — 4 CP

Fast Swimmer — 4 CP

Flight — 10 CP

Hard Puncher — 10 CP

Hard To Grapple — 5 CP

High Pain Resistance — 15 CP
Lightning Reflexes — 15 CP
Limited Internal Organs — 40 CP
Naturally Adept —5/25 CP
Natural Weapon —2 /4 CP
Night Vision — 8 CP

Psychic Ability — 20 CP
Regeneration — 36 CP
Resilient — 20 CP

Resistance — 5/ 15 CP
Immunity — 50 / 200 / 300 CP
Resistant to Poison — 6 / 50 CP
Resistant to Disease — 6 / 50CP
Shapeshifting — 60 CP

Slow Metabolism — 10 CP
Spider Climb — 4 CP

Strong Limb - 5/10 CP
Snake Crawl — 4 CP
Transformation — 60 CP
Venomous Attack — 4 CP

Flaws

Addiction—-6/18 /30 CP
Cannot Wear Armour — 18 CP
Clumsy Limb -3/6 CP
Implant Rejection — 6 / 18 CP
Distinctive — 4 CP

Fast Metabolism — 10 CP
Fewer Limbs — 24 CP

Fewer Senses — 18 /24 CP
Glass Jaw — 15 CP

Hard to Heal — 18 CP
Photosynthesis — 18 CP
Insanity — 12 CP

Limp Wrist — 8 CP

Limited Movement Rate — 20 CP
Mutation — 12 CP

Naturally Inept —4 /20 CP



No Depth Perception — 40 CP
Sitting Duck — 15 CP

Slow to Heal — 6 CP

Weak Limb-3/6 CP
Weakness to Poison — 5 CP
Weakness to Disease — 5 CP
Weak Sense —3/6 CP
Vulnerability — 3/ 10 CP



V ehicle Credation

Designing A Vehicle

Designing a custom vehicle is somewhat complicdiatithe process can
be roughly summarised in the following five steg& you may guess the
hard work comes in steps 4 and 5. The subsedbielosv provide detailed
information on how to spend build points and calteithe final currency
cost of the vehicle.

1. Choose the scale of your vehicle.

2. Choose the Tech Level of the vehicle.

3. Optional: Assign different Tech Levels to thesthmajor
components; Frame, Armour, and Engines.

4.  Spend 100 Build Points. Tech Level & Scale affeize, not
Build Points spent.

5. Calculate the cost of the finished vessel.

Note: Throughout this section some pretty largerés are being thrown
around, and for this reason the abbreviation “khat for kilo, is being
used to represent thousands. For example 30,00@eabbreviated to
30k. This is even being applied to figures for eyon

Also, you may want to have a calculator and a fatate paper handy, or,
better yet, a computer with some spreadsheet saftwEhese rules are
not designed to be used during play, but rathea pswerful and effective
tool for GM's to design new spaceships for thempaigns, or for a
player who has a particular interest in having theégry own custom built
starship. If the GM does allow a player to desigrustom ship for
themselves, they should add 20% to the final costgresent the cost of
having a custom design made.

Build Points

Environments

. Vehicle construction starts with choosing a basiirenment
for the vehicle to travel through, from the followi list: Land,
Sea, Air, or Space.

. A vehicle may have more than one basic environrfceran
additional in BP and Currency, which varies depegdin the
Tech Level of the vehicle. At Tech Level 1 thetde20BP
for each extra environment, at Tech 2 the cosbBFl, at Tech
3itis 10BP, and at Tech 4 the cost is 5BP.

. Bonus environments can only be taken if a vehiakedn
prerequisite environment and an attached BP costidnot
suffer the cost for taking an extra environmente Honus
environments are Submarine (Sea or Land, 10BP)giRou
(Land, 5BP), Mountainous (Land, 5BP), Undergrourah(,
40BP, includes digging machinery)

. Examples: To build a tank take Land and Roughbditd a
walker take Land, Rough, and Mountainous. To baid
amphibious car take Land and Sea. To build a starb rover
take Land and Submarine.

Structure
. All ships have a base structure value of 10 tirhesTiech Level
of the vehicle body, which may then be further éased by
spending BP. Multiply the BP spent by twice thef eevel
of the frame and add the total to the vehicle's sasicture.
No more than 30BP may be put into structure.

Armour

. Armour costs 5BP per block. Each block adds 2A¥ehalus
the tech level of the armour. Armour penetratiobased on the
comparison of weapon scale and armour scale. \wéapave
a “Scale Modifier” instead of the usual AP valugech 1
armour counts as 1 scale less, Tech 2 is treatedrasal, Tech
3 as one scale higher, Tech 4 as two scales higihemore
than 20BP may be put into armour.

Power Supply
. A power plant produces power points equal to iPs B
multiplied by five times its Tech Level. No moreath40BP
may be put into power supply.

Handling
. The cost in BP for each rank of handling will depp@m the
scale of the vehicle, and the Tech Level of theresy

Handling starts at +5, and each rank purchasectesdhe
modifier by 1. Check the chart to find the apprater
multiplier. No more than 20BP may be put into Hamd

Weapons Space

. Each weapon takes up an amount of weapon space tass
scale. Each ship has a number of weapon slotisevieoy
scale over the weapon takes up twice as many dfatsevery
scale under you can fit twice as many into one sltéte Tech
Level of weapons space determines the maximumi¢seh of
any weapon mounted in it. Weapons space is divigeidto
slots, each with an assigned scale, during vehreation.
Each slot can then be filled with a weapon of Htatle or
lower. 2BP buys 1 slot. Tech Level and Scale atcaffect
this exchange rate. No more than 20BP may benpuit i
weapon space.

. Turret slots are one scale larger than the wedpsndan
mount.

. Weapons with extra ammo require a slot one scedela
Vehicle scale weapons start with enough ammo ¢o fir
continuously for 20 rounds at their maximum ratdiref. For
Semi-Automatic weapons this is 20 rounds. Forlsisgot
weapons, 10 rounds. For a weapon that fires 1drbursts,
this would 200 rounds.

Cargo Space
. The options here are Secure (Tech 1), Cryogenich(Bg, and

Modular (Tech 2). The BP is multiplied by the sigcale
value. Tech Level depends on the options takdreckCthe
Cargo table for the BP to cargo space rate. Optahas a
multiplier to price and have their own special sul&o more
than 50 BP may be put into cargo space.

Passenger Space

. All ships have a minimum crew requirement, and ghdwing
space for that crew to operate. However theredption to
add extra living space for passengers. Passeogeld be fare
payers, soldiers, science teams, dignitaries, yoremelse who
isn't essential to the running of the ship.

. Passenger space comes in four flavours: Tradé@ail
Commercial, and Luxury. Just like Cargo spaceithis
multiplied by the scale value. Tech Level onlyeaft the
aesthetics and comfort. The number of personsnammulated
depends on the variety of passenger space chasker than
the Tech Level. Check the chart for the final eald’he Tech
Level of passenger space is always assumed telsathe as
that of the vehicle.

Equipment
. Each device has a cost in BP and Currency. Dewvites be
purchased at the same scale as the vehicle. Sdaegiaipment
includes: Cloaking Device, Forcefield, VTOL, Expadd-uel
Tanks, Hyperdrive

. Forcefields are Tech 4, and have a rating equile@umber
of BP spent. The rating is multiplied by the FiSlslength and
Charge Rate. The downtime remains the same. Daisag
reduced by scale before being deducted from affelde
Apply the AP scale modifier to the damage gradachiype of
forcefield has it's own Field Strength and ChargéeR
depending on the design.

. Stealth systems add their rating to the DR of atent to
spot the vehicle. They range from dark colour satgeand
engine muffling to full effect cloaking devicesh&@ maximum
rating for a cloaking device is 10.

. Extra Supplies increase the distance the vehicldreael
without needing to restock. The basic range dffdcle
depends on it's tech level and scale.

. Hyperdrives always have a flat cost of 20BP. Ths<lof
hyperdrive depends on the Tech Level, which in affacts the
price. Optional: Reducing the Class of the hypeslhy 1, but
keeping the Tech Level the same halves the BP ¢ be
done twice with TL 4 hyperdrives bringing them doterClass
I, and 5BP.

. Flavours of facility include Science, Medical, Irstital,



Magical, Vehicle, Military, and any others thaty#as come up
with. A facility can either be Small (is a parttbg ship),
Medium (takes up a large portion of the ship), arde (takes
up almost all of the ship). Tech Level does neafBP, just
usefulness. Small costs 5 BP, Medium costs 25|aagd costs
50. Check the chart to see how many people camatepa
facility of the appropriate size and scale.

Overscaling and Underscaling

Overscaling allows you to build a high tech weapba lower tech level
by taking the disadvantages of the next scale ithput any of the
advantages. An overscaled weapon counts as halitige disadvantages
of the larger scale (less chance to hit, use meg@pan space, higher cost),
and none of the advantages (more damage, better A®)every two
scales over the Tech level required to producéehe goes down by one.
Underscaling allows you to miniaturize a weapottingy it into a smaller
space, gaining all the advantages of the smalide gbetter chance to hit,
use less space) and none of the disadvantagesiéesge, less AP). For
every ONE scale under, the Tech level requiredddyxce the item is
increased by 1, and the cost is doubled. The Teghl required to
produce an item may never be reduced by more than 1

Cargo Space
Listed below is the exchange rate of BP to cargespased on the scale

of the vehicle. Values given are for 1BP of casgace. Cryogenic cargo
takes twice as many BP.

Probe 1 tenth of a cubic foot
Shuttle 1 and a half cubic feet
Fighter 10 cubic feet

Gunship 300 cubic feet

Corvette 1 and a half thousand cubic feet
Frigate 10 thousand cubic feet
Destroyer 175 thousand cubic feet
Cruiser 1 and a half million cubic feet
Battleship 10 million cubic feet
Dreadnought 175 million cubic feet
Carrier 1.5 billion cubic feet

Crew Space

The chart below gives the number of passengersémabe carried for
every 1BP spent on that variety of passenger spiaectually provide
living and sleeping space for that many passengsrepposed to simply
getting them aboard, costs 10BP.

