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TO ALL FRIENDS NEAR AND FAR. THEY ARE LIKE
STARS IN THE COSMOS. WE CANNOT SEE THEM ALL
THE TIME BUT IT'S GREAT TO KNOW THEY ARE
THERE SOMEWHEKE..



CHREIERY

Before we had a world with wireless internet, self-driving cars and
commercial spaceflight we had our dreams -- youthful fancies of galaxies
impossibly far away and the hopes to boldly go to that place just beyond the
stars. The world we live in today is pretty impressive but you know what? Our
dreams were way freakin' cooler!

JNOM3NOS

We dreamed of wielding swords made of laser beams, using psychic powers
to explore the inner space of the human psyche and flying in spaceships that
could break the speed of light with the flick of a switch. It wasn't science. Hell,
it wasn't even really science fiction. It was science fantasy.

It didn't matter that none of it made sense. Whether it was explosions in the
vacuum of space, super strong cybernetic limbs or seducing an exotic alien it
was all awesome. We took those dreams of what lay beyond the midnight sky,
beyond our planet, beyond the very galaxy itself and we fantasized. We didn't
let the laws of physics get in our way, we just grabbed what was cool by the
throat and dragged it kicking and screaming into our dreams.

That's what makes Solar Blades & Cosmic Spells so awesome. It's not about
science fiction. It's Science Fantasy. It grabs you, shoves a fist full of dice into
your meaty little mitts and says "Buckle up, pal. Things are about to get
awesome!" It's fast and loose, quick and easy, but most of all it's a helluva lot
of fun.

So hold on tight because if you don't defend that interstellar princess from
the machinations of the Overlords or the God Machine of the Machinathia
Sector then the entire galaxy is doomed. The only thing between the
annihilation of the entire galaxy and you are your Solar Blades and Cosmic
Spells!

James M. Spahn - March 8th 2018
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In an ancient age, many galaxies away...

Well, in not so ancient times, at least, not for me. | see universes where magic
and technology way beyond our wildest dreams are true every day, since the
first time | saw spaceships firing laser cannons and brave space knights
brandishing blades made of light, and when | discovered Role Playing Games |
could actually experience whole new adventures in those settings.

Now, after years of searching for the games with which | would have those
adventures, and after creating my own game based on my journeys through
these many universes and realities, | am bringing forth Solar Blades &
Cosmic Spells.

Based on Sharp Swords & Sinister Spells (which was inspired by a ton of
other games including The Black Hack, DCC RPG, Beyond the Wall, White
Hack, Call of Cthulhu, Genesys and many more), this game focuses on action
packed, fast, simple and flexible gameplay. It is designed to keep preparation
to a minimum, relying on a simple set of rules and good judgement on both
sides of the table. Solar Blades & Cosmic Spells also offers a set of tools and
mechanics that help stories and adventures build themselves, guided by the
choices of the players and the roll of the dice.

So read this book, watch some science fantasy movie series and ‘80s
cartoons, read some pulp fantasy novels and get ready to journey through a
universe on the verge of collapse with plenty of opportunity for adventures of
any kind! Grab your solar blades or ready your cosmic spells and get to the
ship. It's about to take off into the unknown!

Diogo Nogueira - February 2018
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The universe is in collapse as planets and systems struggle for freedom under
the rule of sinister despots. Against the malevolent sorcery of the Overlords
stand the few remaining bearers of the legendary Solar Blades.

What will you do when the forces of the Void close in?

Solar Blades & Cosmic Spells is a rules light Star & Sorcery Role Playing
Game with an Old School spirit. But what does this really mean?

IT'S RULES LIGHT

This means the base game has only the essential rules for play, avoiding
subsystems to detail every aspect of gameplay, and preferring general rules
and a referee’s rulings to govern the almost endless possibilities that come up
in play. The system has only a few different mechanics and once those have
been mastered the need to consult the book for rules clarification will hardly
come up during play, allowing for a more fluid and exciting game. Essentially,
you can learn and teach all that you need to play in a single session.

IT'S ETAR & SORCERY

It’s science fiction, it’s fantasy, it’s space opera, it’s sword and sorcery, it’s
post-apocalyptic. It’s all that and more, mixed up and packed together. In this
game the party may be composed of knights of a mystical tradition, space
pilots, cyber hackers, smugglers running from space authorities, barbarians
from a primitive world, engineers and inventors, students of the lost and
dangerous art of cosmic spells or anything in between. In this universe
technology is advanced but the great accomplishments of it were lost in a
glorious past. Sorcery is real and is wielded by terrible despots. It is also
feared by most of the species in the known universe, being the main reason
why the old glorious days are over. Planets and sectors have many different
cultures, most of which are now divisive and belligerent, led by these
Sorcerer-Emperors. It’s sword and sorcery in space with some cosmic horror
thrown in.

IT'S A ROLE PLAYING GAME

In this type of game participants work together to create and experience a
tale of adventure. One of them, called the Overlord, creates a setting with
different characters (each with their own goals), interesting locations and a
set events about to unfold, usually instigating the other participants to take
some action relating to them (opposing them, taking advantage of them,
helping them to reach their end or even ignoring them in favor of something
else). This group, called the Players, create fictional characters inspired by the

L 831dVHO
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Overlord's setting and the fiction they love and make the decisions for them.
They decide what their characters say and do according to the descriptions of
the Overlord. In turn, based upon their actions, the rules of the game, and
their own judgement, the Overlord describes what happens afterward,
instigating the players to take further action, thereby renewing the cycle.
Through these interactions both the Overlord and the players create a tale of
adventure together without any of them really knowing what will actually
happen in the end.

IT HAS AN OLD SCHOOL SPIRIT

Although not directly related to an old game, Solar Blades & Cosmic Spells
was designed to be played with the same spirit and style. All the principles of
the classic A Quick Primer for Old School Gaming by Matt Finch apply to this
game (and if you don't know about A Quick Primer for Old School Gaming, you
should Google it), although this is not properly a retroclone. It does take
inspiration and is based on many games that are (and some that are not), and
other actual Old School games. However, to avoid the controversy of calling
itself an Old School Game, Solar Blades & Cosmic Spells calls itself a game
with Old School Spirit. But what does that really mean, you ask?

First of all it relies on the Overlord to make judgement calls for how, when
and why rules apply. This is called rulings over rules and implies that the
system has an abstract set of rules to resolve situations and it's up to the
Overlord to determine how those rules apply to each situation or to come up
with a solution based upon them when needed. Additionally, this game
focuses on player skill rather than on character skill. The system is very simple
and abstract, providing players with characters with a few iconic abilities and
very broad statistics. How to use them to create solutions to the challenges
the Overlord comes up with will depend solely on the players. Social and
intellectual challenges rely more on the players' ingenuity than on the roll of
the dice.

Also, according to the Old School sensibilities, characters can be heroes but
they risk a lot in doing so. It's something they can achieve but it's not
something they can do easily with little concern for their safety. The rules
make sure the characters are a little more capable than the average person
but they are not superheroes capable of facing entire battalions by
themselves.

Finally, the game system ignores the modern concept of game balance and
“appropriate encounters”, preferring the approach of setting consistency and
challenging gameplay. In this way there might appear obstacles during the
game which players have no way of resolving. Their best strategy could very
well be to run or to try to negotiate or simply to avoid conflict completely.
That’s the Old School way!
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WHAT DO YOU NEED TO PLAY?

You do not need much to play Solar Blades & Cosmic Spells. Aside from this
book you will need at least a couple of friends (but you can play with many
more people too, as many as your Overlord can manage), a twenty sided die
(d20) and about 3 common six sided dice (d6) per player, a character sheet for
each player and paper to take notes for everyone. All else is optional.

HOW DO WE PLAY THIS GAME?

Firstly players will create their characters using the rules in the Character
Creation chapter. Then, using an adventure the Overlord has previously
prepared (using the guidelines in the Running the Universe chapter), he
narrates the first scene of the game session, generally involving some event
that requires or instigates immediate action from the characters. The players
then narrate their characters’ actions and resolve the outcomes according to
the Overlord’s judgement and the game rules.

Based on the outcome of the characters’ actions the Overlord then narrates
the consequences and the process begins again until the situation is resolved
and another one begins. This goes on until the players and the Overlord are
satisfied with the tale they are creating or when the gameplay leads to a scene
where the story has ended (like when all characters are dead, when they all
retire from adventuring after reaching their goals or something similar).

Even though the story created can be one of success or miserable failure the
objective of the game is to have fun discovering what happens and pretending
to adventure in that fantastic universe. The journey is more important than
the destination in this game!

AOLLING DICE

This game uses two different dice, the d20 and a d6. Sometimes the rules may
ask for a d3 roll which is the result of a d6 divided by 2 and rounded up, or a
d66 which combines the numbers rolled on two separate d6s, forming a two
digit number ranging from 11 to 66 (so, if in one die | rolled a 2 and on the
other a 4, that's a 24). Ad20 can also be used as a d10 by just ignoring the
second digit(so both the natural 3 and the 13 would be a 3, as 10 and 20 would
both be a 10). Using this same principle 2 d20s can reproduce the results of a
d100 using the first one to determine the first digit and the second one to
determine the second digit. —




WHAT IS IN THIS BOOK?

This book contains everything you need to know to play Solar Blades &
Cosmic Spells. Within these pages you will find rules to create characters, run
combats between characters as well as between vehicles and spaceships,
resolve actions, and other situations that come up in play and much more.
What follows is a brief description of each chapter of this book.

L 831dVHO

Chapter 1: Introduction is the one you are reading that explains the concept
of the game.

Chapter 2: Character Creation contains everything you need to know to
create brave adventurers for this game.

Chapter 3: Equipment and Credits lists weapons, armor, technical gear and
other pieces of technology that might be useful to adventurers as well as the
system governing the acquisition of them.

Chapter 4: Rules of the Game presents the core rules of the game (upon
which all others are based) as well as a few other optional rules.

Chapter 5: Combat details the rules regarding combat, damage, healing and
death.

NOILONJONINI

Chapter 6: Sorcery and Psychic Powers contains the rules for sorcery and
psychic powers as well as a list of sample effects users of said techniques may
manifest.

Chapter 7: Vehicles and Starships presents the rules governing the use of
vehicles, space travel, exploration, vehicle battles and a sample list of these
machines.

Chapter 8: Running the Universe is a guide for Overlords presenting the
characteristics of this game’s universe, the major powers, its history and
more. It also contains many tools and tables to help the Overlord jumpstart
the campaign and generate various game elements.

Chapter 9: Aliens and Other Creatures contains the rules regarding NPCs
and Opponents’ statistics, how to handle them and a list of sample
Opponents. Additionally, a generator for new Opponents, aliens and monsters
is presented to inspire Overlords.

Finally, Mission Briefing: Escape from Skull Prison is an introductory
adventure intended to help springboard a campaign using Solar Blades &
Cosmic Sorcery in the fastest way possible. A perfect way to end the book
and begin playing the game!

But that's not all! At the end of the book you will find a few Appendices with
optional rules, inspirational material and an example of play to make
everything clearer!

THE USE OF PRONOUNS IN THIS BOOK

Whenever possible | made an effort to use the singular they as the standard
pronoun used in the book when the text is referring to an undetermined
character. | may not have succeeded in every instance but an effort was made
to make the text as uncaring of who the person is as the chaotic universe of
the game.
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Olos Nah couldn’t believe himself. He had his ship compartments full of the
precious minerals he was going to sell to the Gandorian Cartel. All he had to do
was get into orbit and hit the Star Jump accelerator and he would be out of
reach from the forces serving Vazselia, the system’s Marshal in service to the
Galactic Overlords, but the damn informant that helped him was captured! Why
couldn’t he leave her behind? All of a sudden, did he grow a sense of honor? Or
was it something in the woman’s eyes that he couldn’t stop thinking about?

In Solar Blades & Cosmic Spells players create characters with a high
propensity for adventuring. They are individuals with driving motivations,
high ambitions and the desire for a life filled with excitement.

WHO ARE THE PLAYERS® CHARACTERS?

Depending on the style of the campaign player characters can assume many
different roles. In a game focused on battling the tyranny of the Galactic
Overlords and the Forces of the Void characters will usually be virtuous
freedom fighters more concerned about making a difference in the Universe
than about making a couple hundred Credits.

On the other hand you may very well have a campaign with characters that
would do anything (well, almost anything) for a couple hundred credits.
Mercenaries, bounty hunters, scoundrels, thieves and many other ne’er-do-
wells would be great candidates for this style of game where morals are a little
more flexible.

One of the biggest staples of the fiction that inspires this game consists of
actually mixing up these two types of characters in the same group. This way
you create an interesting dynamic within the group in which each type of
character tries to influence the decisions of the others, offering meaningful
choices for the players and giving more leeway for the Overlord to create
adventures.

The possibilities, however, don’t end there. Merchants are real adventurers in
a universe where tyrannical rulers regulate trade and make important goods
the privilege of a few. Explorers might be the bravest of them all, journeying to
forbidden sectors, entering completely strange regions in search of new
discoveries, resources and other objectives, but usually just finding pirates,
savages and alien beasts.

And the group might just want to play agents of the Galactic Overlords,
seeking ways to improve their superiors' domains or even to take their places
as the new rulers of the universe!