Scale Military Trade Commerce Luxury
Probe 0.025 0.025 0 0
Shuttle 0.1 0.1 0.025 0
Fighter 0.5 0.5 0.1 0.025
Gunship 5 5 0.5 0.1
Corvette 12 12 5 0.5
Frigate 50 50 12 5
Destroyer 300 300 50 12
Cruiser 1,250 1,250 300 50
Battleship 5,000 5,000 1,250 300
Dreadnought 30k 30k 5,000 1,250
Carrier 125k 125k 30k 5,000
Cost

Vehicle: See the chart below for the base cogt®fehicle. The figure
given is a lump sum spent to purchase the corebeetiesign, including
basic propulsion, base structure, and crew.

Environments: See the chart below for the costach additional
environment. For basic environments multiply tiséed cost by 10, for
bonus environments multiply it by the BP cost @& émvironment.

Structure, Armour, Handling, Weapon Space, Cargec8pand Crew
Space: See the chart below, and multiply the vgivuen by the number of
BP spent.

Equipment: Find the tech level of the device dregcale of the vehicle

on the chart below. Multiply the base cost of dlegice by the value
listed.

Crew

The basic Crew Rating for a new vessel is 5. Tais be raised one point
at a time, by spending currency equal to the new cating multiplied by
the training cost for that scale of ship.

The figure given for minimum crew is the fewest §ibee number of
people typically needed to operate a vehicle ofyiken scale. In specific
cases the GM can rule that a vehicle can be mamyézlver crew. The
other method of reducing the number of crew neésl&alpurchase
automation systems. The cost of automation isxiib@ training cost for
that scale of vehicle, and each rank purchasedcesdihe minimum crew
requirement (and consequently the training costfab of the next scale
down. The maximum number of ranks that may belmged is equal to
the Tech Level of the Vehicle.

You may opt to have a larger crew than needechforéssel, by paying
the training cost for a higher rank. This doesaiatnge the minimum
crew requirement, it just puts more crew at yospdsal.

Scale Training Cost Minimum Crew

Probe 100 1

Shulttle 200 1

Fighter 500 2

Gunship 1,000 5

Corvette 3,000 10

Frigate 5,000 30

Destroyer 10,000 50

Cruiser 25,000 100

Battleship 50,000 250

Dreadnought 100,000 1,000

Carrier 250,000 2,500

Vehicle
Scale Tech 1 Tech 2 Tech 3 Tech 4
Probe 3,000 10,000 50,000 200,000
Shuttle 6,000 20,000 100,000 400,000
Fighter 12,000 40,000 200,000 800,000
Gunship 24,000 80,000 400,000 1,600k
Corvette 48,000 160,000 800,00¢ 3,200
Frigate 96,000 320,000 1,600k 6,400k
Destroyer 192,000 640,000 3,200k 12,800k
Cruiser 384,000 1,280k 6,400k 25,600k
Battleship 768,000 2,560k 12,800k 51,200k
Dreadnough 1,536k 5,120k 25,600k 102,400k
Carrier 3,072k 10,240k 51,200k 204,800k

Extra Environments: +50% per environment

Structure: +10% per BP

Scale Tech 1 Tech 2 Tech 3 Techi4

Probe

Shulttle

Fighter

Gunship

Corvette

Frigate

Destroyer

Cruiser

Battleship

Dreadnought

Carrier




Armour: +60% per Block

Scale

Tech 1

Tech 2

Tech 3

Techl4

Probe

Shuttle

Fighter

Gunship

Corvette

Frigate

Destroyer

Cruiser

Battleship

Dreadnought

Carrier

Handling: +

Scale

Tech 1

Tech 2

Tech 3

Tech 4

Probe

Shuttle

Fighter

Gunship

Corvette

Frigate

Destroyer

Cruiser

Battleship

Dreadnought

Carrier

Cargo Space

Scale

Basic

Secure

Modular

Cryo

Probe

Shulttle

Fighter

Gunship

Corvette

Frigate

Scale

Basic

Secure

Modular

Cryo

Destroyer

Cruiser

Battleship

Dreadnought

Carrier

Crew Space: +5% /10 % /15% / 20%

Scale

Trade

Military

Commerce

Luxury

Probe

Shuttle

Fighter

Gunship

Corvette

Frigate

Destroyer

Cruiser

Battleship

Dreadnought

Carrier

Equipment

Scale

Tech 1

Tech 2

Tech 3

Techi4

Probe

Shuttle

Fighter

Gunship

Corvette

Frigate

Destroyer

Cruiser

Battleship

Dreadnought

Carrier
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Written here you will find the true history of oawvilisation as it came to
be, as none know it, save you and I. Read cayefafld take note, for
there is much here that will seem familiar, and peich that is different
from what you have already been taught.

The Great War

Sometime during our 16Century the first volleys of a galaxy
spanning war were being fired, many thousand lglatrs away. To those
on Earth, looking upwards, they seemed little mitr@n flickers in the
night. We could not have understood that eachho$e flickers was a
world dying.

The was was fought between three great empiree Drake
were a people of science and technology, who useid almost unlimited
manufacturing capacity to produce armies of irgelit drones, self aware
battleships handling whole armies of remote coledobattle tanks. Their
allies, the Slithzerikai, were a people of honouthwa long martial
tradition, incredible technology, and some undeditzg of magic. They
relished the chance to prove themselves in battld, their armies were
nigh unstoppable. These two great empires wergethagainst the dark
power of the Kavir, a people of magic, disdainfiiltechnology as a
worthless means to an end. The Kavir lived andthesl magic, infused it
into every part of their lives. In battle theimdenic servants went forth to
wreak havoc amongst their foes, annihilating whid#alions in the blink
of an eye. With the powers that they long sinceterad, they were like
walking gods, twisting reality around themselvde la cloak. Just one
Kavir, with demonic servants in tow, could takeamnarmy, but they were
few in numbers, and their enemies had great podéner own, and a
great deal of determination.

The war was long, bloody, and extremely destructiiiring
its course many desperate stratagems and brutglaigns were enacted.
The Drake developed new forms of biotechnology #iktwed them to
grow weapons, armour, spaceships, and even troopsaese. The Kavir
enacted powerful sorcerous rituals that wreakedtgtestruction on their
foes. The Slithzerikai turned to slavery, recngtithe many young races
of the galaxy to fight for them as expendable friomé¢ troops. One of
those young races was Humanity.

Plucked from our world in the year 2053 by a grofiDeltani
slavers, cunning allies of the Slith, our entiredps was offloaded to a
Slithzerikai factory world. There the genetic dafaevery last human
being, from the oldest to the youngest, was caltand pooled on the
vast Slithzerikai data network. This data was theed to create legions of
new humans, produced from growth vats, hyper-aratelé from
conception to the prime of life in just a matter mbnths. The same
process occurred with every other species thatSiithzerikai captured
and used, producing vast armies for them to thraw bhattle.

They armed and equipped us with cheap mass produced

weapons and armour, devices many centuries outatsf by their own
reckoning, but cheap to produce in bulk, and efffecénough when used
in large numbers. They didn’t expect many of usuovive the kind of
battles we were being thrown into, so it madeeligknse to give us the
best equipment they had. What's more, by nevemallg us access to
their superior technologies they prevented us fewar considering any
kind of mutiny against our masters. No slave wasr ¢aught how to
operate even the most basic of the Slith’'s own waspvehicles, and
systems. We could not even read the labels, hewiem taught such a
hugely simplified version of the Slith tongue tha could not even hope
to understand the complexities of their true lamgua We could only
communicate with the other slave species, and tiitke assigned to give
us orders.

We fought and we died. We died in our billionsgetually in
our trillions. Our Slithzerikai masters did notrea They could always
produce more of us. With superior technology, anerwhelming
numbers of expendable foot soldiers, the Slithzérikere winning the
war. After three decades of battle the Kavir crigdp Their empire was
crushed beneath the weight of the Slithzerikai machine, and the Drake
onslaught. Those that survived, and after the dhsthe Drake plague
strikes they were few indeed, fled to the farthrestches of the galaxy,
using their magic to conceal themselves.

For a while it seemed as if the war was finally puetil the
Slithzerikai turned their attention on the Drakéhey had seen the Drake’s
military power at work, and knew that, whilst stiiferior, the Drake were
a formidable foe. The Slith reasoned that thest Isérategy would be to

destroy the Drake before they could have a chaocedoup from the
losses they had already suffered. The Slith had lbéen weakened, but
still held the upper hand. Under the determinedirhar blows of their
military the Drake too began to crumple. They wereed to enact retreat
after retreat, abandoning whole star clusterseo #memy, until at last the
Slith war machine stalled. But it was not the Rrakat had fought the
Slithzerikai to a standstill. It was simply thetl$k own petty politics.

The development of the Slith’s vat growth technglabat they
so successfully used to mass produce expendabiiersol sparked a
vicious debate amongst the various political growpthin the Slith
empire. In particular one very powerful factiordredefinite use in mind
for the technology. Since the earliest days ofrtbiwilisation the Slith
had been a strongly patriarchal society. Womereveeen as necessary
but inferior, much in the manner of the ancientékszon our own world.
With the development of the vat growth technologfich could match
genetic elements from a collected pool of DNA teate endless new
genetic combinations, in the same manner as theegsoof biological
reproduction, many argued that the need for womethéir society was
over. The time of females, they claimed, had ctoren end.

For all the power that these factions held, itasltful that the
bulk of popular opinion, even discounting the opitd of the female
portion of the populace, would ever have truly sarpgd the removal of
women from their society. However the suggestamd the fear that it
created, was enough. The Slithzerikai were dividawd this division
gradually grew until it sparked into an all outitivar. The spark was an
attempt, by a radical political group, to begin wge of all females by
force. The result was the most epic, and destreictivil war the galaxy
had ever seen. The Slithzerikai had technology d¢bald destroy whole
star systems in a single blow, and when turned upemselves their
military might lived up to its destructive potertmagnificently.

Caught in the middle, the slave races became umiango
Many were left to defend the Slith borders agaihstDrake, a task they
were woefully ill equipped for. Many more werefatce flung into battle,
and then abandoned in favour of other strategi€se war reached its
bloody zenith, and at last the entirety of theh2krikai empire came
crashing down, leaving their ex-slaves standingragabthe ruins. With
the Drake rapidly advancing, reclaiming what theg tost, the last of the
Slithzerikai fled into hyperspace, a realm they hestered more than any
other. There they declared a truce, and begaortiéyftheir last great city,
Hyperion, an artificial island within the chaostgfperspace.

The Aftermath

The Drake advance was rapid, with nothing standintheir
way. They soon came close to the borders of tir@inal territories, and
yet their they halted. Without even reclaimingthbt they had once held,
the Drake stopped and settled in. Reasoning they had sufficient
territory and resources to support their vastlyuoedl populace for the
foreseeable future and beyond, the Drake begaortsotidate what they
had, leaving the rest of the galaxy to the dismlapeoples that had
suffered much under the Slithzerikai’s tyranny.