¢ ¥31dVHD
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CHARACTER CREATION
PROCESS

To create a character grab a
character sheet (check the end of
the book for one to copy) and follow
these steps:

1. ROLL FOR ATTRIBUTES

Characters in this game are
broadly defined by four
Attributes: Physique, Agility,
Intellect and Willpower. To
determine the score of each roll
3d6 in the order presented (an
Overlord can allow a player to assign the rolled
scores as they please if they have a clearly defined
character Concept). Each of them will have a value
ranging from 3 to 18 with the values of 9 and 10
representing the average for human beings.

PHYSIQUE

Physique is a measure of physical strength, resistance and fortitude. This is
important in melee combat and is used for determining your chances to cause
damage to opponents. This value helps determine your total Vitality.
Physique is tested to make melee attacks, endure harsh conditions (such as
extreme temperatures, forced marches, famine), resist poison and diseases,
lift heavy objects, force doors and other feats of strength and stamina.

AGILITY

Agility measures the character’s coordination, balance, reflexes and precise
manipulation of objects. It is very important for characters that focus on
subterfuge and nimbleness and helps determine the chances of being hit in
combat. Agility is tested when making ranged attacks, dodging falling rocks,
doing acrobatics or any other action that requires reflexes and coordination.

INTELLECT

Intellect represents the character's memory, perception and accumulated
knowledge. It is important for characters that will be dealing with technology,
robots, machines and vehicles as well as those trying to master the secrets of
cosmic sorcery or psionics. Intellect is tested when trying to access restricted
information on computer terminals, repairing machines (weapons, vehicles,
computers and other things), learning spells, remembering information,
noticing details and other actions relating to memory and perception.



WILLPOWER

Willpower symbolizes the character force of will, determination and driving
force. It is important for characters who try to manipulate the cosmic energies
in the form of spells or psychic powers and for anyone who wishes to resist
effects that manipulate their minds and take away their free will. Willpower is
tested when a character tries to manifest a power, when trying to resist magic
control over your mind, avoiding shattering their sanity when facing the
manifestations of the Void and other tests of determination.

¢ ¥31dVHD

Alice is creating her Solar Blades & Cosmic Spells character and she is starting
by rolling her character's Attributes. She grabs three six-sided dice and starts
rolling them. The first die comes up a 4, the second a 3 and the third 6. Adding
them up she gets a 13 for her Physique Attribute. Repeating the process she rolls
an 8 for Agility, 14 for Intellect and 10 for Willpower.

2. CREATING YOUR CHARACTER'S CONCEPT

With the Attribute scores defined it's time to define who your character is.
This is called your character’s Concept and it establishes what they know,
what they are good at, what they are bad at, what sentient species they

belong to and can even tell us about their personality.

Players have almost total
freedom to create their
character's Concept as long as
they stay within the confines of the
setting and the style of game defined

by the group (if everybody agrees to
play outlaws don't make a virtuous law-
abiding crusader). All they need to do is
create a single phrase that explains who the
character is, what they do, what species they
are from (if no alien species is specified it's
assumed the character is human) and that
can also define other minor details about
them.

NOILY3dD ¥31DVAVHO

As an example one could say their character
is a "cocky smuggler from the outer regions"
and that would say quite a lot about them.
First of all they think too much of themself.
This probably puts the character in situations
they can't really deal with all by themself but
maybe this gives them some confidence when
they need it most. Being a smuggler they know
a lot about how to avoid the laws of the Galactic
Overlords, how to hide forbidden goods from
customs agents and where to get whatever they
are looking for. Additionally, being from the outer regions
of the universe they know information regarding the sectors of
that region, the Overlords who rule them, the safe places a smuggler
could hide and the places where they can find a job fast!



There is no real rule for how to create a character Concept. However, some
guidelines may help:

«  Establish some personality detail about them.

«  Define their occupation or vocation.

«  Determine if they are human or not.

+  Say where they are from or if the character is part of some organization.

This way there is no defined list of Concepts and players can exercise their
creativity freely. It is advised that players and Overlords discuss the Concepts
beforehand and agree with what each element means in the game. In
addition to providing players with guidance on how to portray and roleplay
the character Chapter 4: Rules of the Game will discuss how the Concept
affects the game rules.

¢ ¥31dVHD

After rolling her character’s Attributes Alice has to come up with a Concept for
her adventurer. Looking at her scores for inspiration she sees her character as a
tough individual but with a good mind for details and technology. She figures a
starship mechanic would be a good fit. Remembering one of her favorite
characters from TV she sees that mechanic as a hopeful person, coming from a
backwater planet, always curious to see the next system. She writes down
“Hopeful Mechanic from Isolated Planet” She can define more about her home
world during the game.

ALIEN SPECIES

Some characters may belong to a different sentient species. The universe of
Solar Blades & Cosmic Spells is populated by an incalculable number of
different sentient species even though the Cleansing Wars began in an effort
to wipe out most of them. When the Galactic Overlords rebelled against their
Leader and began fighting one another the war changed its focus and most of
the persecuted were ignored or were now an important force to muster

FA against their rivals.

NOILY3dD ¥31OVAVHO

In game terms being from an alien species is as simple as
stating it in the character’s Concept. As usual players and
Overlords will need to discuss what it means to be from
that species, what their characteristics are, what their
culture is like, how they usually behave and other
details that will help establish the species in the
campaign and that will guide gameplay.

Some alien species, however, have special
e powers that require some rules adjustments.
3 We normally assume aliens have no other
special ability that differentiates them from
humans in game terms but that’s not always

the case. A species might have the ability to
_ see in the dark, another might be able to

breathe underwater or some other
- fantastic feat humans are not able
: to accomplish.

In this case, for each special
ability like these, characters
from those species need one



extra adventure each level to advance to the next one. Humans might not
have all of those astonishing powers but they sure learn fast and are very
flexible, adapting to almost any environment. Players should note their
species’ special abilities on the character sheet.

Finally, the tables in Chapter 9: Aliens and other Creatures can be used to
generate unique cultures for these alien species, giving players and the
Overlord a stronger sense of the role of these aliens in the overall universe.

¢ ¥31dVHD

CAMPLE SPECIES

HUMANS

Humans are the most widespread species in the universe. This is due not only
to their incredible capacity to adapt to almost any environment but also to
the Cleansing Wars when the mad Galactic Overlords and their former Leader
almost exterminated any other species that opposed human supremacy.
Their appearance is the most varied among the sentient species, with a wide
range of skin tones, different colors of hair and eyes, and an even more varied
range of cultures. In game terms we assume all characters are humans unless
specified otherwise so no modification is needed. Humans are the only
species that begin with a Luck score of 4 (for more information about Luck
and its uses check Chapter 4: Rules of the Game).

TREKKATS

Trekkats have the appearance of large reptiles with armored faces and three
large horns for defense, a strong exoskeleton and six insectoid legs. They were
once primitive savages from an isolated planet in the outer regions. They were
brought into the Cleansing Wars when the Galactic Overlords decided their
sheer number could make a difference in the battles between themselves and
started training them in the use of weapons. It didn’t take long for their
independent minds to decide to break away from the Overlords’ control and
explore the Galaxy. However, as revenge, one of the Overlords used all their
powers to devastate their home planet and now Trekkats are as orphans
among the stars.

NOILY3dD ¥31DVAVHO

Trekkats have an innate talent with machines and a strong sense of
camaraderie amongst themselves. Additionally, they are capable of making
extraordinary jumps. In game terms, as part of their Movement, they can
leap a distance equal to either their Physique or Agility (whichever is higher)
in meters horizontally, or half as much vertically. They need one extra
adventure to level up each time.

CSZARIANS

Szarians are reptilian humanoids with slender bodies s ;
and the incredible capacity to know where in the o
Galaxy they currently are. Because of this the
Galactic Overlords decided they were more valuable
alive, under their service, than dead like other alien
species. Pacts were made with different tribes and
ancient rivalries turned into open warfare both on
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their home world and amongst the stars. When the Cleansing Wars ended the
Szarians maintained their fame as the best explorers in the universe but the
relationships between the tribes was never the same.

Szarians have a very competitive culture and a strong desire to discover new
places, paths and systems. Their innate ability to always know where they are
makes them perfect explorers and hunters. In game terms Szarians characters
never get lost and always know their location in the universe if they’ve
traveled to that place before. Because of this they need one extra adventure to
level up each time.

CYBERIANS

No one remembers who the Cyberians were before they decided to become a
race of cyborgs. They made the transition from biological beings to machines
with the immortal brains of sentients in the early days of the Cleansing Wars,
sensing their bodies would not be enough to resist the cruelty that was
coming their way. Doing so allowed them to resist most of the biological
weapons used against aliens in the Wars and made them the first species to
organize an alliance against the
Galactic Overlords.

Even after the Cleansing Wars
Cyberians remain a species
dedicated to overthrowing the
remaining Galactic Overlords. Their
cybernetic bodies make them resilient
to most conditions that are harmful to
biological beings but also make them
vulnerable to specific hazards machines
may face. Their mechanical bodies are
equipped with many tools and weapons
customized to each individual, effectively
making them capable of having twice as
much encumbrance limit compared to
other characters. As usual this makes
Cyberians characters need one extra
adventure to advance each level.

Since Alice decided to play a human
mechanic Daniel wants to make his
character an alien. He already decided he
is a “brash pilot from the core region’,
but now he wants to create an alien
species for himself. He thought about it
and decided he wants his character to
be from an insectoid species with
highly intelligent and competitive
people. They all have the ability to fly
and would look like humanoid wasps
but without the sting. He talks with the
Overlord and they agree on calling the
species Besphians and charge the
additional adventure to level up for
the flight ability.
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3. CHOOSING AN ARCHETYPE

After defining the character’s Concept players need to choose a character
Archetype. Archetypes are classical representations of characters commonly
found in the fiction that inspires Solar Blades & Cosmic Spells.

The four Archetypes in this game are The Tough, The Nimble, The Smart
and The Gifted. Each of these characterize a specific style of character and
grants Special Abilities that fit those roles better.

Combining these Archetypes with the characters’ Concepts, players have a
wide range of possibilities without the need for complex systems and rules.

Each Archetype entry presents the following details:

e Prime Attributes: This indicates which Attributes are the most
important for these characters and which they more easily increase when
leveling up.

o Recovery Roll: The roll a player makes when resting and recovering health.

» Special Abilities: This entry presents the iconic abilities and powers of
each Archetype as well as the rules for using them.

THE TOUGH

You are the strongest and most resilient person you know. Well, at least that’s
what you want everyone to believe. You take pride in your physical prowess
and usually prefer melee combat over ranged weapons. You may say it is
because of some honor code but the truth is you’re just much better with a
vibroblade than with a blaster rifle.

The Tough is a character focused on physical strength and constitution. They
are excellent combatants and soldiers, being able to sustain punishment
strong enough to bring down many others. They excel in close combat,
physical effort and rapid recovery, making them ideal warriors and defenders
of any adventuring party.

Prime Attributes: Physique and Agility
Recovery Roll: 1d6+2
CPECIAL ABILITIES

® Too Tough to Die: Once per adventure, upon reaching 0 Vitality, The Tough
immediately regains 1d6 + Level Vitality points. This represents the
character’s strong resilience and unfaltering determination.

o Feel the Pain: No one strikes as hard as The Tough. All melee damage inflicted
by the character is increased by 1 (so if the weapon’s normal damage is 1d6 The
Tough would cause 1d6+1 points of damage when using that weapon).

o | Can Take 'Em All: The Tough knows how to take advantage of their
superior combat prowess. The character can make a number of extra attacks
per round equal to the difference between their Level and the highest number
of HD possessed by an opponent in close range

e That’s my Favorite: The Tough chooses one particular type of melee
weapon as their favorite. When using weapons of that type the character rolls
a Positive Die when attacking.
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THE NMIMBLE

You'’re the fastest and most agile person you know and
anyone who sees you in action believes that, too. If
someone needs a skillful infiltrator they call you. If they
need a sharpshooting sniper that’s you, too. In reality any
job for a fast, flexible, precise and nimble person is
perfect for you and you know that. So you charge
accordingly.

The Nimble is a character focused on quick reflexes,
precision and nimbleness. They favor tasks where their
trained reflexes can shine, be it entering a secure
location stealthily, stealing a valuable relic from the
ancient Empire or rescuing prisoners from the dungeons
of the Galactic Overlords. In combat they prefer using
ranged weapons and are hard targets to hit.

Prime Attributes: Agility and Intellect

Recovery Roll: 1d6+1
CPECIAL ABILITIES

e You Can’t Hit Me: The Nimble’s main ability in combat is
avoiding getting hit. The character can impose a number of
Negative Dice on attacks against them per combat equal to ~ L
their Level. :

‘
e That’s an Easy Target: Precision is a trademark of this
Archetype. Instead of needing a full combat round to aim a shot The Nimble
can forego their Movement in a round to get the same benefit as someone
aiming for a full round (see Aiming in Chapter 5: Combat.)

e Luck is on My Side: For some reason luck always favor The Nimble. Well,
almost always. Characters from this Archetype can reroll a number of Luck
Rolls per adventure equal to their Level.

e | Know How to Do This: Having a very flexible career (and sometimes even
more flexible morals), The Nimble learns many trades and skills. Because of
this they learn an additional “profession” each odd Level beginning at first.
These professions can be used just like Concepts, granting and imposing
Positive or Negative Dice.
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THE SMART

If something goes wrong with a computer or an engine it’s you who they call.
For some reason you just have a knack for technology and machines. Even if
they’ve never seen a device it’s usually just a matter of time until they figure

out how it works and how to fix it. And if they give you a few more hours you

can even make some improvements!