Amidst the ruins of the empire the various dispsssd began
to scratch out a living. Without an understandifgthe Slithzerikai
technology they could not travel the stars, or eeemmunicate across
worlds, and so they remained fragmented and ishlateattered across a
thousand different planets orbiting a thousand .suiibere they would
have remained for a good long time, if not for avriwist in the tale; the
reappearance of the Kavir.

Despite their defeat in early stages of the wagugh of the
Kavir remained to continue taking an interest ia #ifairs of the galaxy.
They were incredibly weak, certainly no match foe Drake if they were
to make their presence known. However with the @ficthe Slith’s
servants they could be powerful again.

There were now about 200 worlds, divided from eatbler by the vastness
of space, each populated by a small group of slavasse slaves were
armed with Pulse Rifles & Disruptors, wearing Powemour (etc), and
generally decked out like a bunch of badass maihkefrs. They had
facilities, or at least a temporary camp, and {i@pably had some
spaceships and other vehicles lying around. Sdrtteese vehicles they
could use, but most they couldn't. They certadayldn't use the
spaceships.



So what happened next? Well first of all, the fdigpensers ran out.
Then the power supplies started to malfunctione gins started to run
out of ammo. Pretty soon it became clear thattéduknology (which you
have to remember was built as quickly and cheaplyossible), without
the resources of the Slith armourers to keep it malntained, was simply
a liability.

Then it became clear that nobody had the skillepair or replace it. Oh
people had passed on what knowledge they couldt tvass one thing to
talk about firearms, another to train someone ta gensmith, without any
way of demonstrating the skills, or letting theragiice them.

So we started from scratch. We went back to bowisaarows, because
they were easy enough to figure out once you kimevptinciple. Granted
stuff like this still took a lot of trial and erroand a lot of people dying.
Spears were pretty easy. Knifes weren't so hayl edell, if need be we
could just throw rocks at the wildlife. Many singpksorted to gathering,
and as time went on they moved to farming.

What of the technology? It stagnated. It satameshouses, or more often
than not in shrines. The chieftains hut would haseit of power armour
in one corner. There would always be a few whaakhew to use it, but
only a few.

For the most part society stagnated there. liesettown. We got on with
living, and staying alive. Past glories becantéelinore than legends,
which is all they ever really had been. Even thghtnof the Slith became
little more than a vague memory. After all, theichnology had only ever
been used for destruction. Those who survivedvdrehad known
nothing but death, and know they had a chance¢o [Technology was
not revered. For many it was hated.

There were a few places though, where it was differ A handful of
worlds were people dreamed of something biggereyTiegan to
experiment. They learned a little of how to opettiie great Slith ships.
They got them flying. They got them moving. Thmgan to explore. As
they explored, they used their mastery of the $itthnology to inspire, or
to dominate. They brought others into their foldunder their heel. They
gathered allies, or subjects. With each new witrir reserves of
technology grew. They traded for relics, or justk them. They began to
develop technologies of their own. They rediscesdezthemicals,
electricity, computing. Their worlds became madeanced, their
technology improved. They encountered each otfbere were wars,
skirmishes, treaties, unions. Eventually five reraed. Five great powers.
Five clans.

They realised that war would only hurt them, batler could help them all
grow. They signed a treaty. They agreed that thayld live in harmony,
trading peacefully, sharing resources. And thegedthat magic, the one
great unknown, the one thing that none of themdtoahtrol, would be
put in the hands of a single body, a single gredm they would all have
command over. They agreed that there would bears of faith in this
brave new world, that all faiths would unite in onEhis group, the
Church of Unity, would eventually become The Ptiestl. This group
would regulate and control the use of magic, soithveould not fall into
the hands of the unwary. This group would unitéagths under one
banner.

So we stand now. The five clans each control #mipire. The
freeworlds act as neutral trading ports for albewNprimitive (and not so
primitive) worlds are being discovered all the tinfsometimes they
become part of one of the clans, sometimes thegiremdependent.

But tensions have been building. The priesthocdbegn growing in
power, quietly, slowly, unnoticed. The clans hheen getting more
desperate for the technologies of old, for the pavf¢he Slith. They have
begun to bicker with one another over researchsjdltow of information,
control of valuable sites. Populations have bemmiing, resources
growing thinner. Technology, and the growth ofustlial output,
demands greater production of raw materials, demp@es, more miners,
more mouths to feed, less hands doing the feediing. skilled professions
grow in number, as do the bureaucrats, and allrhbeadrain on the
production of materials and basic foodstuffs. Tedbgy can only
alleviate the burden so much, and every day thesGsge the rich and
plentiful lands of their rivals, and grow jealouBhey have been looking
for war for too long, too eagerly, and at lastasltome. The priesthood,
eager to play it's creators off against one anptbdsring them low with
conflict, and then step into the breach, has begking its own moves
behind the scenes. Finally they called a conferdratween all of the
clans, on the world of Attanis.

But Attanis was very well chosen. It holds a dedrwient ruins, which
contain a powerful and ancient piece of Slith tetbgy. During the
course of the conference all of the clans did ath#pying around, and all
of them found this technology. All of them soughtuietly take control
of it, whilst wearing smiles as they met in the feoance hall. Eventually
the strain that the secret fight put upon the pgaceeedings was too
much, the talks broke down and, desperate to keefoat of the planet, all
five Clan fleets fired on another. It was a bloattiy and it only grew
worse as each Clan sent reinforcements, whilstking simultaneous
attacks on other battlefronts, in the start of opestilities.

Eventually the Priesthood stepped in, declaringitt an exlcusion zone.
Their own fleet moved in, to keep the Clans oud ey cut off all
magical transport to the area. However by thevag too late, and the war
was already in full swing. It had never really bedout Attanis. That
conflict was just the trigger to a larger one.

The Celesti

Little is really known about them. Few know thhey even
exist. They refer to themselves as “The Celestithough this name is
almost certainly fallacious. In their dealingstwihe world of flesh they
have always maintained a careful fagade, that @fgbservile spirits,
advisors and aids to those that can acquire theiices. Yet through
subtle influence and cunning advice the Celesttioar to advance their
own agenda, one that will be the bane of everpdj\ieing in our galaxy.

The Celesti were once, many eons past, creaturdtesif.
They studied, and to a great extent devised, the a@fr magic, and
eventually came to study the substance of the wsevitself through the
lens of their magical learning. They devised a mseahrough the
expenditure of great power, to cross over intosihieit world, where they
believed they would find nirvana. The dominante3élfaith was one of
reincarnation, very similar to that of the Hindwegith a virtuous soul
eventually rising through the orders until they cleed the Celesti
equivalent of the Hindu nirvana. What the Celssiiight, through their
magic, was a shortcut. They hoped to simply ctheddivide, en masse,
and enter nirvana by guile. The ritual was enattgdver a million of
them, but its effects encompassed their entire.rathe Celesti, every
man, woman, and child among them, entered the syrid, leaving their
physical shells to crumble into dust. Many of thdid find peace, but
many more found themselves banished to a netheld wof unending
darkness. Their they suffered, and they schemiétey had crossed the
divide once, so they could cross again. They coetidrn to the world of
flesh they had left behind. They had sought niavaand it had turned to
ash in their mouths, but the world of flesh wad ttieirs for the taking.
There was only one problem. The Celesti could pesform their ritual
whilst trapped in the spirit world. They would feato convince beings in
the world of flesh to do it for them. So they weait and watched, as new
sentient cultures arose, and at last they foundhwtevas to their liking.

The Kavir were also students of magic. They bec¢ahteugh
their own means, quite powerful, and began to neakeact with the spirit
world, seeking counsel. So the Celesti came toen@iatact with the
Kavir, appearing before them as summoned spiritsping many guises
to fool the Kavir. The Celesti taught the Kaviettrue ways of sorcery,
and lead them to their most sacred sites of powEhey nudged and
guided the Kavir, moulding them to their plans.r fiee Celesti to return to
the world of flesh they would need two things. Thet was a ritual of
great power, enacted by many millions, channeltimgjr power through
the Celesti’'s ancient magic artefacts, found seadt¢hroughout the ruins
of their empire. The second thing they needed avageat number of
marked bodies. The marked bodies would be liviegtisnt beings who
had, most often through trickery, submitted to reseof magical rites that
would prepare them for possession by a Celestit.spivhen the time
came for the Great Return, as the Celesti begaaltdt, the spirits in the
marked bodies would be displaced, and replacedhdppirit of a Celesti.
This, however, became a very serious problem Célesti.

The Great Return would take a long time to prepauewhen
it finally happened, it would happen very suddenBvery Celesti with a
marked body waiting for them would return to therldaof flesh in their
chosen body. However any Celesti without a boeypared would be left
behind in the spirit world. The Celesti began tormy. What would
happen to those left behind? Would they langurshihie spirit world
forever? They could not trust their brethren tepare new bodies for
them once the ritual had already been enacted o8oethe Concordance
was created. The Concordance was an agreemenigaitbonse Celesti
involved in enacting the Great Return, in whichytlstated that the return
would not happen until a body had been found fargvast member of
the Concordance. For the Celesti, it was all oreno

So with this in mind, they began to pull stringsidatheir



unwitting servants, the Kavir, began to piece thgethe necessary parts
of the ritual, and to enact the rites that wouldkthe necessary bodies.
However as things came nearer to completion tharKaere forced to
look further afield for the important sites andefatts needed. Tensions
arose between the Kavir and the Slithzerikai, theighbouring race in the
galaxy, and at last a war broke out. The Drake other significant power
in the galaxy, were quick to join the war, acting suspicions that they
had somehow acquired of just what the Kavir weymdrto enact.

What the Players Know

The Celesti are not known to mortals by their reahe. In the
war those opposed to the Kavir called them 'demori@iey are now
known to the priesthood as 'spirits'. However phiesthood speaks of
spirits only as ephemeral beings, to be worshipged prayed to for
favours. They keep their actual relationship witle spirits, and their
ability to control them through channelling, a @lysguarded secret.