The Smart is a character focused on the use of technology and machines.
They make great assets to an age where although technology is ever present,
it’s not truly understood and many of its secrets are forgotten. In combat they
are invaluable allies, improving the effectiveness of weapons and vehicles as
well as being capable of making repairs to them when in dire need.

Prime Attributes: Intellect and Agility
Recovery Roll: 1d6
CPECIAL ABILITIES

o | Can Fix This: The Smart, somehow, always know what's wrong or can
always find a way to make some kind of emergency repairs. In game terms
they always halve the Difficulty when making repairs to technological devices
and when making Combat Jury Rigging, they add their Level to the amount
of Hull points recovered (see Chapter 7: Vehicles and Starships for more
information on repairing vehicles).

o | Made Some Improvements: With some time, appropriate tools and
creativity The Smart can make improvements to technological objects. When
spending a number of hours determined by the Overlord (based on the
object’s complexity) they can make a minor improvement like the ones below.
The character can have a number of active improvements equal to their
Level.

o Gain a Positive Die when using the device.

o Improve the damage caused by the weapon by +1 per die used (1d6
becomes 1d6+1, 2d6 becomes 2d6+2).

o Increase the range the object can affect by one increment (close to
short, short to medium, and so on).

o Other minor improvements the Overlord deems appropriate.

® Machines Speak to Me: Ancient technology is hard to understand but The
Smart have a better chance to understand it. When trying to understand how
an ancient technological device works the character receives a Positive Die.

o |’ve Read About This: The Smart also specializes in various fields of
knowledge from engineering to xenology and many other subjects in
between. Starting at first Level and again at each odd Level after that they
choose a field of study. These fields grant a Positive Die when making
knowledge tests relating to them.







PP IIL ARy

PSS
oo kL,




THE GIFTED

Not everything in the universe respects the laws of reality. You’ve discovered
this truth and now reality bends to your will. Branding sorcerous or mental
powers, you are capable of astonishing feats that not even technology can
accomplish. But that also comes with a price. These powers are not meant to
be used by mortals so they corrupt and destroy everything they touch.

The Gifted is a character that focuses on special powers that can do almost
anything. But these powers are not simple to use, being very taxing to the
user and, sometimes, to others around them. Although poorly trained for
combat their powers can make a difference in most battles, especially when
combating the sorcery of the Forces of the Void and that of the Galactic
Overlords.
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Prime Attributes: Intellect and Willpower
Recovery Roll: 1d6
CPECIAL ABILITIES

e | Sense a Disturbance: The Gifted can sense supernatural activities and
effects in their vicinity. Making an Intellect test with a Difficulty equal to the
HD of the creature or the PL of the effect the character can detect
supernatural effects up to medium range.

e | Make My Own Reality: Through their innate connection to The Void The
Gifted is able to manifest astonishing powers. They begin gameplay with 3
known powers and can learn a new one each Level thereafter. To use these
powers The Gifted makes a Willpower test with Difficulty equal to its Power
Level (PL). More details on the use of powers can be found in Chapter 6:
Sorcery and Psychic Powers.

® The Void Hungers: The Void gives The Gifted their powers but charges a
price for them. Normally characters take a risk to suffer a
power Backlash when they fail the Willpower
test to manifest it but they may opt to feed the
Forces of The Void to gain a Positive Die on this
test by sacrificing an additional amount
of Vitality points equal to the PL of the
power being used. At least half of that
amount must come from nearby allies of
The Gifted.

e There is Power in Blood: Using these
supernatural powers is really taxing for The
Gifted’s body and mind. To improve their
chances to use their powers the character
may sacrifice points of Physique or Agility
to add the same amount to their Willpower
for a single Attribute Test. After the check
these points are lost and need to be recovered
normally (see Chapter 5: Combat for more details
on Recovery and Healing).

NOILY3dD ¥31DVAVHO

Alice analyses all the four Archetypes and decides
that The Smart best fits her character Concept. With a
high Intellect score and the various special abilities
that help with the use of technological devices this
Archetype is an ideal choice. -==
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Y. CREATING A COMPLICATION

The next step is creating an interesting Complication for the character. Every
adventurer has one, something that makes their life more difficult and
exciting.

Some characters have huge debts to crime lords. Others owe loyalty to
organizations that can put them against their current goals. Some can be
addicted to rare drugs or even pure adrenaline. There are many different
Complications and players are encouraged to come up with their own.

This not only helps players establish their characters within the fiction of the
game but also gives the Overlord a tool they can use to make the game more
personal.

If need be players can use the following table to generate their Complications
or to inspire them to create others. All they need to do is roll a d66 and consult
the results below.

1. Debt 2. Addiction 3. Hunted

1.1 Corrupt Noble 2.1 Alien Drug 3.1 Assassins’ Guild
1.2 Merchant Guild 2.2 Sorcery 3.2 Chaos Cult

1.3 Sinister Sorcerer 2.3 Alcohol 3.3 Crime Lord

1.4 Crime Lord 2.4 Adrenaline 3.4 Local Guard

1.5 Bloodthirsty Pirate 2.5 Gambling 3.5 Sinister Sorcerer
1.6 Supernatural Entity 2.6 Stealing 3.6 Monstrous Creature
4. Enemy 5. Secret 6. Duty

4.1 Fanatic Rival 5.1 Treason 6.1 Family

4.2 Bloodthirsty Pirate 5.2 Sinister Pact 6.2 Military

4.3 Former Master 5.3 Crime 6.3 Criminal Guild
4.4 Savage Barbarian 5.4 Obsession 6.4 Religious Order
4.5 Influential Noble 5.5 Secret Identity 6.5 Former Master

4.6 Supernatural Entity 5.6 Forbidden Knowledge 6.6 Secret Society

Alice now has to create a Complication for her character. She thinks about what
could complicate her character’s life and at the same time be interesting during
the game. She decides she wants to have some kind of enemy that hunts her
down and complicates her life but isn’t sure who it should be.. That’s when the
Overlord’s twin brother walked in asking for some soda and Alice realizes she
wants her Complication to be “Crazy Evil Twin Sister”. That’s going to be fun!

C. DETERMINING EQUIPMENT

Afterwards players decide what gear their characters carry around with them.
Players can choose all the mundane equipment they want, making sure they
follow the Encumbrance rules in the next chapter.

However, any high-technology equipment can only be acquired through
adventuring since these are rare and hard to come by.



Players should remember to choose
at least one weapon, some armor
and survival equipment (such as
backpacks, fiber cords, binoculars,
med packs, flashlights and other
items).

Alice is not sure what she will need
on her adventures. To be safe she
picks a heavy pistol, a light sword
and a heavy leather jacket as her
armor. Being a resourceful mechanic
she is going to carry a set of
mechanic tools and a flashlight. To
round up her gear she picks a
backpack, a fiber cord, rations for a
week and a thermal bottle.

¢ ¥31dVHD

6. FINAL DETAILS

The last step in creating a character
is to fill in certain statistics on the character sheet. These are usually derived
from another statistic previously defined or are defined by the following rules:

UITALITY

This statistic is derived from the characters Physique score. It determines the
amount of physical punishment they can sustain and when it reaches zero the
character runs the risk of dying. Each character’s total Vitality is equal to its
Physique plus 1 point per Level. The Tough, however, gets an extra Vitality
point per Level (effectively giving them 2 additional points per Level).

NOILY3dD ¥31DVAVHO

SANITY

This represents the mental stability and the grasp of reality the character
possesses. When witnessing horrible scenes and events characters may suffer
traumas and lose their Sanity points. All characters begin with a Sanity score
equal to their Intellect. This statistic does not usually increase but can be
recovered under special circumstances (see Sanity and Madness in Chapter
4: Rules of the Game).

LUCK

The universe conspires in favor of some individuals, or at least that's what
those lucky bastards say! Be it just plain luck, the favor of powerful
supernatural entities or a strong connection to the Void that is spreading
throughout the cosmos, the Luck stat can make a big difference in the
character’s destiny. All characters begin the game with a Luck score of 3
unless they are Humans which means their Luck starts at 4 (for more
information regarding Luck, see Chapter 4: Rules of the Game).
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CREDITS

Nothing is free in a universe ruled by greedy tyrants and corrupt trade guilds.
Weapons, armor, fuel and even food can cost almost everything a person has
depending on the supplies and temperament of the merchant they are
dealing with. Because of this volatile nature of commerce throughout the
universe (and the design intent of focusing on adventuring gameplay instead
of bookkeeping) Credits is an abstract score that represents the available
resources a character can make use of. The default starting score for Credits is
2, meaning characters are usually down on their luck and in need of resources
to get by (for more information regarding Credits and its use in the game see
Chapter 3: Equipment and Credits).

AME

What's the name of the adventurers of the story being created? The universe
of Solar Blades & Cosmic Spells is incredibly vast and possesses an
uncountable number of cultures and species, allowing players great freedom
to create the names of their characters. However, some caution must be
taken. Although names have no mechanical impact on gameplay players
should avoid choosing silly and funny names for their characters as this may
break down the suspension of disbelief of others in the game. It's just
common courtesy to choose names appropriate to the spirit of the game.

OTHER DETAILS

Many other details regarding a character can

be defined by a player. Where are they from?
How old are they? What do they look like?
What is their personality? All of this can be
important to play and should be thought about
by the players but this can be defined as the
game is played as well. Although these details
have no mechanical impact they help define
the character's place in the universe and may
give the other players enough information to help
them immerse themselves in the world being
created by the game.

Now it's time to define the last details about Alice’s
character. First she writes the total Vitality points she
has. Her Physique is 13 and since she is a 1st level
character her total Vitality is 14. Her character is quite
tough. Next she checks her Sanity score. Having an Intellect
of 14 gives her the same amount of Sanity, making her mind
quite resilient. Since her character is a human her starting
Luck is 4, which is quite lucky. Because this is a universe in
decadence, where people struggle to get by, her initial Credit score
is 2, giving her a good reason to go out adventuring. Finally Alice
has to come up with a name for her mechanic. Thinking for a bit she
decides to name her Kaylia, inspired by one of her favorite
characters in a science fiction TV show she used to watch. Regarding
the other details, she thinks it's better to come up with them as she
plays along.
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Shelaria was used to getting by with what she could find. Her clothes were a
ragtag of pieces she collected in her years of life in the depths of the planet sized
city of Xhazat. Her weapons were taken from fallen gang members of the Coin
Triad and her armor is made of what was left when a Sentinel from the Overlord
was blown to pieces in the constant war against the rebels. Now that she had
broken into the Sentinels’ Armory she had no idea what to take.

In the universe of Solar Blades & Cosmic Spells technology can be highly
advanced but it's quite rare in most cases. Laser rifles exist but the majority of
people have never seen one and are used to common bullet rifles. Pretty
much everyone has seen a starship although many of them have seen them in
the junkyard and not hurtling through the skies.

Thus, highly advanced devices are out of reach for almost everyone but the
Galactic Overlords, their Sentinels and the bureaucracy surrounding them.
Characters and other adventuring types may stumble upon advanced
technology on their journeys and many of their travels may revolve around
obtaining machines and devices of an older and more advanced time. More
often than not they will have to do with more common and outdated
equipment.

This chapter details many different pieces of equipment from the most
mundane and commonly available to some of the rare and almost invaluable
high technology devices. Starting characters, however, should have their
choice of starting gear limited to the Mundane Equipment section. Advanced
Technology items should usually be obtained through adventuring or with a
very steep price (and this may include non-monetary payments as well).

At the end of this chapter we will also explain how to use the Credits score to
purchase equipment during the game, what happens to the character’s
wealth between adventures and how the Encumbrance rules work.

MUNDANE EQUIPMENT

These items are the most commonly available throughout the universe and
can be chosen as part of the starting gear of any character. Although they are
usually outdated technology resourceful adventurers can accomplish a lot
with them.

ACQUIRING MUNDANE EQUIPMENT

When creating a character all a player needs to do is to write down the items
they desire to start with. They should pay attention to the Encumbrance rule
and make sure they are not overwhelmed with excessive gear but other than
that they are free to choose equipment as they please. After gameplay has
started acquisition of mundane items should require a Credits Roll. The
Overlord can apply a modifier of up to +5 to reflect the scarcity or difficulty to
find and purchase such items. See the Credits section below for details.
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DURABILITY AND AMMUNITION

Mundane gear usually has a Durability score of 3. This is applied to armor,
weapons and ammunition for weapons and other items. The Overlord,
however, can decide some specific item has a lower Durability score or even
is a one use only kind of item like a grenade. For more information on
Durability Rolls see Chapter 4: Rules of the Game.

MELEE WERPONS

Swords, axes, spears and many other melee weapons are still in use in the
universe of Solar Blades & Cosmic Spells and many rely on them for
personal defense.