The Wraiths

At present only a few forces in the galaxy underdtene truth
of demons, the significance of what they are andtwthey can do.
Perhaps the most important of those groups ar@Vtlagths. Spirit beings,
trapped between the world of the void inhabitedtiiy Celesti and the
world of flesh, the Wraiths have been able to leartittle about the
Celesti. Most importantly, they know of the Celsstlesire to return to
the world of flesh, and they know of the concordancHowever the

Wraiths remember what the galaxy was like whenGklesti ruled it, and
they are determined not to allow such an atrocityeppen again.

Like the Celesti, the Wraiths are exceptionally doat
manipulation and deceit, and they have contrivednyntimes now, to
bring about the downfall of any civilisation thaetCelesti get their claws
into, before the Celesti have sufficient influeneéring about their Great
Return. It was the influence of the Wraiths thafised the Slith to wage
war on the Kavir, and it was the influence of theaiths that caused the
Slith to wipe themselves out in their subsequewt wiar. Now they are
moving to assert influence within the five clansdgreparing the means
needed to annihilate the Priesthood, before itcaoo become a bastion of
power for the Celesti. Once they have destroyedPitiesthood, they plan
to turn the clans against each other, leaving smgll scattered empires.
In doing so many hundreds worlds will burn, but iWeaiths will have
secured the safety of the whole galaxy for a littlgle longer, and they
have little care for the lives of mortal things.

The Wraiths are not fools, and they are awarettteit plan is
short sighted, that it is not a permanent solutidhey are also aware that
there are only two permanent solutions. The fesib somehow ensure
that the Great Return becomes impossible, the aher somehow wipe
out the Celesti entirely.

Threats

The Drake influence on Clan Phoenix



Largely growing to become an independent entitynftbe Clan's that established it, the priesthoddalking to carve out it's own place in the galaxyith
it's order of Knights Templar, powerful demonicatiynted warriors sworn to the priesthood's senive Priesthood is a powerful entity, and theigios are
unsurpassed.

Knights Errant -
Knights Templar -
Flaggellants -
Novitiates -
Acolytes -
Missionaries -
Priests -

Deacons -

High Priests -
The Cenobriarch -



Darkstar

The most militarily powerful clan, Darkstar is rdléy a patriarchal dynasty, one that has grown detpched from the ways of it's people. Their rigle
tyrannical, but their people’s loyalty is fanaticahd the combination is very dangerous indeedeyTéick political wit or guile, save when their ctiers can
avoid the overbearing control of the patriarchsyéner their military power in unquestionable. @fthe great clans, Darkstar is the one that mustatens
to begin some form of large scale conquest.

The Knights of Fire

Once a part of Clan Darkstar, The Knights of Fiexeva military order, standing alongside the Krégift Thunder and the Knights of Stone. They hawvees
fragmented away from their ruling clan, and spreatiinto the very edge of the Rimworlds. Theirgmse is unclear, but it has been suggested thaatke
searching for something. They move in small growgsking closely together, hiring or acquiringrtsport through various means, and receiving orders
through a network of informants.

The Knights of Thunder

The Knights of Stone

SiN

Overawed by the glories of the ancient Slithzerémpire, SiN seek to rebuild that glorious civiliea in their own hands. Their explorers leapay
chance to uncover another Slithzerikai ruin, amey tre not above using force and coercion to laiyrcto any such artefacts that are uncovered. &Nilao
supporters of the Entropics, which puts them asawlith the priesthood, and most of the rest ofdlhas. However they have found the Entropic sebiet
very useful as a tool in furthering their reclaroatand study of ancient Slithzerikai artefacts.

Deathdancers

The Academy
An attempt to revive the old Slith institution dfet same name, The Academy is Clan SiN's collegioigt for all knowledge regarding the ancient Slith
empire.

Phoenix

The Phoenix clan is known to have been the firshase contact with the Drake. Of what happenethduhe meeting they will not say, but it is knotnat
ever since that time Phoenix have grown vastihéirtunderstanding of Drake technology, whilst tlagtions as a political entity have grown increghi
erratic, as they distance themselves increasingtizér from the other clans.

Lictor

Very insular, Lictor are besotted with the possibiprovement of mankind as a species through tpécation of technology. This lofty ideal has sinoeen
subverted by the desire for ultimate control, afteeries of internal struggles arising from défeses in academic and political direction. Theltés that
Lictor’s ruling Synod has become highly tyrannicaid the applications of their science are mosityi$sed on control and manipulation. Their more
extreme forms of genetic and cybernetic maniputaliave earned them a reputation as monsters. Hwweeir most dangerous secret is the unlocking of
psychic ability, which they are finally beginning master.

Rehabilitation
Clan Lictor's solution to malcontents, criminalgiitators, addicts, abusers, the poverty strickerd the other garbage of society is simply known as
Rehabilitation.

Ros Gravairn

Occupying a large number of old Kavir worlds, Ras@irn have devoted more time and effort thanathgr clan into understanding the mysteries of that
ancient civilisation. They have been accused ntiamgs of seeking to reclaim the old ways of magiown to the Kavir, which are strictly the purviewtbe
Priesthood. They continue to deny seeking madicaivledge, and in recent times have opened up rohtheir archaeological sites to the Priesthood for
study. This has done little to put off suspiciand the other Clans are waiting for a chance tugmhat everyone knows to be true. Ros Graivaieraiso
firm allies of the Deltani, and supposedly keeprhesterious Shadowraiths on a permanent retaitibgumh once again this matter has never been prove

Ros Gravairn are engaged in a quiet war with tiesfitood over the Kavir worlds.

Ros Gravairn have a group of spirit sensitivesngjtin what is essentially an Astral Echo Chambstening to the universe for the sounds of any grbut
use of magic.

Vapenar

Commonly classed as Pirates, Vapenar see themsedthe sixth Clan, one that has no holdings,nziead keeps all their assets mobile. They aremnin
and industrialists who trade with the outer rimwstl They move in large groups of smaller vesséth, a combined strength that allows them to easike

on most threats, even a Siskara Fleet. Howeesrdhe not aggressive like other pirates, chodsistgad to strip mine asteroids and uninhabitedgtaor

planetary regions. For this reason they are censitllittle more than a nuisance.



The Slithzerikai

. The last of the Slith live in hyperspace, in thaty of Hyperion. Their fleets travel the known s plundering trading ships for resources to
feed those mouths that they still have to feed.
. The wreckage of the Slith empire lies scattereduphout the civilised worlds, and much of it idl slangerous in the right hands.

Make rift weapons much rarer. Only a few vesselgemple use them. They are essentially highlypamental, highly unstable, and very very dangerou
In fact any attempt to rip a tear open in hyperspgaaangerous, as the tear might not stop teaaim) because it will pour out all kinds of harmfiakstiness.
This a very bad idea.

Take out the baleful teleport weapons, or at leeste them very slow to use, because they havekoodo first.
Most Slith weapons are based off either:
a) Drawing energy directly from the warp and faing it at the target (essentially zero point eperdhis is what flare weapons use.

b) Rippling subspace — very nasty to everythirayiad — Call these distortion weapons.

Slithzerikai teleportation is slow, and cannot Isedireliably on something which is moving rapidiyeoratically relative to the point from which yeue
teleporting.



The Drake and the Drakiri

. Nobody has ever actually seen a Drake

. Anybody who encounters an envoy of the Drake wiletna Drakiri. However the Drakiri, under the ésiplorders of their masters, continue to
maintain the illusion that they are the Drake.

. They can build ships the size of whole continewit) the same amount of usable space as a whatetpldt is in these Worldships that most of
their species lives.

. Even in the few systems where they have establiahsermanent presence, they have no colonised svotftstead they grow Dyson spheres to
live on, and for their Worldships to dock with.

. Anyone who looks in the direction of Drake spac# sg¢e that the sky is darker, that there are festers. This is because the stars throughout
Drake space are slowly being consumed by theirergghe Dragons.

Dragons

If little is known of the Drake, not even the vaguhint is known of their masters. The Dragonscddeone of the immortal species in the galaxy,
and the only one to still inhabit the same bodi€key were many once, thousands in number, bonotbfingness in the spaces between the stars. Mobod
knows how they came to exist, and they do not reloeem They were uncultured at first, little mor@thanimals, when the the Celesti found them. The
Celesti taught them, gave them the secrets of magittook them to be servants, until their ascensame, and the Dragons were left alone once more.

The Dragons have their own plan for permanentlyrdgsig the Celesti, and will require the technglag their Drake servants to complete. They
need two things, the first being a hyperdrive seaaded that it can cross the gulf between galaxig®e second thing they need is the means to getteo
entire galaxy. Once they have both, they will e@nts in motion, and then exodus to a new path@funiverse en masse. The Celesti will be left in
nothingness, with no mortal things to manipulafée Drake do not know of this plan, but then theyndt need to. They continue to research, to é@xpeet,
and to develop their mastery of science, and eadlgitthey will produce, perhaps even by accidérg,technologies that their masters desire.

Drake Hyperspace Technology

The Drake travel through hyperspace by collapsirginfinite probability field of hyperspace intostable quantum tunnel, a wormhole. This
wormhole is a path through hyperspace, but onehthasithe properties of realspace. Although ibisned from hyperspace, it doesn't actually inteveth
hyperspace. That is to say, the tunnel does rist iexhyperspace, or in realspace, but somewmebetween the two. It has an interior but no éstenot in
in any real sense. It is not possible to findany way affect the outside of the wormhole. Trahebugh the wormhole is done through the conveatio
means, using standard forms of propulsion. Inctee of the Drake, this would be gravitic wave ptsipn. It is possible, should you choose, to $ymyalk
through a wormhole. The walls are not exactly svalh much as limits. They are the point wherectimstruct ends, and nothing can travel beyondpbiat.
The distance from one end of the wormhole to therois precisely the same as the distance beimgrirad in realspace, however the time it takesateet
that distance is much shorter. For example anagsesure stretched through a wormhole will showstmae distance as the actual distance directly leetwe
the two points. However timing a laser beam asitels down the tunnel and comparing it to theetiiaken to travel the realspace distance givesvesp
different answers.

Typically creating these wormholes takes a great deenergy. Larger Drake ships can produce aniofe and still retain most of their active
power, but smaller vessels will leave themselvesned. In war this proved highly detrimental ttaek forces. However maintaining a wormhole takes
much less energy than it does to open one. Fsrréfaison the Drake have established a network ohhaes throughout their empire, for fast and easy
transportation. Many of these wormholes exit dlyeanto the surface of their worlds. When laumghattacks deep into Slithzerikai and Kavir tersitdhey
used large platforms with massive power generatocseate and maintain the wormholes through witiely launched their fleets.