MELEE WEAPONS® CATEGORIES

Instead of defining statistics for every single weapon imaginable Solar Blades
& Cosmic Spells groups weapons in large categories for ease of play. First we
have the basic Unarmed category which means a character is using their own
body as a weapon (punching, kicking). This does 1d3 points of damage and
has no other effect. Then we have the Small category comprised of weapons
with a length up to the size of a forearm (brass knuckles, knives, short swords,
hand axes). They inflict 1d6-1 points of damage but they give a Positive Die
when someone tries to hide them. Next we have the Medium category
composed of weapons up to the size of a human’s full arm (axes, long swords,
maces, warhammers, short spears). These weapons cause 1d6 points of
damage but offer no other benefit. Finally there is the Large category which
includes weapons larger than a human’s arm (claymores, battle axes,
halberds, spears, mauls). These do 1d6+1 points of damage when used but
provide a Negative Die when someone tries to hide them and need two
hands to be wielded. The table below summarizes this information.

Weapon Category Damage* Notes

Unarmed 1d3

Small 1d6-1 Provides Positive Die to hide weapon.
Medium 1d6

Large 1d6+1 Imposes Negative Die when hiding weapon.

* A successful attack always does at least 1 point of damage.

UIBRO BLADES AND £LECTRIFIED LWEAPONS

Some melee weapons have undergone a kind of modern upgrade.
Vibroblades, Electrified Hammers and other weapons like these inflict an
additional point of damage but are harder to find and fix, not to mention their
batteries have only a Durability score of 2.




RANGED WEAPONS

Ranged weapons are probably the most
common instrument of defense in use in the
universe. Primitive worlds still make use of
bows, crossbows, and spears but most people
around the cosmos carry a pistol and

sometimes even rifles. As with melee weapons
we separate ranged weapons into larger
categories. The Small category is comprised

of easy to carry ranged weapons that can be
fired with just one hand (revolvers, pistols,

hand crossbows) and usually can't fire on targets
that are too far away. They inflict 1d6-1 points of
damage, fire normally up to medium range and
provide a Positive Die to be hidden. The Medium
category includes weapons that can be used with
one hand but work better when used with both
hands (heavy pistols, semi-automatic weapons,
bows, crossbows) and have a fairly good range.
They do 1d6 points of damage, fire normally up to
long range but impose a Negative Die if fired with
just one hand. Next, the Large category is
composed of ranged weapons that need both
hands to operate (rifles, shotguns, machine guns,
longbows) and usually have a very good range.
They cause 1d6+1 points of damage, fire
normally up to distant range but impose a
Negative Die to be fired into short range
and to be hidden. They also can only be
used with both hands. The table below
summarizes this information.

Weapon Category Damage* Range Notes
q Provides Positive Die to hide
Small 1d6-1 Medium weapon.
Medium 1d6 Long -
Imposes Negative Die when
Large 1d6+1 Distant hiding weapon and when firing

into short range. Must be used
with both hands.

* A successful attack always does at least 1 point of damage.

SPECIAL AMMUNITION

The stats above assume the use of normal standard ammunition. However,
some ingenious combatants may want to use special ammunition such as
explosive bullets or electrified projectiles. The use of such special
ammunition adds 1 point of damage to the attack. However, they are hard to
find and cost a lot more than normal bullets and thus have a Durability score

of 2.
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DIFFERENT WEAPONS

The rules above make the use of most weapons quite easy
and flexible in the game. However, some specific weapons
might not be properly portrayed by them. A
shotgun, for example, could do 1d6+1 points
of damage but would have an ideal short
range. A flame thrower would hit everyone in
a 90 degree arc up to short range for 1d6 points
of damage per round but couldn't be fired into longer
distances. Overlords and players are encouraged to come
up with different variations and special weapons.

ARMOR

With so many dangers in the universe everyone needs some
kind of protection. This is where armors come in. They
protect the wearer from damage but they can also slow
them down if they are too bulky. That's why most people
only wear the lightest of them. As we did with weapons
this game categorizes armor into 3 general categories. First
there is the Light category composed of heavy clothing and
leather garments and coats. These reduce all physical damage
by 1 point. Then there is the Medium category comprised of
more tactical armors, especially those worn by guards, mercenaries
and mobile forces. They reduce physical damage by 2 points but limit the
effective Agility score to a maximum of 13, due to their hard parts and
bulkiness. The Heavy category includes military grade armor that covers almost
the entire body and is quite bulky to use. It reduces physical damage taken by 3
points, however it limits the wearer’s Agility to 13 and imposes a Negative Die
on all actions regarding movement or reflexes. The table below summarizes this
information.

Armor Category Re d?liz?:ﬁeDR Notes

Light 1 -

Medium 2 Limits effective Agility to 13.
Limits effective Agility to 13, and

Heavy 3 imposes a Negative Die on actions

involving movement and reflexes.

CHIELDS

It’s not rare to find warriors among the stars that still carry shields to the
battles they face. These items favor those who are strong enough to block
attacks coming in their direction. In game terms shield bearers can opt to
make a Physique test against physical attacks made against them. This test is
influenced by all normal rules including the Powerful Opponent rule. If they
succeed the attack is negated. The number of times a character can do that



depends on the shield size category. Small shields can attempt to block 1
attack per round and allow the user to use an item in their shield hand if they
forgo their block attempt. Medium shields allow 2 block attempts per round
but the user cannot equip other items in their shield hand. Finally, Large
shields allow 3 block attempts per round but they impose a Negative Die to
actions related to movement and attacks unless the bearer stands still.

Shield Category Blocks / Round Notes

Allow the use of shield hand when not

SliED g blocking attacks. . S

Medium 2 \}I1Va|$]lé:|er can’t hold other items in shield
Imposes a Negative Die to actions

Large 3 related to movement and attacks

unless the bearer stands still.
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GEAR

However important weapons and armor might
be, characters will need much more than that to
survive. Backpacks, rations, tools, med packs,
flashlights, respirators and many other items can
mean the difference between life and death on
the desolate planets they will visit. There is no hard
rule around the use of these items but the Overlord may
decide that some actions can only be performed with the
right tool or that some other actions are harder or easier to
perform depending on the characters possessing the right
item. The table below lists the most common items used by
adventurers. Players and Overlords may invent other
objects and devices if they desire.

Backpack
Battery

Belt Pouch
Binoculars
Camera
Canteen
Climbing Gear
Com Device
Crowbar
Cutting Torch
Electric Torch
Flare Gun
Flashlight
Gas Mask

Lock

Manacles

Oxygen Mask
Portable Radio
Rations (per week)
Retractable Pole
Rope

Rope Gun

Survival Clothes

Toolkit (mechanical, thieves’ tools,
chemical)

Utility Knife
Vac Suit
Weather Tent
Weighted Boots

Backpack: Sturdy canvas or leather backpack to carry equipment. Increases

the Encumbrance limit by 4.

Battery: Generic entry for all kinds of batteries. This allows the renewal of
Durability scores for items that require batteries to use.

Belt Pouch: A small pouch that can be tied to the waist or even to the leg.

Adds 2 to the Encumbrance limit.

Binoculars: A pair of lenses that let users see into the distance.

Camera: Able to take photographs and videos. Found in many shapes and sizes.

Canteen: A resistant bottle to hold water and other liquids.

Climbing Gear: Iron pins, spiked shoes, special gloves and other items to

make climbing easier.
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Com Device: A device that works
on radio waves allowing
communication between users in
distant places. Can't be used to
communicate with individuals on
other planets. It's range is limited
to one planet or one space
station.

Crowbar: Metal tool used to
forcefully open locks.

Cutting Torch: An electric cutting
device to use on metal and other

hard materials.

Electric Torch: An electric device that illuminates a circular area around it for
up to medium range.

Flare Gun: A gun that fires a bright and difficult to ignore projectile.

Flashlight: A flashlight as we know them today. Its light reaches up to 20
meters.

Gas Mask: Used to avoid the effects of toxic and poisonous gases.
Lock: Locks can be found in many shapes, sizes and complexities.

Manacles: Manacles can be found in many sizes and shapes, able to restrain
many different sentient species.

Oxygen Mask: Makes the wearer able to breathe in hostile atmospheres.
Make a Durability Roll every hour.

Portable Radio: A device that can tune into different radio signals to listen or
transmit messages to others with radio devices.

Rations (week): A pack of high protein bars that gives sustenance for up to a
week. Not tasty but edible.

Retractable Pole: A retractable 3 meter pole used for exploration.
Rope: A rope made of either synthetic material or hemp.
Rope Gun: A gun that can fire a rope with a grappling hook up to long range.

Survival Clothes: Reinforced clothing made to last and to resist hostile
environments.

Toolkit: This entry represents any type of toolkit appropriate to the character
Concept. It can be mechanical tools, electronic tools, thieves’ tools,
alchemical tools and whatever the player desires.




Utility Knife: A small retractable knife that also has other tools integrated,
like scissors, saw, screwdriver, etc.

Vac Suit: A reinforced leather and rubber suit with metal pieces and helmet.
Used to allow user to survive for a limited time in the vacuum of space. Make a
Durability Roll every turn.

Weather Tent: A tent that shelters the users from the
hardships of the environment, keeping a cool climate inside.
Can be used by up to 3 individuals at once.

Weighted Boots: A pair of metal boots with extra weight to
provide wearers a more steady footing in low gravity
atmospheres.

EXPLOSIVES

Sometimes a sword or a shotgun won't be enough and you
need to bring the big guns! Explosives and grenades can
inflict a lot of damage but are not so safe to use. These
weapons do full damage to everyone in close range and half
as much to creatures within short range. If targets have a
place to dive for cover they may make an Agility test with a
Difficulty equal to the total number of damage dice the item inflicts to halve
the damage taken.

Explosive Damage* Notes

Each unit occupies an Encumbrance slot.
User can stack units to increase damage.

8d6 Imposes a Negative Die to be thrown. User

Black Powder 2d6 per unit

D 0 can set a timer with an Intellect test.
Targets need to make a Difficulty 2 Agility
Flash Grenade - test to cover eyes and avoid being blinded

for 1d6 turns.

Every target within short range needs to
make a Difficulty 2 Agility test or be stuck in
place for 1d6 turns. A Difficulty 2 Physique
test can be made to escape.

Grenade 4d6 -

Targets suffer additional 1d6 points of
Incendiary Grenade 2d6 damage per round unless they pass a

Difficulty 2 Agility test.

Each unit occupies an Encumbrance slot.
Plastic Bomb 3d6 per unit User can stack units to increase damage.
This can be easily affixed to most surfaces.
A smoke cloud covers everything up to short
range. Any action relying on vision receives
a Negative Die and unprotected victims
inside the cloud need to make a Difficulty 2

Glue Grenade -

Smoke Bomb . Physique test every round to avoid inhaling
the smoke and losing their action coughing
(they can still move though). The smoke
cloud lasts 1d6 turns.

Sonic Grenade 2d6 Targets need to make a Difficulty 2 Agility

test to avoid becoming deaf for 1d6 turns.
* A successful attack always does at least 1 point of damage.
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DRUGS AND OTHER
CUBSTANCES

Pharmaceuticals can be
a blessing or a bane
depending on the
situation. Mercenaries,
soldiers and even
traders make use of
some of them
occasionally as they
can temporarily
increase a person’s
metabolism, attention
span, strength and even
offer a boost of
stamina. However,
abuse of these
substances can hinder
the user and make
them addicted. In game
terms using these
substances grants
temporary advantages
(lasting 1d6 turns)
while also imposing
certain side effects
(lasting 1d6 hours).
Repeated use (more
than once per week) can
cause dependency.
When using more than
once within a week the |=,

player must make a

Willpower test with a Difficulty equal to the number of doses used in this
period. If they fail their character suffers a Negative Die to all tests for a whole
month if not under the effects of the drug. After one month they can make a
Willpower test to overcome this addiction. A failure means the player needs
to wait a week to try again.

In the following table we present some sample drugs and other substances
with their effects and side effects. Acquiring them should not be as simple as
getting other items, making their acquisition a matter of adventuring or, at
least, engaging in interesting encounters.




Substance

Fury Shot

Lightning Pill

Focusing Drops

Determination Shot

Liquid Muscle

Life in a Needle

Good Night Pill

Adrenaline Pill

Liquid Courage

Med Stick

Effect

User gains a Positive Die
to all melee attacks and
inflict an additional point
of damage with melee
weapons. They need to
attack the nearest enemy
in the most violent way
they can each round. A
Willpower test can be
made to avoid this effect.
User may move twice in
the same round, taking
half as much time to
reach distant places.
They are also considered
to have an additional
1d6 Levels to determine
Initiative.

User is able to focus their
mind sharply, granting a
Positive Die to Intellect
tests for actions involving
concentration.

User becomes more self
confident and receives a
Positive Die on all
Willpower tests.

User can exert a strength
beyond their normal
limits, granting a Positive
Die on all tests regarding
raw physical prowess.
User feels a surge of life
and becomes
exhilarated. They receive
2d6 temporary Vitality
points.

User feels relaxed and
sleeps well for 8 hours
straight. They regain the
full amount of their
Recovery Roll.

User has their
metabolism accelerated
to a state where they can
perform 2 Actions per
round.

User isimmune to fear
and doesn’t need to
make Sanity Rolls.

User immediately
recovers 1d6+1 Vitality
points.

Side Effect

User suffers a Negative Die to
all tests involving actions that
require concentration and a
calm state of mind.

User feels the need to move
every round and can’t stay still
for more than a few minutes.
The Overlord may ask for a
Willpower test if the player
takes too long to act and if
they fail the character acts
recklessly.

User must define which task
they are concentrating on.
They will suffer a Negative Die
on all tests regarding other
tasks.

User becomes arrogant and
dismissive of other people’s
ideas. They need to pass a
Willpower test to abandon
their own ideas in favor of
someone else’s.

Immediately after the initial
effect ends the user receives a
Negative Die for all physical
actions.

If after the effect ends the
character reaches zero HP
they are in shock and may die
unless they pass a Luck Roll.

User needs to pass a Difficulty
3 Willpower test to wake up
before the full 8 hours have
passed. They will also need to
pass a Willpower test to sleep
on the next day.

Right after the initial effect
ends the user suffers 1d6+1
points of damage and receives
a Negative Die to all physical
actions.

User will not choose their
actions carefully. Every time
there is an opportunity for a
reckless action the user will
take it unless they succeed at
a Willpower test.

User will need to consume
twice as much food and water
that day otherwise they will
receive a Negative Die for all
actions the next day.

€ d31dVHD

S1IA33D ANV INJWIINOS



€ ¥31dVHD

S1IA3aD ANV INJWIINOS

CERVICES

Sometimes adventurers in space will require all sorts of services to be done
for them. After all, they have much more important things to do with their
time than to paint their ship to get the authorities behind their back or to fix
their astrogation computer while in a safe space port. It may also be
necessary to hire some crew members, bodyguards, messengers, assassins
and all sort of professionals. What follows is a sample of possible services and
professionals to hire. The Overlord will usually require a Credits Roll and
some research in case of more obscure and illegal services.

Professional Service

Deliver messages directly to the recipient in a safe way. Credit Roll
Messenger modifier varies according to distance, importance of message and the
people trying to intercept it.
Intermediate deals between sellers and buyers of illegal goods and other
uncommon items. This will usually increase the modifier on Credit Rolls
to acquire said items or reduce the amount of Credit points characters
receive when selling something.
Fix something that is broken. Credit Roll modifier will vary with how
Mechanic advanced the item to be fixed is, how available the spare parts are, how
urgent the fix is and other factors.
Infiltrate some place or organization and then provide information
s regarding the place or organization. This service will require weekly
Py Credit Rolls and the modifier will vary according to how secretive and
dangerous the location or group is.
Kill a designated target. Credit Roll modifier will vary according to the
method, whether it will be done stealthily or not, if the target is well

Fence

Assassin defended or is a prominent person. The attempt, however, might not
work every time (make a Luck Roll).
Pilot a ship to some location, carrying passengers and/or cargo. Credit
Pilot Roll modifier will depend on whether the pilot will use their own ship or

use a ship provided by their clients, how far the journey is, how
dangerousitis, if it includes a return ticket and other factors.
Provide information and data regarding a specific scientific subject.
Scientist Credit Roll modifier will vary based on the obscurity of the matter and
how fast the client wants the information.
Perform military duties for money. Mercenaries can provide security,
additional attack forces and perform patrols. A Credit Roll is needed
weekly and varies according the the level of experience and expected
lethality of the job.
Treat wounded people, perform surgeries, operate medical devices from
Medic more advanced times. Credit Roll modifiers will vary with complexity of
treatments, technology of device operated and risks involved.
Produce false but believable forgeries of documents, artwork and other
Forger items. Credit Roll modifier will vary according to the level of detail and
complexity of the forgery.

Mercenary

Perform legal procedures and give legal advice. Credit Roll modifier will

Lawyer vary with the complexity of each case and obscurity of the legislation.

Provide information regarding familiar subjects, prominent people and
current events. Credit Roll modifier will vary with the obscurity of the
information, how perilous it is to share and how desperate people are for
the information.
Guide clients through unknown terrain, difficult paths, dangerous cities
and other exotic places. Credit Roll modifier varies according to how well
the guide knows the place, how dangerous it is and needs to be made
weekly for extended services.
Provide public relations services for people and organizations. Credit
Face Roll modifier varies according to the issue being negotiated, legality of
the matter, values involved and other factors.

Informant

Guide
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ADVANCED TECHNOLOGY

Most of the inhabitants of Solar Blades & Cosmic Spells will only ever hear of
the marvelous devices that once existed in the universe. The privilege of
actually finding a working example of these items is for the few.

In this game highly advanced technology is treated similarly to magic items in
most fantasy RPGs. They are rare, precious and expensive. Some people may
even believe they are magical (and some might actually be developed with
the power of the Void).

ACOUIRING ADVANCED TECHNOLOGY

The items in this section cannot be bought in the usual fashion. Players will
need to acquire them through adventuring, finding them in ancient ruins of
past advanced civilizations, stolen from the vaults of the Galactic Overlords,
bargained for with smugglers or received for services performed in favor of

powerful patrons.

MELEE WEAPONS

Before the Cleansing Wars, some civilizations produced astonishing weapons
for their warriors and soldiers. Swords made of pure energy, kinetic hammers,
electric whips and other marvelous and cruel creations. Each of them, now,
are almost unheard of and consist of rare and unique treasures.

GOLAR BLADES

These legendary weapons were created by the Order of the Thousand Suns to
oppose the Galactic Overlords during the Cleansing Wars. They are very
powerful artifacts if used against the Forces of the Void and users of sorcerous
powers but once found the user will need to figure out how to recharge their
energies.

In game terms only bladed weapons can be made with a Solar Blade and their
damage dice explode (if the user rolls a 6 they roll the die again and add the
results together). If used against the Forces of the Void these weapons do an
additional d6 of damage. Additionally these weapons can be used to counter
the effects of sorcerous powers. By voluntarily reducing the Durability score
of them the user can negate the effects of a single spell cast against them
without the need of making Attribute Tests.

Recharging a Solar Blade isn’t an easy task. Characters will need to
accomplish some amazing deed to recharge them (remember that they are
not found already charged). The following table can be used as inspiration.
The Overlord may decide what really works and what is just a legend.
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d20 Deed to Recharge Solar Blade (@)
1 Capture the essence of a dying sun in a Solar Crystal. E
5 Convince one of the few surviving Solarians to share some of their life essence v
with you. —
3 Insert the Solar Crystal inside a newborn sun. m
4 Purify a Void Crystal in the legendary Temple of the Stars. A
5 Finding a new Solar Crystal in the center of the universe. (&%)
6 Using a Solar Reactor to recharge the Solar Crystal. You will need to find and N
fix one first though. m
7 Carry the Solar Crystal through a Solar Storm. o
8 Hold the Solar Crystal at the collision of two suns. E
9 Capture the energy created when a Void Breach is closed. v
10 Exposing the Solar Crystal to the light of a thousand suns. Z
11 Compacting an entire sun into a single Solar Crystal. g
12 Making the light reappear in the eyes of a true servant of the Void. C |
Suck the accumulated light inside a black hole and redirect it to the Solar
13 Crystal. ;
14 Going into a Void Breach and finding light inside it. Only a powerful Solar U
Crystal would survive such intense darkness.
15 Destroying a Shadow Star. The light created in the event can be channeled n
into a Solar Crystal. )
16 Splitting a sun into two. The residual light can be channeled into a Solar
Crystal. m
17 Going back in time to when the Order of a Thousand Suns created the Solar O
Blades and bringing fully charged Solar Crystals back to our time. I:Il
18 Finding the legendary Sun Forge and creating a new Solar Crystal. (/2]
19 Constructing a massive structure to reflect all the light of a sun into a single
Solar Crystal.
Finding a true Star God and getting a blessing from them after proving your
20
worth.
LASER BLADES

Made with a technology now
lost to time, these weapons use
concentrated light beams to
create blades of energy
capable of cutting through
almost any material (although this
lead to the creation of laser
resistant armors). In game terms
laser weapons ignore the Damage
Reduction provided by mundane
armor. However, once their o
Durability score reaches zero, finding

a strong enough energy source to
recharge them might be difficult.

°



€ ¥31dVHD

S1IA33D ANV LNJWIINOT

LIGHTNING WHIP

This weapon projects a malleable beam of lightning that can be used as a
whip by an expert user. When striking an opponent the lightning will wrap
around the victim, immobilizing them and electrifying the target until they
escape or are released. In game terms a character begins untrained with this
exotic weapon and uses it with a Negative Die until they score 10 hits with it.
After that the character can attack normally with it. This weapon inflicts
1d6+1 points of electric damage and forces the opponent to make a roll
against the user’s Physique. If they fail they receive a Negative Die and have
one of their arms (or another limb) entangled, receiving an additional 1d6+1
points of electrical damage every round thereafter (until they are released or
escape).

HINETIC WEARPONS

These weapons can project the energy used to wield them to a longer range,
effectively allowing a warrior wielding a Kinetic Sword to attack an enemy far
away from them. In game terms Kinetic Weapons allow the user to make
melee attacks up to short range. Attacks can be made against opponents
within medium range with a Negative Die.

RANGED WEAPONS

During the Cleansing Wars a lot of effort was put into the development of
deadlier and more effective weapons leading to
a great array of technologically advanced
pistols, rifles, cannons and much more.
However, fearing that this powerful arsenal
would be later used against them, the

Galactic Overlords destroyed and confiscated
for themselves all the armament they could
find and they now offer a good amount of
credits and favors for those who turn over
these bellic relics.

LASER WEARPONS

Developed to exterminate the Barbarian
Legions of the Outer Regions,
these weapons fire
concentrated beams of
light that burn and can
ignore most types of
armors. In game terms
any ranged weapon can
have a laser version and
as such they ignore the
Damage Reduction of mundane armor.
The problem is finding another fully
charged energy pack when the Durability
score reaches zero.



BLASTER WEAPONS

Blaster weapons are a modified form of laser weapon, strengthening the
intensity of the beam but limiting its range. In game terms blaster weapons
have their range reduced by one step (with a minimum of short range) but
they also deal one additional point of damage. Similar to laser weapons
blasters also ignore the Damage Reduction of mundane armors. As with
other advanced technological items recharging them after they are used up is
the real problem.
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ION WEARPONS

lon weapons emit a ray of particles capable of subduing living beings and
putting them into a comatose state. In game terms any ranged weapon can
have an ion powered version but that reduces its range by one step (with a
minimum of short range) and it now inflicts Non Lethal
Damage (for more information regarding this type of
damage consult its section in Chapter 5: Combat)
and ignores Damage Reduction from mundane
armor. As usual these weapons will need to be
recharged once their Durability reaches zero.

£mp WERPONS E

These weapons were developed by the Tkulal Resistance to battle the droid
armies of the Galactic Overlords. They emit electromagnetic pulses to disrupt
the systems of technological devices including robots, cyborgs and droids. In
game terms every ranged weapon can have an EMP powered version, making
it harmless to living organisms but highly effective against technology. They
inflict an additional point of damage and bypass any mundane or reflective
armor (ignoring their Damage Reduction). They do, however, have their
range decreased by one step and require recharging after their Durability
reaches zero.
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PLASMA WEAPONS

One of the last developments of the Cleansing Wars, these rare and unique
weapons fire jets of ultra hot plasma that can destroy almost anything.
Ranged weapons that fire plasma have their range decreased by one step
(with a minimum of short range) but in addition to normal damage they
reduce the Durability of armor (and other direct hit items) by one
automatically. Recharging these weapons is even harder than recharging
energy based weapons.

fUSION WEAPONS

The latest advancement in plasma weapons, these weapons are the most
destructive arsenal that has ever seen use in a battle. Legends say they were
only wielded by the Galactic Overlords themselves. These weapons inflict an
additional 1d6 points of damage, decrease the Durability score of items and
armors by one and also have their range limit reduced by one step (minimum
of short range). These weapons require so much energy and resources to
recharge that only the Galactic Overlords would be able to do so.



€ ¥31dVHD

S1IA33D ANV LNJWIINOT

ARMOR

The creation of these advanced weaponry lead, inevitably, to the creation of
further advanced armor. The technologies described here make armor useful
against the armaments developed during the Cleansing Wars but as with
other advanced items they are rare and hard to fix once their Durability score
decreases.

AEFLECTIVE ARMOR

These light and flexible armors reflect and absorb light and energy making
them effective against laser, blaster and ion weapons. On the other hand they
aren’t as effective against other types of attacks including those from
mundane weapons. In game terms Light reflective armor is composed of
clothing made of a special textile that provides 1 point of Damage Reduction
against energy based weapons but no defense against other types of damage.
Additionally no one can easily tell it’s actually an armor instead of normal
clothing. Medium reflective armor is composed of heavy clothing made of the
special textile and a few sheets of duralloy in strategic places. It provides a
Damage Reduction of 2 points against energy based attacks but just 1 point
against other types of damage. Although it doesn’t impair the user’s
movement it is clear that they are using some form of armor. Finally, the
Heavy category is similar to the medium but contains many more duralloy
sheets and is not as flexible as the previous ones. It does provide 3 points of
Damage Reduction against energy based weapons and 2 points against other
attacks but this also limits the effective Agility score of its user to 13.