Due to the nature of wormholes, it is possible dtaklish either end point close to a powerful gsawell, so long as both end points are being
established at the same time. What this mearststtie machinery for creating the wormhole musitext both endpoints, the machines must be tuned t
each other, and then activated simultaneouslyceSietting up the machinery to establish an entlpoim hostile world is difficult, the Drake genlgraelied
on wormholes established in deep space to laurghitfitial assaults. With these wormholes, knawgtunnelling wormholes, both end points must bayaw
from any powerful gravity source, or else the woofehwill collapse, as the lack of an 'anchor', effeely, at one end makes the wormhole inherently
unstable. Of course the moment they establisheehah-head on a world they were attacking, the inextediate step was to set up a wormhole generator
and a power source, and establish several wormititestly to the surface, through which reinforcetsecould be poured, whilst the ships in orbit
concentrated their resources on other things plikgiding air cover and defending against a coulateaing.



£he Raiin

. The last of the Kavir went into hiding, until themwas over. When the Slith fell a few set outr&wel the remnants of their empire, reclaiming
many stolen artefacts and texts. They also dedméshch a few of the slaves the ways of magat, tthey might teach others, and thus the Kavir's
ways would not die.

. As new civilisations arose, the Kavir remained iidirig, until at last they found a safe refuge,hie Priesthood. Almost all of the Kavir are now
under the Priesthood's protection, kept in seating as counsellors and advisors, teaching theindeepest magics.

. Many of the Kavir want to move the Priesthood iatposition of dominance, from which they could lelua war against the Drake.

. In the ruins of the Kavir empire there are mangssiof great magical power, which the Kavir wouldyvenuch like to reclaim, through the
Priesthood. Unfortunately Ros Gravairn also wamtske hold of them, and a war may well be brewing

Culture

Architecture

Kavir architecture seems quite old fashioned, fikech of their infrastructure and technology. Th®iildings are made of stone and wood, with legxe pi
work, and a heavy focus on underground architectitany of their cities are built deep into the gnd, in burrowed out mountainsides and cave systems
These underground structures are often fantastibetutiful, impossibly vast chasms from which méamynels and chambers branch off, with small pools
and waterfalls, gardens and fountains. The wakshaing with tapestries and fine drapes, or paimebright geometric patterns into which images of
fantastical characters are worked. Sadly mucthigflias gone to ruin now. The tapestries are reititeed, or dry enough to turn to dust at a toudine
gardens have either died or become wildly overgroand many of the channels of running water havenwtlorough their walls and spilled out over the
floors. Even in their ruin, there is a sad bedotywhat the Kavir left behind. Theirs was a cudtguffused by visual art, and a love of craftsmanskven
their everyday tools were often hand-made, crafii¢gll great care.



he Aobari

The Deltani are a hive species. Born with powepsychic abilities, the most basic of these isp&iley, which allows them to become a part of a hive
thought entity. This hive thought construct, knoas the Onermind essentially acts as a governitity,eruling over the species by mass consensus.
Individuality exists within the hive, with each eei remaining distinct. Each Deltani is always anafrthe presence of the Onemind, but they may s#oo
when to fully integrate with it. When they fullyer into the Onemind they become aware of alttlioeights within. Whilst this might seem like it wd be

a cacophony, to them it is

The Ysshrl and Shantei Deltani

There are now several varieties of the species knmsvthe Yassal. The most commonly encounterethar8hantei Deltani, typically in the form of the
mysterious Shadowraith. The members of the Shadtiware in fact all Shantei Deltani, an offshobthe Deltani Hive that developed about 2800 years
ago.

The llvanes
The creatures known as the llvanes are in factimgtiore than Constructs, creating using the piodgypsychic abilities of the

The Shadowraith

An alien organisation composed almost entirely elténi, a species about whom little is known, thad®wraith offer their services as infiltrators,
spies, and assassins, to anyone who can affondptiee. Although mostly Deltani, the Shadowrditiive been known to employ Fenyari on occasion, a
species whom they value for their great knowledggtealth and hunting.

The Deltani continue to maintain a facade of puregrcenary intentions, offering their services tigio the front group known as the Shadowraith.
The deeper truth is that they serve their old mastgll, and are currently work on a vast projetreclamation, scouring the known worlds for oléittS
artefacts. They are masters of subtlety, and thererery few who could even guess at this seengtgse. The only group with any real inkling i€ISIN,
who have had numerous skirmishes with the Shadtiwrdiiring their own work recovering Slith techngyo The Shadowraith handwave such arguments,
claiming that each conflict was the result of adpaintract, but concerned members of SiN's Academystarting to notice the pattern. SiN currergfyse
to make use of Shadowraith's services, and argargiyswatching the movements of their agents, wihaehis possible.



Pirates are a common threat amongst the starstlyMiasy are just lone ships picking on anythingaer than themselves, making a living by parasitifig
others. However there a few more organised fastidrpirates who have made a name for themselves.

Privateers — A rarer variety of pirate, Privatesnes independent captains who have been suppliédavghip and equipment by one of the Clans, immdtr

a share of their profits. Almost all the Clansgamtly fund some form of Privateer activity, altgbunone will ever admit to it, or to knowing thhetr rivals
do the same. The equipment and vessels providedlmbst always be decommissioned military cas,ofhich the captain has purportedly purchased at
discount. If caught a Privateer can expect no frelp their patron clan, but so long as they arxsssful they will find themselves to be well siggland
well equipped. The cost in lost profit is hight flor many the security of a solid supplier andghaser of goods is worth the price.

The Corsairs — A collection of slave workers wheehbroken away from the Slithzerikai fleets, chagdreedom over slavery. As a result the Slithkaerof
the Siskara fleets will hunt them down at any opmity. They tend to move in small groups, usukdbd by a single cruiser. They make raids when th
opportunity arises, but will run from any direchdmntation. Theirs is a difficult lot, as theyedrated by just about everybody, on both sidedaf @w,
and their only friends are fellow Corsairs. They earful of forming into larger groups becauseoitild easily attract even more unwanted attention.

The Banshees — The newest pirate faction, the Bassire a loose affiliation of Bandit ships whoehagreed to work together and not attack one anothe
They occasionally trade resources and crew. Basdsfead to favour smaller lighter ships with fewesw than what most pirates use, but they almostys
work in groups of two or three, making up for immeers what they lack in strength. The advantaghesf smaller vessels is that they can more eagily
from retribution, and have fewer mouths to feetie Tlans are particularly worried by the poterttiatat that the Banshees could pose if they coatiou
grow in numbers.

Siskara Isko Sritz (The Siskara Fleets) — The remnsnaf the Slithzerikai military, the Siskara keabpmselves fed by raiding passing vessels, uskig th
superior hyperspace technology to hit and run débhastating efficiency. Typically consisting ofchar three cruisers and a number of support vessels
Siskara fleet is a serious force to contend witld, @en the Clans do not dare take them on withiatnising a serious strike force first.

Other Factions

The Red Claws — A mercenary affiliation scattereass all the known worlds, the Red Claws takeantracts for mercenary regiments, and arrangehfor t
appropriate forces to be put at the disposal ottdmractor. Mostly composed of ex-soldiers, |yrgiefectors, around 90% of The Red Claws are waante
criminals under the laws of at least one clan. yTérgoy diplomatic immunity because their serviéegarticular their dedication to their clientisoamymity,
are becoming increasingly useful.

The Freelancer Guild — A very exclusive mercenamgany, the Guild only accepts members who hawaqursly worked one of the clans in some capacity,
and can bring with them an official letter of reaoendation. This arrangement is not entirely satisiry for the Clans, who do not like to train pleopnly

to see their talents benefiting their rivals inselarker times, but since the guild was first fednwvhen relationships between the Clans were healttd has
the weight of tradition behind it, no Clan is wil§j to be the first to violate the relationship. &/Is more, the Guild provides each of the Clarth atcess to

a wide pool of skills, and like any good mercerfagtion offers complete anonymity, and for thiss@aalone it is of great value. The FreelancetdGui
recently caused a great deal of political scangafficially recognising Vapenar as a Clan, and néapenar mercenaries number greatly in the Guild.

Stella Strada — A guild of transporters, Stella&roperate Behemoths, huge hyperspace transpeeiselesigned to carry many smaller ships, thimutgh
all of known space. Their customers are free traded mercenaries, people who need to cover thstgnces quickly, but cannot afford a fast encsfghp
of their own. A typical behemoth can carry anythup to a Cruiser in size, and all vessels abdakisealed into their own separate holds. Wiigh t
exception of the crew quarters Behemoths havefaslipport, and passengers must stay aboard theisloips.

Dreamweaver & The Edgerunners
Edgerunners — The “true lords of cyberspace”, dhsy claim, they are only people that can chakebgeamweaver for control of the digital realm. Of
course conspiracy theorists claim that the Edgestsare actually members of Dreamweaver.

The Dreamweavers — An affiliation of scientists @ngdineers, many of them worshippers of the MacGioé, the Dreamweavers are obsessed with
rebuilding the ancient Slith Dreamnet. They havensy links with SiN, but the other clans are aé aware that if they succeed in their goal theyld/igain
an unprecedented technological advantage.

Sun Divers — Thrill riders, pushing life to the limAlso a collection of talented scavengers whlbect space junk and put it to good uses (forréaae
definition of “good”)

Ghosts — A collection of spies and information gagins.
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APPENDIX 1

'‘The Beast and The Shadows'
A Ready To Play Seenario

An abandoned space station.

A collection of colourful characters who have beeimg cargo runs for a
small tribe on the planet or Tyrel. 4 of them gngwin the tribe, the other
3 joined later.

Oraxyd guard captain
. has command skills
. can fight well with both ranged and melee weapons
. very strong and tough
. wears full plate armour
. Command/Ranged/Melee/Combat/Physical

Scientologist initiate shuttle pilot
. has a bolt action rifle
. can fly spacecraft
. understands most high technology
. has knowledge of the occult
. Space Flight/Religion/Academic/Technology/

Fenrir hunter
. is very fast
. skilled in survival — understands animals
. excellent sniper — stealthy and accurate
. Covert/Survival/Projectile/Physical

Zatchian wardancer focus mage
. pure close combat monster
. lots of physical skills
. uses focus magic
. Melee/Focus/Physical/Combat/Artisan

Freelancer demolitions expert
. carries an automatic pistol
. can use explosives well
. has technomantic magic (used to enchance his tech)
. Good at sabotage, great knowledge of tech
. Technology/Technomancy/Artisan/

Shaman's apprentice
. skilled diplomat
. has spellmarking (include a decent list of marks)
. is a respected religious leader
. Spellmarking/Social/Religion

They are sent to carry cargo to the world of Sharasd come out of
Hyperspace to find Sharasta’s main city ruined, asttange space station
floating in orbit. Husks of ruined ships are fioatin low orbit, below the
station. They receive a communiqué from the gtattiing to come and
dock, and assuring them that there have only besorrtroubles. An
attack from a rival tribe.