Reflective Armor Damage Reduction (DR) Notes

Light 1/0* Looks like normal clothing.
Medium 2/1* -
Heavy 3/2* Limits effective Agility to 13.

* The first number refers to DR against energy weapons, the second one refers to DR
against mundane attacks.

DURALLOY ARMOR

These armors are constructed from a light and durable alloy especially
developed to protect soldiers from all forms of harm. The technology to make
these is now lost, however. The Light armor version is composed of a

, reinforced leather armor with duralloy bits attached to it,
providing 1 point of Damage Reduction to mundane and
energy based attacks. The Medium version of this armor
uses duralloy plaques to cover most of the user's chest,
i forearms and shoulders and provides a Damage
Reduction of 2 points for both mundane and energy based
attacks but limits the effective Agility score of its user to
13. Lastly, the Heavy duralloy armors are composed of
plaques and sheets that cover almost all the body of its
user, being somewhat heavy and cumbersome. This armor
provides 3 points of Damage Reduction against both
energy and mundane attacks but not only does it limit the
effective Agility score to 13 it also imposes a Negative Die
to all rolls regarding mobility and reflexes.



Duralloy Armor Damage Reduction (DR) Notes

Light 1* -

Medium 2% Limits effective Agility to 13.
Limits effective Agility to 13

Heavy 3* and imposes a Negative Die

on actions involving
movement and reflexes.
* Reduces damage from both energy based and mundane weapons.

ENERGY ARMOR

A highly advanced type of armor that uses a force shield projected by small
devices strapped to the user’s chest, reducing the impact and power of
attacks. This technology was initially developed by a now extinct alien species
to protect their homeworld from a constant meteor shower that would hit
their planet every couple of decades and from the intense radiation a nearby
star started to irradiate. The Galactic Overlords soon realized the military
importance of this invention and decided to take over the technology. This
way the Light category encompasses very small devices, the size of small
brooches, that project a limited energy shield that provides 1 point of
Damage Reduction against all forms of attacks and is nearly undetectable
unless advanced sensors are used. A slightly larger device, the size of a wallet,
is the Medium version of these armors and they provide 2 points of Damage
Reduction. Although easily concealed a close inspection can reveal the device
but most people won’t know what it is. Finally, the Heavy version consists of a
breastplate that emits a force shield all around the user, providing 3 points of
Damage Reduction, but it’s harder to hide it from onlookers. None of them
reduce the mobility of their users and so are highly sought after by those who
know about their existence. Their main drawback is the use of energy cells to
power them up and once the Durability score reaches zero they are really
hard to recharge.

Energy Armor Damage Reduction (DR) Notes
7 & Almost undetectable (small
Light ! brooch).
- * Easily hidden (the size of a
Medium 2 wallet).

Hard to hide from onlookers

Heavy 3 (breastplate sized).

* Reduces damage from all sources.
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POWER ARMOR

Developed by a species without much military experience but with highly
advanced technology during the Cleansing Wars to resist the invasion of the
Droid Armies of the Galactic Overlords, these immense exoskeleton armors
are usually twice as big as their users but provide unparalleled defensive
capabilities and a lot of firepower too. Instead of having Light, Medium and
Heavy categories power armor were divided by roles: Scout, Assault and
Artillery. Scout armor doesn’t cover the whole body of its user but provides
some protection while improving the wearer’s movement and stealth
capabilities. It provides 2 points of Damage Reduction while also allowing
the user to move twice in the same round, doubling the distance they can
jump and providing a Positive Die to stealth tests. These armors are also
usually armed with pistols and semiautomatic weapons. Assault armors
covers most of the user’s body and provide a decent amount of firepower
allowing troops to face a superior number of enemies without disadvantage.
They provide 3 points of Damage Reduction while not hindering The wearer’s
movement, providing a Positive Die to tests regarding physical strength and
have heavy pistols and rifles integrated into them as well as a breathing
system allowing some vacuum resistance. Finally, Artillery armor transforms
its user into a war machine, covering their body completely under very
resistant layers of duralloy. Wearers enjoy 4 points of Damage Reduction, a
Positive Die on tests regarding physical strength, while also having a set of
heavy weaponry (allowing an extra Attack per round), sensors configured to
detect life signals, radio waves, electromagnetic pulses or other elements and
life support systems. However, being extremely heavy, users have to decide to
either move or attack each round.



DETLET-(

Reduction (DR) Loz

Power Armor

Allows 2 Movements per round,

Positive Die to stealth tests, double

distance of jumps and integrated light

weapons.

Positive Die to physical strength tests,

Assault 3* limited life support, medium weapons
integrated.

Scout 2*
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Positive Die to physical strength tests,
life support, sensors, heavy weapons

Artillery 4 integrated, extra Attack per round, user
must choose between moving or
attacking each round.

* Reduces damage from all sources.

CHIELDS

The primitive shields used by most warriors today were of little use against
the energy weapons used during the Cleansing Wars. Some entrepreneurs,
however, used highly advanced alternatives that are now sought by treasure
hunters across the galaxies!

MENTAL SHIELDS

Developed by the ancient cosmic sentinels
of the Old Empire, these devices
projected an energy field and were
controlled by the sharp minds of
these mythic warriors through the use
of headbands. In game terms these
devices had three models, projecting
a Small, a Medium or a Large energy
shield. As with mundane shields
these allow the user to make a test to
avoid the attacks that would
otherwise hit them but with mental
shields the user makes an Intellect
test. In this way Small shields allow 1
block attempt per round, Medium shields allow 2 and Large
ones allow for 3 attempts each round. The larger the shield,
however, the more constant the Durability Rolls must be
made.

S1IA33D ANV INJWIINOS

Mental Shield Blocks / Round Notes

Small 1* Block test based on Intellect.
Medium 2" Block test based on Intellect.
Large 3* Block test based on Intellect.

* Can block both energy based and mundane attacks.
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ENERGY SHIELDS

These shields were first used by the Barbaric Legions of the Outer Regions,
made with a technology stolen from more developed planets. They work
exactly like mundane shields but are lighter, capable of blocking energy
attacks and use energy packs (and as so, can run out of battery). Thus Small
energy shields allow its user to make 1 block attempt per round while also
letting them use the shield arm to carry other items. Medium shields allow for
2 block attempts but completely occupies the shield hand. Large shields
allow for 3 block attempts, but, because of their size, impose a Negative Die
on attacks unless the user stands still.

Energy Shield Blocks / Round Notes

Allow the use of shield hand when

not blocking attacks.

- * Wielder can’t hold other items in

Medium 2 shield hand.

3* Imposes a Negative Die to attacks
unless the bearer stands still.

* Can block both energy based and mundane attacks.

Small 1*

Large

GEAR

The advanced societies of the past didn’t dedicate their minds to developing
only weapons but rather made many different kinds of objects and devices.
Today these are as rare, if not rarer, as technologically advanced weapons and
armors and can only be obtained by the most obstinate adventurers of the
universe. The following table presents a few examples of these magnificent
items and a brief description of each of them can be found below.

Augmenting Clothing Nutrition Pills
Automated Toolkit Plasma Rope

Digital Binoculars Portable Atmosphere
Hand Sensor Rocket Boots

Holo Mask Smart Goggles

Holo Projector Speed Boots

Hover Carrier Stasis Manacles

Jet Pack Surveillance Drone
Magnetic Boots Tracking Device

Mental Communicator Video Com
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Augmenting Clothes: These clothes
are equipped with hundreds of small
plugs that are connected to the
user’s body, augmenting either their
physical prowess or their reflexes.
This would give a Positive Die on
either Physique or Agility tests.

Automated Toolkit: An advanced
version of the classic toolkits used
by various professions. These come
with smart functions that help the
user diagnose the problems and
suggest possible fixes. This grants a
Positive Die on tests using them.

Digital Binoculars: These
binoculars can amplify images up to
20 times while also displaying basic
information like the name of the
place, speed of vehicles and number
of living beings.

Hand Sensor: A small device with a
display to show the results of its scans. Each sensor is configured to detect a
specific type of data (life forms, electronic signals, radio waves). It’s operation
requires an Intellect test.

Holo Mask: These masks can project a holographic image over the user’s face,
making them appear as someone else.

Holo Projector: This device can project recorded holographic messages or
even transmit live holographic transmissions from another holo projector in
the same atmosphere.

Hover Carrier: A small oval disk that hovers near its owner and is capable of
carrying items for them. It can carry a total of 10 points of Encumbrance.

Jet Pack: This device is strapped like a backpack and through compact jet
propulsors allow the wearer to fly for a limited amount of time. In game terms
the user can move at the same speed through air as they do on land.

Magnetic Boots: These boots allow the user to walk on any metal surface,
even when upside down.

Mental Communicator: Headbands that allow users to communicate
telepathically up to long range as long as they are tuned to the same brain
waves.

Nutrition Pills: A pack with 20 pills. Each one can
provide all the nutrients necessary for a whole day.

Plasma Rope: This device can produce up to 100
meters of rope on demand and it can fire the
rope up to long range.

Portable Atmosphere: A sphere of highly
advanced technology that projects a
livable atmosphere suited to its user up to
short range.



Rocket Boots: Heavy boots with micro jet packs allowing the user to make
incredible jJumps to cover great distances. This normally allows the user to
double the distance they can jump but a Durability check may allow the jump
to cover greater distances.

Smart Goggles: Goggles equipped with sensors similar to the hand sensor
described above.

Speed Boots: Electrified boots that
make users run twice as fast,
allowing the user to move twice
each round.

Stasis Manacles: These
highly advanced manacles
not only bind the person
wearing them but they also
project a stasis field to
paralyze and calm down the
user. A Difficulty 3 Willpower
test avoids these effects.

Surveillance Drones: A small
device with a display and an
accompanying flying drone
that captures the images
shown.

Tracking Device: A small
handheld device with an
accompanying set of tracking
pins. The device can track the
direction and distances of the pins up to
planetary distances.

Video Com: A communicator that transmits both sound and image to a
similar device within the same atmosphere.
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EXPLOSIVES

The advancements in warfare during the Cleansing Wars inevitably lead to the
creation of new and deadlier explosives and grenades, some of which are still
in use in the armies of the Galactic Overlords. As with mundane explosives
these weapons do full damage to everyone in close range and half as much to
creatures within short range. If targets have a place to dive for cover they can
make an Agility test with a Difficulty equal to the total number of damage
dice the item inflicts to halve the damage taken.

Explosive DETHET-( Notes

Reusable. Floats in the air firing many
laser beams per round as there are
targets up to short range. Each round

Laser Grenade 3d6 a Durability Roll is made. Once
Durability reaches zero the grenade
falls to the ground.

lon Grenade 6d6 Inflicts Non Lethal Damage.

Only affects non living beings and

EMP Grenade 5d6 machines.

Only affects living beings. A Difficulty

Psychic Grenade 8d6 2 Willpower test reduces the damage
to 4d6.

COMPUTERS

Marvelous devices of yore, capable of many feats, calculations, analysis and
some even say, of sentient thoughts. These computers are now as rare as the
most precious treasures and sought after by everyone, especially the Galactic
Overlords. The following examples are only a small parcel of the possibilities
these Artifacts could provide.

TARGETING PROCESSOR

This small computer is attached to advanced
weapons and provides its user with a targeting aid,
halving the Difficulty calculated for each attack.

ASTRONAVIGATION CALCULATOR

This computer used to be integrated into starship
consoles and could calculate most star jumps
made with ease. After the Cleansing Wars
and all the changes in the universe these

devices can no longer do that but they do
provide tremendous help to crews trying
to recalculate the paths between the
stars. The use of this device halves
the Difficulty on tests to calculate
the appropriate paths between
two points in known space.




AUTO-DIAGNOSE ANALYSER

These devices were integrated into more
complex machines like vehicles, smart
buildings, industries and other highly
computerized places to monitor the
functions of its various parts. Once
something was not working the way it
should a warning would be sounded and
proper technicians could fix the issue
promptly.
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LANGUAGE TRANSLATOR

These earpiece devices could translate
more than a thousand languages to its
wearer, allowing them to understand
others easily. These devices are now
banned by the Galactic Overlords as the
more separate their subjects are the less
they can unite against their masters.

DROIDS

Highly intelligent machines, some of
them capable of independent thinking,
these robots are commonly referred to
as droids. They were usually crafted to
perform very specific tasks, especially
those harmful and dangerous for living
beings, but you could find one in almost
any profession. Now they are almost
exclusively used by the servants of the
Galactic Overlords to ease their lives and
as soldiers in their armies.

S1IA33D ANV INJWIINOS

In game terms the common droid would
have 1 HD, an average Attribute score of |,
10 and a Profession (such as medic,
lawyer, diplomat). When performing any
task related to its profession the droid
benefits from a Positive Die.

Other more sophisticated and advanced
droids do exist and the Overlord can
create them as they need. Chapter 9:
Aliens and Other Creatures provides
other examples of droids, most of them
suited to be adversaries in the
characters’ paths.
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CYBER IMPLANTS

Technology once reached a level where
the human body could be replaced by
mechanized parts. Initially these
cybernetic parts were imperfect replicas
of limbs and other organs, barely
replacing their missing counterparts. But
technology didn’t stop there, soon they were just
as capable as normal limbs and then stronger,
more agile and some even had improvements.
In game terms there are 3 categories of Cyber
Implants. Type I implants are imperfect
replacements for lost limbs and organs. They
impose a Negative Die to tests in which these
implants are used. Type Il are perfect replicas
and allow normal use of the replaced limbs and
organs. However, Type lll implants actually
improve the capabilities of the replaced limb,
usually giving a Positive Die when they are used,
integrating some other item or ability into it
(like X-ray vision, binocular eyes, flame -
thrower arm). However these implants are extremely rare to find, rarer to be
found actually |mplanted and can run out of energy (when their Durablllty
score reaches zero) leaving the user limbless.