The station has been taken over by two demoniepoes, who are
waging war with one another. To save the colonistg must either help
one of the demons win or destroy both. Once ortheofleamons is
destroyed the other will fade, having no reasoretoain in this realm.
However if the beast deamon is destroyed, therrddfe shadow deamon
goes it will send out a homunculi in one of thepston the station to get
hold of the artefact floating in Sharasta’s ring#is artefact is actually a
cleansing shard that it seeks to purify a plangthed by sorcerous
plague.

Both demons have anchors, homunculi, and puppets.

Homonculi — Spawned creations of the demon, sinmildrm, but no way
near equal in power, and without the same nighsimdetibility.

Puppets — Humans that the demon has partially pssdeguiding their

thoughts and actions. Only fully grown adults affected, and the
process is slow, meaning the characters will béfectad... at first (tee
hee).

Anchors — The thing that keeps the demon in theiphyworld.

For the shadow demon it is a candle in a, smalkesteed room, which
ceases if it is put out. Approaching the roomfains of light the
characters carry will die out.

For the beast demon it is a twisted dying tree lhatsprung up in the
centre of the colony. It will cease if someone ceawl inside and pluck
the fruit that grows there, but will only grow stger if attacked. It will
wither and reveal the fruit more clearly if anydries to tend it.

NPCs

The Deamons:

Shadow — Sinister, mocking, manipulative. Wilkatpt to misdirect,
confuse, and draw on the characters, seem to rit\sesécrets unwillingly
or unwittingly, but in truth misleading them at eyéurn. The shadow
found the station and brought it to the system @eans of collecting the
artefact.

Beast — Vicious, capricious, and taciturn. Wilhbelent one moment,
gentle the next. Will present itself as a saispyrit of nature, defending
the fragile colonists from the brutal assaultshefit dark nemesis. It was
beast that launched the meteor, to upset the Shagtams. It also
convinced Cal to bring the colonists to the statmavoid destruction at
the meteors hands.

Artuse Vengiin — Follower of the shadow demon, anery dangerous
man. He used to be a powerful, violent man, butdebegun to take on
some of the traits of the shadows, moving withrdess, a lightness of
step. His language is often crude, yet he usassitrprisingly eloquent
ways, and can be quite charming in his own waycaSionally comes up
with answers that he didn’t seem to think up hifsel shown by his
deliberately poker faced expression when theserances happen, a
change from his normal expressiveness (and onis & social slips).
His weapons are a monosword and an advanced tessbow (i.e. both
seemingly normal, but in fact fucking scary!)

Cal Tarik — The leader of the ‘renegade’ colonigtal is not a puppet, in
fact he acts out of his own mind and will. Howetés two advisors,
Joram and Zenick are puppets, feeding him falsecad\Cal fears what
has happened in the colony. First a meteoritedismovered heading
straight for them. Then the station appeared liit,cand they left and
went on board to escape the impact. Then thevise of colonists tried
to head back to the surface and were blasted bships laser cannon.

Grigo — One of the ‘renegades’ Grigo has some kadg¢ of explosives,
and the beast deamon will put this to use by hakingblow away the
connecting elevator, cutting off the shadow deamaetess to the hanger.
Artuse will try to stop him, but will be held offjta mutant snake. If the
players hear the commotion and respond they wilehia decide which
side to assist, if any.

Jackzo Ariffan — The ‘usurper’ cheiftan. Jackzdl edme across as a man
with a grudge. He believes that Cal brought hispfeshere to die, and

will make reference to the monsters now infesthgggtation. This place
is accursed, he claims, and he wants to leave. edemCal won't let him
get to the hanger bay. He sees Cal as a maniag tydestroy them all.

Shiana — A scared little girl, locked away in ori¢he rooms on the
science ring, along with most of the other childr&he tells the players of
how they were locked up, only fed at mealtimes, lzaning no other
contact with their parents. Their parents havegscary’ they say.

The Current Situation

The docking bays — Everything around here willie state of battle
readiness. All of the ship bays are empty.

The elevator — There is a central elevator thaetsafrom the docking
bay, down to the reactor, and then to the lasayaup to the habitat ring,
and then the science ring, before finally the comangeck, and lastly the
weapons command. Around the outside of the eleva#winding spiral



staircase.

Habitat ring — The players make it up to here withirouble. The inner
ring is a collection of crew quarters, and warelesusThe outer ring has
the greenhouses where the groves lie, and whestatiens food is
seemingly grown, with large fields and animals@m@ There appears to
be lighting everywhere. The main lights are turopdrery bright and
there are lamps planted in all the corners, noakisceannies, blasting
away every shadow.

Science ring — Up here all the lighting is very Jdeaving heavy shadows
looming everywhere. Also, despite the colonistsrgwhere, many
working at the instruments and technologies, tieegenoticeable lack of
children. They have all been locked up in theestupboards. If anyone

takes a closer look at the instruments they willise that they are very
advanced. Anyone originally from Tyrel will reaishat the colonists
from Sharasta should have no way near the levehofvledge needed to
use this strange stuff. Anyone with science kndgte
(Freelancer/Scientist) will realise that they atersing for something. A
good roll will reveal that it's probably in the bsbmewhere.

The command deck — This deck is in total darkn&gerywhere is just
inky blackness, save for the actual command rodmi;iwcontains a
single candle, burning in its centre. When nothautting, Arto tends the
candle, watching over it. The candle does not sedourn down, no
matter how long one looks at it (should they get¢hance)



APPENDIX 2
Hdapting Inferno

Scaling dice

Scaling damage

Power creation

Tweak CP amounts

Expanded and rewritten rank chart (similar to M&M)

Rules for buying starting attributes (becauselairacters will typically be human, and becausegutawill often be buying 3 in one stat and 50 inther.)

Change corruption (from magic) to “Drain”. This ke by adding stun damage.

Make some rules for designing your own magic powdiow the option of free-form magic, just like Inferno. This will make for a much better simidat
of how magic works in comic books.

Base powers on buying a power level (used to makedll) and then dividing the roll by a Power Biet. This way PDs can be swapped in and out if a
player is using a power with more than one posgfflrt. Pay half the total cost of the powerdach additional effect (only one effect can be el
time).

Give a guide to pricing new powers (this shouldseii Inferno too).

Static Powers (don't roll, cost 3 times as muchraek)
Dynamic Powers (do roll)
Wild Powers (based on the magic rules. Player st®a set of restrictions, which determine the pestank)

Ethereals setting material and sample characters
Cosmic setting material and sample characters

Put some stuff on the website detailing how tocertain specific settings: Top 10, DC, Marvel,r8twvatch, The Authority, Wildcats, Spawn.

Ethereals & Cosmic

Two settings that explore the dark underside obgupwers. Ethereals is set in the fifties, a pemst-era filled with distrust and uncertainty, feéthe red
menace steadily growing, the ravages of World WstilRbeing felt. It is a world already caught impits own problems, not ready to accept the presef
superhumans. The use of a superhuman suicide twarmihilate Hiroshima awoke the world to the itezd of superhuman powers. The discovery of
Etherium has sent the space race into overdrivcealieady both America and Russia are establidbéisgs on the moon and facilities in orbit.
Terrence Whitehouse, campaigning for metahumans;igias taken the city of Chicago hostage. A gimgwn as the Liberators have torn apart a
metahuman holding facility and are now gatheringuamy of superhumans.

Looking forward to a time 20 years in the futures@ic examines a world where first contact hadl§ieeen made with an alien species, though we gate
to learn more than the most vague of details atiur.



APPENDIX 3
Generic 2 RC Stats

Clan SiN

SiN Security (SiNSec)

Strength 4  Intelligence 3 Evade 2
Agility 3 Willpower 3 Barehand 0
Perception 3 Empathy 3 Resist 4

Skills: Ranged 4; Melee 3; Covert 1; Physical 8mnand 2
Initiative: 2d6 + 8

Equipment: Turbolaser, Laspistol, Stun Baton, iRiag&'mour (7/Soft),
Flashbangs (3), Smoke Grenades (3)

SiN Soldier

Strength 4  Intelligence 3 Evade 2
Agility 4 Willpower 4  Barehand 0
Perception 4  Empathy 3 Resist 4

Skills: Ranged 5; Melee 3; Covert 4; Physical dpitnand 3; Technical 1
Initiative: 2d6 + 10

Equipment: Pulse Rifle, Pulse Pistol, Monoknifegrddmesh, Impact
Armour (7/Soft), Combat Visor, Targeting System)(+Hulse Grenades
3

SiN Special Forces

Strength 4 Intelligence 3 Evade 3
Agility 5  Willpower 4  Barehand 0
Perception 4  Empathy 3 Resist 4

Skills: Ranged 6; Melee 3; Covert 5; Physical dnitnand 4; Technical 1
Initiative: 2d6 + 11

Equipment: Pulse Rifle, Pulse Pistol, Monoknifegddmesh, Reactive
Armour (7/Soft), Combat Visor, Targeting System)(#lulse Grenades

©)

SiN Death Dancer

Strength 4 Intelligence 4  Evade 4
Agility 7  Willpower 5 Barehand 0
Perception 6 Empathy 5 Resist 4

Skills: Ranged 5; Melee 6; Covert 7; Physical é¢igl 3; Focus 10;
Command (Combat) 6
Initiative: 2d6 + 16

Equipment: Pulse Pistol, Monosword, Monomesh, WReflexes (2),
Microfibral Muscle (1), Advanced Stealth Suit, Ste&hield,

SiN 'Ultra’ Strike Team

Strength 4  Intelligence 4  Evade 3
Agility 5  Willpower 4  Barehand 0
Perception 5 Empathy 2 Resist 4

Skills: Ranged 6; Melee 4; Covert 4; Physical 6mtnand 5 (Combat 7);
Technical 3
Initiative: 2d6 + 16

Equipment: Cone Rifle, Cone Gun, Flare Knife, ltigattle Armour
(7/Soft), Combat Visor, I.T.S. (+2), Pulse Grena(gs Shield Web

Clan Darkstar

Darkstar Paramilitary

Strength 4  Intelligence 3 Evade 2
Agility 4 Willpower 3 Barehand 0
Perception 3 Empathy 3 Resist 4

Skills: Ranged 3; Melee 2; Covert 2; Physical 8pnand 3; Technical 1

Initiative: 2d6 + 9

Equipment: Pulse Laser, Lasblaster, Vibroknifera@ec Alloy Armour
(7/Soft), Concussion Bomb (1), Shock Mine (1)

Darkstar Soldier

Strength 4 Intelligence 3 Evade 2
Agility 4 Willpower 3 Barehand 0
Perception 3 Empathy 3 Resist 4

Skills: Ranged 4; Melee 3; Covert 3; Physical dntnand 4; Technical 1
Initiative: 2d6 + 10

Equipment: Pulse Laser, Lasblaster, Vibroknifendured Spacesuit
(7/Soft), Concussion Bomb (3)

Darkstar Heavy Infantry

Strength 4 Intelligence 3 Evade 2
Agility 4 Willpower 4  Barehand 0
Perception 4  Empathy 2 Resist 4

Skills: Ranged 4; Melee 4; Covert 2; Physical 6pnand 4; Technical 1
Initiative: 2d6 + 11

Equipment: Pulse Rifle, Pulse Pistol, Force Knifeyver Armour
(7/S0ft), I.T.S. (+2), Pulse Grenades (3)

Darkstar Assault Trooper

Strength 5 Intelligence 4  Evade 3(0)
Agility 4 Willpower 5 Barehand 0
Perception 5 Empathy 2 Resist 4

Skills: Ranged 5; Melee 5; Covert 1; Physical 6pnand 5; Technical 2
Initiative: 2d6 + 14

Equipment: Pulse Rifle, Pulse Pistol, Force Knifssault Armour
(21/Critical), Advanced I.T.S. (+3), Pulse Grena(Bs

Darkstar Exterminator

Strength 9 Intelligence 6 Evade 7
Agility 12 Willpower 5 Barehand 2
Perception 10 Empathy 4  Resist 8

Skills: Ranged 6; Melee 5; Covert 4; Physical écAnical 3; Survival 3;
Command (Combat) 4
Initiative: 2d6 + 20

Equipment: Subdermal Sheath (8), Bone Hardening,

Advanced Bone Plating, Boosted Reflexes (2), Musdgmentation (4),
Synapse Weaving (2), Synthetic Heart (3), Nanitdts (4), Cybereyes
(full) and Cyberears (full), plus whatever seemgrapriate (usually an
Atomic Disruptor, an Advanced Shield Web, Reacivenour, and a
Force Sword)

Clan Lictor

Lictor Soldier

Strength 6 Intelligence 2 Evade 4
Agility 6  Willpower 6 Barehand 1
Perception 6  Empathy 1 Resist 5

Skills: Ranged 4; Melee 4; Covert 4; Physical dmtnand 5
Initiative: 2d6 + 13

Equipment: Atomic Disruptor, Force Sword, Bandéti@ (7/Soft),
Combat Visor, I.T.S. (+2), Disruptor Charge (1)

Lictor Commando



Strength 7 Intelligence 2 Evade 4
Agility 7  Willpower 7 Barehand 1
Perception 7  Empathy 1 Resist 5

Skills: Ranged 5; Melee 5; Covert 5; Physical 6mnand 6
Initiative: 2d6 + 15

Equipment: Atomic Disruptor, Force Sword, Chitilate (7/Soft),
Combat Visor, Advanced I.T.S. (+3), Disruptor Cle(t)), Deflector
Field

Vat Grown Assassin

Strength 9 Intelligence 6 Evade 8
Agility 12 Willpower 7 Barehand 2
Perception 12 Empathy 2 Resist 8

Skills: Ranged 7; Melee 7; Covert 6; Physical 6mnand (Combat) 5
Initiative: 2d6 + 23

Equipment: Bone Hardening, Boosted Reflexes (Ban@eleon Skin,
Claws, Enhanced Olfactory (3), Gills, Improved ¥isi& Hearing (3),
Increased Nerve Density (3), Muscle Augmentatign @gan
Replacement, Pain Dampers (4), Synapse Weaving¢a)es (5), plus
whatever carried equipment seems appropriate.

Clan Ros Gravairn

Ros Gravairn Police Officer

Strength 6 Intelligence 2 Evade 4
Agility 6  Willpower 6 Barehand 1
Perception 6 Empathy 1 Resist 5

Skills: Ranged 4; Melee 4; Covert 4; Physical mtnand 5
Initiative: 2d6 + 13

Equipment: Atomic Disruptor, Force Sword, Bandéti@ (7/Soft),
Combat Visor, I.T.S. (+2), Disruptor Charge (1)

Ros Gravairn Militia

Strength 6 Intelligence 2 Evade 4
Agility 6  Willpower 6 Barehand 1
Perception 6 Empathy 1 Resist 5

Skills: Ranged 4; Melee 4; Covert 4; Physical ptnand 4
Initiative: 2d6 + 13

Equipment: Atomic Disruptor, Force Sword, Bandéti@ (7/Soft),
Combat Visor, I.T.S. (+2), Disruptor Charge (1)

Ros Gravairn Soldier

Strength 6 Intelligence 2 Evade 4
Agility 6  Willpower 6 Barehand 1
Perception 6 Empathy 1 Resist 5

Skills: Ranged 4; Melee 4; Covert 4; Physical ptnand 4
Initiative: 2d6 + 13

Equipment: Atomic Disruptor, Force Sword, Bandéti@ (7/Soft),
Combat Visor, I.T.S. (+2), Disruptor Charge (1)

Ros Gravairn Special Forces

Strength 7 Intelligence 2 Evade 4
Agility 7  Willpower 7 Barehand 1
Perception 7  Empathy 1 Resist 5

Skills: Ranged 5; Melee 5; Covert 5; Physical 6mnand 5
Initiative: 2d6 + 15

Equipment: Atomic Disruptor, Force Sword, Chitilate (7/Soft),
Combat Visor, Advanced I.T.S. (+3), Disruptor Cle(t)), Deflector
Field

Ros Gravairn Combat Mage

Strength 4 Intelligence 4  Evade 2
Agility 4 Willpower 4  Barehand 0
Perception 4 Empathy 4  Resist 4

Skills: Sorcery (Energy) 5; Sorcery (Warp) 5; Aeadc (Science) 3;
Physical 3; Command 3

Initiative: 2d6 + 11

Equipment: Combat Visor, Gearskin Suit

Ros Gravairn Support Mage

Strength 4 Intelligence 4  Evade 2
Agility 4 Willpower 4  Barehand 0
Perception 4 Empathy 4  Resist 4

Skills: Sorcery (Matter) 5; Sorcery (Life) 5; Medi 3; Physical 3;
Command 3

Initiative: 2d6 + 11

Equipment: Automated Medkit, Bioscanner, GearSdiit

Ros Gravairn Technomage

Strength 3 Intelligence 5 Evade 3
Agility 4 Willpower 4  Barehand -1
Perception 5 Empathy 3 Resist 3

Skills: Spellmarking 5; Technomancy 5; TechnicaPBysical 2;
Command 2

Initiative: 2d6 + 12

Equipment: Advanced Toolkit, Tech Scanner, GearSkiit

Ros Gravairn Shadow Walker

Rather than relying on cyberware, Ros Gravairnmiagical assassins.

Strength 3 Intelligence 6 Evade 8
Agility 3 Willpower 7 Barehand 2
Perception 3 Empathy 2 Resist 8

Skills: Focus 6; Sorcery 8; Melee 7; Covert 6; §ibgl 6; Command
(Combat) 5
Initiative: 2d6 + 23

Shadowraith

Agent

Strength 4 Intelligence 4  Evade 3
Agility 5  Willpower 4  Barehand -1
Perception 5 Empathy 4  Resist 3

Skills: Ranged 4; Melee 5; Covert 6; Physical d¢igl 2; Command
(Combat) 4
Initiative: 2d6 + 13

Equipment: Crystal Armour, Nanite Bombs (3), NeedCrysknife,
Stealth Suit

Specialist

Strength 4 Intelligence 5 Evade 4
Agility 6  Willpower 4  Barehand 0
Perception 6  Empathy 5 Resist 4

Skills: Ranged 5; Melee 6; Covert 7; Physical &¢igl 3; Command
(Combat) 5
Initiative: 2d6 + 11

Equipment: Monoflail, Lancer Longrifle, Advancete8lth Suit,
Microfibre Webs (3), Nanite Bombs (3), Crystal Sdior

Grandmaster
Strength 5 Intelligence 6 Evade 4
Agility 6  Willpower 6 Barehand 0

Perception 7  Empathy 6 Resist 4



Skills: Ranged 8; Melee 8; Covert 10; Physicabdcial 5; Command
(Combat) 6
Initiative: 2d6 + 13

Equipment: Monoflail, 2 Crysknives, Deltani Shinm&aiit,
The Priesthood

Flaggellants -
Novitiates -
Acolytes -
Missionarys -
Priests -

Deacons -

High Priests -
The Cenobriarch -

Flaggellant

Strength 5 Intelligence 6 Evade 4
Agility 6  Willpower 6 Barehand 0
Perception 7 Empathy 6 Resist 4

Skills: Ranged 8; Melee 8; Covert 10; Physicgbdcial 5; Command
(Combat) 6
Initiative: 2d6 + 13

Equipment:

Novitiate

Strength 5 Intelligence 6 Evade 4
Agility 6  Willpower 6 Barehand 0
Perception 7 Empathy 6 Resist 4

Skills: Ranged 8; Melee 8; Covert 10; Physicgbdcial 5; Command
(Combat) 6
Initiative: 2d6 + 13

Equipment:

Acolyte

Strength 5 Intelligence 6 Evade 4
Agility 6  Willpower 6 Barehand 0
Perception 7 Empathy 6 Resist 4

Skills: Ranged 8; Melee 8; Covert 10; Physicgbdcial 5; Command
(Combat) 6
Initiative: 2d6 + 13

Equipment:

Missionary

Strength 5 Intelligence 6 Evade 4
Agility 6  Willpower 6 Barehand 0
Perception 7 Empathy 6 Resist 4

Skills: Ranged 8; Melee 8; Covert 10; Physicgbdcial 5; Command
(Combat) 6
Initiative: 2d6 + 13

Equipment:

Priest

Strength 5 Intelligence 6 Evade 4
Agility 6  Willpower 6 Barehand 0
Perception 7 Empathy 6 Resist 4

Skills: Ranged 8; Melee 8; Covert 10; Physicgbdcial 5; Command
(Combat) 6

Initiative: 2d6 + 13

Equipment:

Deacon

Strength 5 Intelligence 6 Evade 4
Agility 6  Willpower 6 Barehand 0
Perception 7  Empathy 6 Resist 4

Skills: Ranged 8; Melee 8; Covert 10; Physicabdcial 5; Command
(Combat) 6

Initiative: 2d6 + 13

Equipment:

Knight Errant

Strength 9 Intelligence 6 Evade 8
Agility 12 Willpower 7 Barehand 2
Perception 12 Empathy 4  Resist 8

Skills: Ranged 7; Melee 7; Covert 6; Physical 6mnand 5
Initiative: 2d6 + 23

Equipment:

Knight Templar

Strength 21 Intelligence 6 Evade 10
Agility 12 Willpower 24 Barehand 10
Perception 12 Empathy 2 Resist 16

Skills: Melee 10; Covert 6; Physical 6; Command 8
Initiative: 3d6 + 21

Equipment: Enchanted Full Plate Armour (usesAMIagainst all
attacks, even magical, has Evade maximum of 4)h&mted Steel Tower
Shield (Counts as Total cover against all attaesn if they would
normally penetrate it), Enchanted Bastard Swords(Hal AP, but is
normal in all other respects).