Cyber Implant Body Stress Notes

Typel 1 Imposes Negative Die when used.

Type ll 2 Works as regular limb or organ.

Tvoe Il 3 Gives one improvement (Positive Die on
yP certain tests, Special Abilities, integrated gear).

Looy LIMIT

There is a limit to the number of Cyber Implants a body can usually sustain.
Most sentient species’ nervous systems are not meant to interact with
electronic parts and if overloaded with them may collapse. In game terms
each type of implant counts as the same value of Body Stress (so a Type Il
implant causes 2 points of Body Stress) and each character has a Body
Stress limit equal to their Physique. If the Body Stress limit is reached any
additional implant will require a Luck Roll. If the character is lucky their body
does not collapse. Failure, however, means death.




CTRANGE ARTIFACTS

These strange and rare items were developed in a lost age of wonder and are
some of the most precious artifacts of universe. Their functionality might
baffle most of the sentients who are alive today but once one figures out how
to activate them the possibilities are endless. In game terms to understand
the functionality of one of these items a character must spend a few hours
studying the object and succeed at an Intellect test with a Difficulty set by
the Overlord. If they fail this test they need to expend a few days studying it
again, then a few weeks, then a few months and so on.

STARDUST

Most, if not all, strange artifacts use a very powerful yet limited power source:
Stardust. This mystical dust is the very essence of the universe and can be
found in the forbidden center of it or where a star has just exploded. Galactic
Overlords banned its use for common people but an illegal hunt for thisis a
common motivator for many adventurers amongst the stars. Not only each
use of the strange artifacts requires the expenditure of this dust but
experienced sorcerers discovered they can expend Stardust in place of their
own life essence when conjuring their spells. In game terms for each point of
Vitality that would need to be sacrificed for casting a spell a point of Stardust
Durability may be spent instead. This way the life energy of the sorcerer is
preserved. This explains why the Galactic Overlords are so determined to
collect all the Stardust they can find.

CLONING CHAMBER

This tubular chamber is about the size of most sentient humanoids and is
connected to a similar tubular chamber. When activated and a Stardust
Durability Roll is made the cloning process begins. The whole ordeal takes
1d6 hours and can be quite traumatizing to the user who must succeed at a
Willpower test to avoid losing 1d6 points of Sanity (see Sanity and Madness
in Chapter 4: Rules of the Game). The clones themselves will need to be
instructed but otherwise will have a basic understanding of how things work.
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MIND SAVER

This bulky helmet is connected
through dozens of wires to a large
computer which is then connected to
larger servers. Once the user is
properly connected to the helmet and
an Intellect test and a Stardust
Durability Roll are made the process
of saving the mental map of the
character can begin. This will take
about 1d6 hours and once done the
mental image can be downloaded to
any cyborg body or used with
holographic projectors. This mental
image will be completely sentient but
will not be able to learn new things.
The user, however, will need to pass a
Willpower test during the ordeal or
lose 1d3 points of Sanity.

DEMATERIALIZER

This shimmering suit must be worn by the user and if correctly activated and a
Stardust Durability Roll is made their material body is turned into pure
energy, allowing them to travel at light speed, cross material barriers and
perform many other fantastical deeds. However, the experience of turning
yourself into energy can be traumatic to most users who need to make a
Willpower test to avoid losing 1d3 points of Sanity.

CTAR JUMPER

This is the most well known artifact of the ancients in the current age of the
universe. Although many know of its existence few sentients really get to see
onein action and fewer actually get to use one. Star Jumpers allow for Faster
Than Light (FTL) travel and so are integral to starships that travel between the
many galaxies of the universe. To activate it the user needs to make an
Intellect test and a Stardust Durability Roll. Failure means the dust wasn’t
enough for a full jump and something bad could have happened. For full
details on Star Jumps consult Chapter 7: Vehicles and Starships.

OTHER STRANGE ARTIFACTS

Other astonishing artifacts made by the highly advanced societies of past ages
do exist and the Overlord is encouraged to create more as the needs of the
campaign dictate. However, because of their potential to do incredible things
beyond the scope of normal items and the comprehension of most sentient
species we advise you to make them hard to find, difficult to use and
potentially damaging to the user’s state of mind as demonstrated above.




WHERE TO FIND THESE ADVANCED ARTIFACTS?

The search for advanced technology should be one of the main driving forces
of the campaigns in Solar Blades & Cosmic Spells. As such we developed the
following table to inspire Overlords in the creation of adventures and
locations in which to place these wondrous artifacts.

d20 Where to find these Advanced Artifacts?
Inside the Vault of Relics in the Blood Castle of the Xzarian Sector’s Galactic

1 Overlord.

5 Inside the body of a gigantic Galactic Overlord that roams the Outer Regions
searching for Stardust.

3 In the legendary City of the First Brain in the center of the universe.

4 In the Museum of the Ages in the secret planet of Maynaria.

5 In the Treasure Vaults of the Intergalactic Crime Syndicate in the Shadow
World.

6 Over the asteroid field that was once the advanced planet of Hazhir, now
plagued by mutant star worms.

7 Inside the first Black Hole created in the first Great Galactic War.

8 In the bowels of the Mega City Planet of Trancault.

9 Inside the coffer of the famous relic collector Dharius the Golden on his
enormous Golden Gauntlet space station.

10 Inside the First Temple of the mystical Order of a Thousand Suns in the

forbidden Dead Zone.
11 In the depths of the Skull Prison under the vigilant eyes of the Skull Sentinels.
Under the Tower of Eyes in the desolate and cruel planet of Ghorol, a violent

L and insane Galactic Overlord.

13 Inside the Cave of Sentient Crystals in the remote and frozen planet of Niuhm.

14 Inside the Invisible Orb of Preservation between the Twin Suns of Arth. The
region is famous for the mortal amount of radiation emanated by these stars.
Inside the belly of the always hungry devourer of worlds, a gigantic Devouring

15 P . ’
Worm with incredible sentience.

16 In the private chambers of the beautiful yet cruel Cannibal Queen of the
Qhartian Sector.

17 In the vaults of the blood stained temple of the Devouring King on the
decadent planet of Bacari, the planet of pleasures.

18 In possession of the Elder Sentinel, the oldest living member of the Order of a
Thousand Suns.

19 In possession of the Prime Voider, the leader of and most powerful member of
the Void Commanders.

20 Under the millions of corpses and robot parts on the Purple Plains of

Destruction, one of the famous battlefields of the Cleansing Wars.
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ILLEGAL GOODS

Under the rule of the Galactic Overlords almost everything that may provide
some sort of independence or that may help sentients challenge the authority
of the Galactic Overlords isillegal in the universe. The exception are the few
“Free Zones” under the rule of Crime Lords and other sordid sorts that,
possibly, have some alliance or pacts with these despotic rulers.

This means most of the time when characters buy items they will need to
negotiate the price with smugglers, fencers and other criminals. Sometimes
this can lead to dangerous situations, job propositions and other interesting
events (look at Chapter 8: Running the Universe for ideas of interesting
merchants, their motivations, desires and possible job offers). Such is the life
of an adventurer in the universe of Solar Blades & Cosmic Spells!

ENCUMBRANCE

Adventurers need all sorts of equipment and gear so the temptation of
carrying as many items as one physically can is understandable. However, the
ability to run when danger approaches and to jump out of incoming fire is a
must in the perilous worlds of this universe. That’s when the Encumbrance
rules come in. Characters carrying too much gear won'’t be as fast and those
carrying just the essentials or those that choose carefully what to take with
them.
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In game terms each character has an Encumbrance limit equal to their
Physique score. This is the number of items with roughly the size of a
medium weapon the character may carry. Most objects are assumed to count
as one item for this Encumbrance limit (unless the Overlord rules otherwise).
Clothes and armor do not count against this limit as they already take into
account their effect on the user’s movement. Backpacks and other items used
to carry equipment do not count against the limit and can increase said limit
by a few units.

When carrying more than their Encumbrance limit but less than twice this
number a character receives a Negative Die to all tests regarding movement,
reflexes and strength while also needing to choose between moving or acting
in each round. Their overland speed is halved for all purposes. When carrying
more than twice the Encumbrance limit a character may only move a few
meters before having to stop and rest. They can’t take actions in this situation.

Kaylia, Alice’s character, was exploring an abandoned derelict in the depths of
space and collecting all sorts of items stored inside it. She was sure she would
make quite a fortune selling them but suddenly her luck went south. An
amorphous creature broke out of the ventilation tubes of the ship and was
heading toward her. Since she was carrying 18 items in total, beyond her 13
Encumbrance limit (as her Physique score is 13), she was soon losing ground to
the terrible creature. She had no option beyond leaving behind some of the
objects she found. Dropping 5 items allowed her to make an Agility test and
reach her Starship before the monster could put its tentacles around her neck.

CREDITS

Everything has a price in the perilous worlds of Solar Blades & Cosmic
Spells. However, this game chooses a more abstract approach to the
bookkeeping of expenditures and credits. Every character has a Credits score
(the standard value of it being 2) and when they are purchasing something, be
it an item or a service, they make a Credit Roll. This consists of rolling a dé
and obtaining a value equal to or under their current Credits score. A success
means the purchase was made without much problem. A failure means the
buyer didn’t have enough resources and now their Credits score is reduced by
one point until the end of the adventure. This sounds simple but things can
get more complicated.

CREDITS MODIFIERS

When an item is more valuable a modifier might be added to the Credit Roll,
making it more difficult to purchase. These modifiers are determined by the
Overlord and are based on the rarity, quality, legality and general disposition
of the seller toward their clients. A quick way to determine the Credit Roll
modifier for each purchase is looking at each of these elements and putting
them into scale. When trying to purchase a flame thrower the Overlord would
impose a +3 modifier to the roll (+1 each for rarity, legality and disposition, as
it's somewhat rare, illegal and the seller has no relation to the characters).
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CREDIT POINTS

During their adventures characters will acquire money and goods that are
translated into Credit Points. This allows the Overlord to present players will
all sorts of goods and currencies representing the many ways trade is made in
the universe without the bookkeeping of actually calculating the exact value
of each item. All they need to do is assign an abstract Credit Points score.
Usually mundane goods will have between 1 and 5 Credit Points while more
sophisticated and rare items could range from 6 to 20 or more points! The
Overlord can use the same criteria used for calculating the Credit Roll
modifier to evaluate the item’s worth.

€ ¥31dVHD

SPENDING CREDIT POINTS

Before making a Credit Roll a buyer may opt to spend Credit Points to add
the amount spent to their Credits score. This represents an influx in monetary
power coming from sales and negotiations with the items represented by
those Credit Points spent. Then they make the Credit Roll applying all the
normal modifiers. A successful roll means the goods and credits were
exchanged but a failure results in not only not getting the item but discovering
the merchandise the buyer had to spend for the purchase wasn’t worth what
they believed it was. The Credit Points spent are lost unless the player
chooses to make a Luck Roll to save half of the points spent.

After escaping from that amorphous terror in the derelict
Kaylia rushed to the nearest seedy smuggler’s space
port. She needed to refill her ship’s fuel tank and
possibly replace her heavy ballistic overalls.
" @ According to her calculations the
@< merchandising she took from the derelict
) 44y totaled 6 Credit Points. The Overlord decides
t the modifier for the Credit Roll for the fuel will
e be just +1, it’s not especially rare, but it’s in
high demand. Having a Credits score of 2,
Kaylia decides to spend 2 Credit Points to take her
score temporarily to 4 before the roll. She gets a 2
and with the +1 modifiers the result is 3, below her
current score. That means she sold some of the
salvaged goods she took from the derelict and
refueled her starship. Now it was time to see if she
could buy another Heavy Ballistic Overall, a
medium armor. Analyzing the purchase, the
Overlord judges it will have a +3 modifier to the
Credit Roll (it’s not rare, but it’s illegal, it’s of
good quality and the seller knows people need
this to survive). Having a Credits score of 2, she
spends the last 4 Credit Points to attempt the roll.
This takes her Credits score to 6, meaning she has to roll 3 or less to make the
purchase, but she rolled a 5. Not only did she not buy her new armor but she
lost the 4 remaining Credit Points. She could try making a Luck Roll but she
decides not to trust her luck at this time.
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WHERE DID MY CREDITS GO?

Credits come and go in Solar Blades & Cosmic Spells. Characters are
adventurers in search of their next big score, a place where they can find a

good life and escape the terrible tyranny of the Galactic Overlords. They do
not hold onto their wealth like hoarders, they try to make the most of their life

and enjoy it while it lasts before the Void closes in.

This is reflected in the game by the automatic reduction of Credit Points

between adventures. Before the start of the each adventure every character

loses 1d6 Credit Points due to various reasons. Players are encouraged to

come up with their own reasoning for this reduction (possibly adding ideas
and adventure hooks the Overlord can use during the campaign) or they can

roll on the following table.

d20 Where did my Credits go?