Special Rules:

Speed of Thought — Templars roll 3d6 for theiriatite, and keep all
three dice. They also receive a +3 bonus to tiwimal Evade, which has
been figured into the stats listed above.

Empty Aura — A Knight Templar's aura is a void pase, a tear in
the astral world. As such the power of all spditected at them is
reduced by 10, and the difficulty of any attemptraxk them using Astral
Perception is increased by the same amount.

Feel No Pain — Templars do not feel pain, and rgagre all action
penalties.

Undying — Knights Templar ignore all Stun damagel eegenerate 3
points of lethal damage every turn.

Enchantments — A Templar's armour and weapons esunt
enchanted, as written above. However if the ertohemt only works so
long as they are being wielded or worn by a Temp&rould anyone else
wear a Templar's armour or wield their sword aridldtthey will be
treated as perfectly ordinary metal weapons andarnuntil they are
back in the hands of a Templar, at which pointahehantment will be
restored. The same enchantments will apply toTath Level 0 weapon
or armour used by a Knight Templar. Weapons (tioly ranged
weapons) will have Full AP, shields will apply th&ill cover value
against all attacks, and armour uses it's full Adiast all attacks, and has
it's Evade maximum increased by 4. This effecy applies to Tech
Level O weapons and armour. The equipment listedeis standard for
Templars, but they can appear differently equippéte GM wishes.

General

The stats listed here are all appropriate to a Pewbrld. For higher tech
levels just upgrade the equipment given. For loweh levels consider
shifting the stats and skills somewhat, replaceaihology skills with
craftsmanship, and shifting the balance of combéityatowards melee
combat.

Ganger

Strength 4 Intelligence 2 Evade 1
Agility 4 Willpower 2 Barehand 0
Perception 2 Empathy 2 Resist 4

Skills: Ranged 3; Melee 4; Covert 1; Physical 8mnand 1; Social
(Streetwise) 3
Initiative: 2d6 + 5



Equipment: Submachine Gun, Pistol, Knife, Keviarket (4/Hardened),
Grenade (1)

Gang Leader

Strength 4  Intelligence 3 Evade 2
Agility 4 Willpower 3 Barehand 0
Perception 3 Empathy 3 Resist 4

Skills: Ranged 4; Melee 5; Covert 2; Physical 8mnand 3; Social
(Streetwise) 5
Initiative: 2d6 + 9

Equipment: Submachine Gun, Pistol, Knife, Keviarket (4/Hardened),
Grenade (1)

Street Mage

Strength 2 Intelligence 4  Evade 2
Agility 3 Willpower 4  Barehand -1
Perception 4  Empathy 4  Resist 3

Skills: Sorcery 3; Ranged 3; Melee 2; Covert lydttal 3; Command 1;
Social (Streetwise) 3

Initiative: 2d6 + 5

Equipment: Pistol, Knife, Kevlar Jacket (4/Hardgne

Street Ritualist

Strength 4 Intelligence 2 Evade 2
Agility 4 Willpower 2 Barehand 0
Perception 2 Empathy 2 Resist 4

Skills: Spellmarking 3; Ranged 3; Melee 4; CoverPhysical 3;
Command 1; Social (Streetwise) 3
Initiative: 2d6 + 5

Equipment: Submachine Gun, Pistol, Knife, Keviacket (4/Hardened),
Grenade (1)

Back Alley Technomage

Strength 4 Intelligence 2 Evade 2
Agility 4 Willpower 2 Barehand 0
Perception 2 Empathy 2 Resist 4

Skills: Ranged 3; Melee 4; Covert 1; Physical 8mnand 1; Social
(Streetwise) 3
Initiative: 2d6 + 5

Equipment: Submachine Gun, Pistol, Knife, Keviacket (4/Hardened),
Grenade (1)

Martial Artist

Strength 4  Intelligence 2 Evade 2
Agility 4 Willpower 2 Barehand 0
Perception 2 Empathy 2 Resist 4

Skills: Ranged 3; Melee 4; Covert 1; Physical 8mnand 1; Social
(Streetwise) 3
Initiative: 2d6 +5

Equipment: Attuned weapon

Gunslinger

Strength 4 Intelligence 2 Evade 2
Agility 4 Willpower 2 Barehand 0
Perception 2 Empathy 2 Resist 4

Skills: Ranged 3; Melee 4; Covert 1; Physical 8mnand 1; Social
(Streetwise) 3
Initiative: 2d6 +5

Equipment: Submachine Gun, Pistol, Knife, Keviacket (4/Hardened),
Grenade (1)

Bodyguard

Strength 4 Intelligence 4  Evade 2
Agility 4 Willpower 3 Barehand 0
Perception 5 Empathy 4  Resist 4

Skills: Ranged 3; Melee 4; Covert (Awareness)ysital 3; Command
3; Social 3; Medical (First Aid) 3
Initiative: 2d6 + 12

Equipment: Handgun, Kevlar Jacket, Knuckle Dusteesdio, First Aid
Kit

Hitman

Strength 3 Intelligence 4  Evade 3
Agility 4 Willpower 3 Barehand -1
Perception 5 Empathy 3 Resist 3

Skills: Ranged 4; Melee 3; Covert 4; Physical &igl 3; Command
(Combat) 1
Initiative: 2d6 + 10

Equipment: Assault Rifle, Light Pistol with Silesrc Knife, Kevlar Vest
(4/Hardened), Smoke Grenades (3), Flashbang (1)

Hunter

Strength 4 Intelligence 3 Evade 3
Agility 4  Willpower 3 Barehand 0
Perception 5 Empathy 3 Resist 4

Skills: Ranged 3; Melee 1; Covert 3; Physical dn&al 5
Initiative: 2d6 + 8

Equipment: Bolt Action Rifle with Optical Scopeewlver, Knife,
Camouflaged Clothes, Survival Gear

Fanatic

Strength 3 Intelligence 3 Evade 2
Agility 3 Willpower 4  Barehand -1
Perception 3 Empathy 3 Resist 3

Skills: Ranged 1; Melee 3; Focus 2; Covert 3; Riaysl
Initiative: 2d6 + 6

Equipment: Machine Pistol, 2 Knives, Flak Jaci56ft), Molotovs (2)

Starship Crewman

Strength 3 Intelligence 4  Evade 2
Agility 3 Willpower 3 Barehand -1
Perception 4 Empathy 3 Resist 3

Skills: Ranged 2; Melee 2; Technical 4; Physicebface Travel 3
Initiative: 2d6 + 8

Equipment: Ice Pistol, Knife, Impact Webbing, Tiabl

Starship Captain

Strength 3 Intelligence 4  Evade 2
Agility 3 Willpower 4  Barehand -1
Perception 4 Empathy 3 Resist 3

Skills: Ranged 3; Melee 3; Technical 2; Physiceébface Travel 2;
Command 4; Social 3

Initiative: 2d6 + 10

Equipment: Ice Pistol, Glass Rapier, Impact Wegbin

Security Guard

Strength 4 Intelligence 3 Evade 2
Agility 4 Willpower 3 Barehand 0
Perception 3 Empathy 3 Resist 4

Skills: Ranged 3; Melee 2; Physical 1; Social 1
Initiative: 2d6 + 6



Equipment: Handgun, Club, Flashlight, Kevlar Ja¢kéSoft)

Corporate Soldier

Strength 4  Intelligence 3 Evade 2
Agility 4 Willpower 3 Barehand 0
Perception 4 Empathy 3 Resist 4

Skills: Ranged 3; Melee 2; Covert 2; Physical 8pnand 2; Technical 1
Initiative: 2d6 + 10

Equipment: Gyrojet Rifle, Gauss Pistol, Laskn@&ramic Alloy Armour
(7/S0ft), Concussion Bomb (1), EMP Grenade (1)

Corporate Commando

Strength 4  Intelligence 4  Evade 3
Agility 4 Willpower 4  Barehand 0
Perception 5 Empathy 3 Resist 4

Skills: Ranged 4; Melee 3; Covert 4; Physical 8mnand 3; Technical 2
Initiative: 2d6 + 14

Equipment: Gauss Rifle, Gauss Pistol, Vibrobldeble Weave Mesh
(Soft/7), Impact Webbing, Chameleon Suit, Shock é/i8)

Corporate Sorcerer

Strength 4 Intelligence 5 Evade 2
Agility 4 Willpower 5 Barehand 0
Perception 4 Empathy 5 Resist 4

Skills: Ranged 4; Melee 3; Covert 4; Physical 8nnand 3; Technical 2
Initiative: 2d6 + 14

Equipment: Gauss Rifle, Gauss Pistol, Vibrobldeble Weave Mesh
(Soft/7), Impact Webbing, Chameleon Suit, Shock é/i8)



APPENDIX 4
Forms and Play Hide

Forms and Play Aids
This appendix contains a collection of useful pdégs, to print out or photocopy. The forms inclddere are as follows:

GM's Quick Reference

Character Record Sheet

NPC Record Sheet
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