You threw an enormous party, indulging yourself with booze, drugs and other vices and

pleasures. However, upon waking up, you find a chip implanted in your neck. A voice

1 sounds in your head. It says they will deactivate the chip if you perform a mission. What’s
the task you are assigned to do?

5 You gambled your credits at the Golden Gauntlet station and now have a debt with the
ruler of the place, Dharius the Golden. He has a proposition to settle your debt. What is it?

3 Criminals beat you up and stole your credits but not before giving away the fact that they

knew your name and where you were going. Someone set you up. Why?
Servants of a Galactic Overlord caught you with illegal goods but they made a deal you

4 couldn’t refuse to escape with your life. Now you are working for the enemy. What do you

need to do?

trick you?

Celebrating your latest accomplishments in a seedy space bar, you are drugged and pass
6 out. When you wake up you find out your Credits are gone as well as an important object

you were carrying. What was it?

7 someone you never thought could defeat you. Who did that? Did they cheat?

s Accused of cheating in a game of chance in a space casino, you had your goods confiscated
and got banned. You think someone set you up. Who did this?

9 A bounty hunter found you but you negotiated your freedom for your Credits. Who is
hunting you? And why?

10 The Death Guard of the local Galactic Overlord found you and you had to abandon your

possessions. Why are they after you?
You paid for a good time in a seedy spaceport but it turned out your Credits were

11 invalidated. Now you’ve got someone very angry with you and a debt to pay. What are they

going to do to you if they catch you?
12

forgive you and now they seek revenge. What will they do to you?
A strange alien with a peaceful voice convinced you to purchase an ancient artifact.

L However, after a few days it vanished. Where did it go?

15 You show up to a meeting with a potential patron but discover it is just a distraction.
Returning to your ship you find the place ransacked. Who did this?

16 You are not sure how this happened but you joined a secret society and had to give them a
lot of Credits. What are they up to?

17 You received a message from an old rival. He is blackmailing you. He knows your darkest
secret. What did you do?

18 A distant relative shows up asking for Credits and they know exactly how to get them from

you. What do they need the Credits for?

While traveling through the stars a cosmic storm hits your ship and you lose a good part of
19  your cargo. Apparently the storm was created by something or someone. Who is behind

this?

20 3 relic of an old civilization. What is this relic?

Tricked by a con artist, you gave away your Credits. Now you seek revenge. How did they

Betting on yourself in a competition you were sure you couldn’t be bested at you lose to

After a night of drugs and rock’ n roll you wake up aboard a strange ship. Apparently you
hired this crew to take you to a distant planet in search of a legendary treasure. What is it?

During a party on a strange planet you accidentally accepted a marriage proposal. To get
13 out of this mess you had to get a big present for your spouse's family. However, they didn’t

You spend your last few Credits to acquire a holographic star map that supposedly leads to
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GHRPIGK 4: KukES WF THE BRME

The rules were clear from the beginning. If you stole from another member of
the Shadow League your life was forfeited. Now he would be hunted by all of his
former allies, maybe even by his friends. But it had to be done. The life of his
loved one depended on the delivery of the Cyberbrain to Dharius the Golden.

Solar Blades & Cosmic Spells is a Role Playing Game and as such has rules to
determine the outcome of situations where the consequences aren’t obvious
and where both failure and success can result in interesting scenes.

This chapter presents the core rules of the game, those that govern almost all
situations and also gives advice on when to roll dice and how to resolve social
encounters and intellectual challenges. It also covers the rules regarding the
actions of NPCs, the measurement of time and distance, the effects of losing
Sanity and the advancement of characters.

Combat rules will be explained in Chapter 5: Combat.

CORE RULES

These are the rules that establish the foundation for all others and with which
the Overlord will usually resolve any unpredicted situation in the game.

ATTRIBUTE TEST

Every time a situation arises in which the efforts

of the character have a say in how well it goes the players
make an Attribute Test. This consists of rolling a d20
against the appropriate Attribute. 5
Success happens when the result is equal to
or lower than the Attribute score but
higher than the Difficulty. NPCs and
Opponents have to roll higher than the
appropriate player character Attribute
and use the Powerful Opponent rule or
they are considered to have an Attribute
score of 10 plus their HD (for more
information regarding NPCs in Action see
below).

Normally Alice would not need to test Kaylia’s
Physique just to climb a set of ladders but
since she is under heavy fire from the Death
Bots of the local Galactic Overlord she will
need to this time. She rolls a d20 and gets a | /¥ “\xu2 e
12, a number under her Physique score of 13, [ {{f/5\. 0 i
which means she managed to climb the g = '
ladder to get away from her enemies.
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AVOIDANCE ROLLS

Most of the time players will make Attribute Tests to accomplish something
their characters want to do. Sometimes they will need to make these tests to
avoid harmful effects. The Overlord will decide what Attribute should be
used for each Avoidance Roll, using the following guidelines:

» Physique: Tested to avoid the harmful effects that attack the physical
constitution of the character, such as poisons, diseases, petrification and
other similar effects.

o Agility: Tested to avoid threats that could be dodged or avoided by sharp
reflexes such as jumping out of a blast radius, dodging a blade trap about
to slice you in half and other such daring maneuvers.

« Intellect: Tested to resist mind boggling effects that will try to trick and
confuse the character such as illusions, disorienting spells and other
such effects.

»  Willpower: Tested to resist effects that will try to rob the character of
their free will such as the seductive powers of a Void Demon of
Seduction, the mind domination powers of Void Sorcerers and other
such effects.

At the end of the ladder Kaylia accidentally triggered a security device. It sprang
a heavy set of bars that would trap her in the tunnel. Trying to avoid being
imprisoned, Kaylia ran and tried to slide under the bar before it fell. The
Overlord asked her for an Agility test.

POSITIVE AND NEGATIVE DICE

Some situations may make tasks easier or more difficult. Climbing a ladder
when it’s pouring is a lot more challenging than when it’s sunny. Firing at an
enemy from higher ground gives a distinct advantage. That’s what Positive
and Negative Dice are for. When a test is made
with a Positive Die the player rolls 2d20s and
choose the one they prefer for the result
(normally the one that results in a higher
number but still within the success interval). On
the other hand when a Negative Die is
imposed on a test the player rolls 2d20s and
the Overlord chooses the one to use as the
result (usually the one that complicates the
adventurer’s life the most). The Overlord
has the final word on whether a Positive
or Negative Die is applied to a test even
though the rules have many situations
where the use of them are suggested.

In the scene where Kaylia was
climbing the ladder the Overlord could
have decided that since she was under
heavy fire she would have had to make the
Physique test with a Negative Die, rolling 2d20s and
taking the worst result.






¥ ¥314VHD

JWYO JH1 4O S3TNA

DIFFICULTY

Some tasks are harder than others. Trying to jump over a 1 meter long chasm
in the sky bridge is simple enough but jumping over the infamous Chasm of
the Dark Depths, with its 10 meter long distance, even with rocket boots, can
be quite challenging. That’s what Difficulty is for. The Overlord can assign a
Difficulty to any test he deems more challenging than usual. Usually this will
be a number between 1 to 5, but it can go higher depending on the situation.
The Difficulty number can be determined by other factors too like the
Powerful Opponent rule below and the Power Level of the spell or mind
power being used.

After escaping the Death Bots Kaylia ran into an security door. With her enemies
closing in she has little time to postulate other options and decides to pick the
security door lock. The Overlord decides that it’s a fairly complex lock and
assigns a Difficulty 2 for the test. Thus Alice rolls a d20 but gets a 2, which is
within the Difficulty value. It’s a failure but it is one within the character’s
potential. The Overlord rules she managed to open the door but her lock pick is
destroyed in the process. The Death Bots also just appeared around the hall.
She had to run away fast and let a item in her backpack fall off.

POWERFUL OPPONENT

Some enemies are tougher, more agile, more

resilient or simply more savage than others. In
game terms enemies with higher HD are tougher 7/
to defeat than those with lower P 7

HD. Actions against opponents // \ )
and NPCs have a Difficulty / =
equal to the difference [ A
between the enemy’s HD and | y25
the Level of the character X

attempting the action. Similarly if an
opponent is making a test against the
character they add that difference to
their d20 roll (see NPCs in A~
Action below). / \

&ﬁ\

is almost to her starsh/p when a
single Void Sentinel steps in ==
front of her. He orders her

to stand down but she

doesn’t even flinch and draws her heavy
pistol to shoot him. Since he has 3 HD and
Kaylia is still a 1st level character
the Agility test to hit him will have
a Difficulty of 2. This is going to be rough as her Agility
isonly 8.



FAILURE AND ITS MEANING

When a player rolls above their
Attribute score or equal to or below
the Difficulty they fail the Attribute
Test but these failures may have
different meanings. In game terms
when a player rolls above their
Attribute score the task may very
well be beyond their capabilities.
That’s the common failure we are all
accustomed (the lock is beyond their
lock picking skills; the language in :
which the scriptures are written is
beyond their linguistic skills; that
rock that fell over their companions
is too heavy for them to lift; their
mind is not strong enough to resist
the lure of the pleasure demons).

¥ ¥314VHD

However, when the player rolls
under the Difficulty they usually are
within their capabilities but the
challenges inherent to the task
made them fail somehow. This could
have various consequences
depending on the situation and
judgement of the Overlord (the lock |
was almost opened but the lockpick
broke inside; he translated the
scriptures changing the real
meaning of what was written; the
heavy rock that fell on your friends
slipped through your fingers and
crushed their bones; the lure of the
pleasure demons is so strong that,
although you could resist for a few
seconds, part of your soul just gave
in). Another option is allowing a
“Yes, but” kind of result when the
result is within the Difficulty (you
manage to pick the lock but you 11

suddenly hear the alarm sounding in =& / R
the distance; you correctly translated the old scriptures but the truth behlnd |t
shattered your mind, making you lose 1d3 Sanity points; you’ve made a great
effort and managed to lift the rock and release your companions but in doing
so you sprained your muscles taking 1d3 points of damage to your Physique;
you closed your eyes and ran away from the pleasure demons but their image
will haunt you for weeks and you will need another Willpower test to sleep
every night).
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Firing her gun at the Void Sentinel, Kaylia rolls a d20 and gets a 17, way past her
Agility of 8. She misses wildly. If, however, she had rolled a 1 or 2 (within the
Difficulty value) she would have fired in his direction but since it’s a failure he
would have probably dodged the shot.
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RESISTED TESTS

When two characters are attempting opposing actions, as one is trying to pass
unnoticed by another, trying to win a race against another or something
similar, we make a Resisted Test. When this happens both players make their
tests regularly, applying all the normal rules, and the one who succeeds with
the highest roll wins. Normally Resisted Tests are only used when player
characters are opposing each other because when the opposition is an NPC or
Opponent a player just makes the test normally using the Powerful
Opponent rule. However, should the Overlord deem it important an
Opponent may be considered to have an Attribute score of 10 plus their HD
for the purpose of Attribute Tests, receiving Positive or Negative Dice
according to their nature (more details on NPCs in Action below).

Kaylia and her friend Sarto are spending some time away from perilous
adventures in a space cantina and they decided to play a friendly game of
rocket darts. To decide who wins at the end both make an Agility test, hoping to
succeed and to get a higher result than their opponent. Kaylia rolls a 7 and
Sarto rolls a 10! Both are successes (as she has an Agility of 8 and he has an
Agility of 14) but Sarto rolled higher so he wins! In the end he scored more points
with his precise aim.

PUSHING THE ROLL

Normally, if an Attribute Test results in a failure, the task is beyond the
character capabilities or something happens that makes it harder to try
again. However, the player may try to Push the Roll. In game terms the
player describes how their character is putting extra effort into the task and
they may try the Attribute Test again, but if they fail, dire consequences will
ensue and the Overlord has all the right to complicate the character’s
situation even further.

Still at the space cantina, Kaylia decides to try her luck and her wits at a
gambling table. They are playing bharc, a dice game where you have to reach
33 points. She decides to try counting everyone's dice, which is actually
forbidden in this game. The Overlord decides there will be a Difficulty of 1
Intellect test since one gambler at the table has 2 HD and is quite good at the
game. She rolls a 17, way above her 14 score, so she really can’t do the counting.
But she decides to try harder, to really pay attention and Push the Roll. The
Overlord informs her that, if she fails, they will catch her doing that and she
might be in trouble. She picks the d20, rolls again and get a 15. Now two burly
hands suddenly rest on her shoulders.




CRITICAL SUCCESS AND FUMBLE

Sometimes things go
extremely well. On
others all hell breaks
loose. When making an
Attribute Test there
are special results
called Critical
Successes and
Fumbles.
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A Critical Success
occurs when a player
rolls the exact score of
the Attribute tested on
the d20 or when NPCs
and Opponents roll a
natural “20”. This
means the task
attempted is
accomplished
extremely well and
further benefits may be
gained according to the
Overlord’s judgment.
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Kaylia broke into a
Galactic Overlord’s
Punishers Fortress to
hack into their
computers and delete
the information they had about her ship. She got to the terminal and started
to operate it, searching for the information. The Overlord asked for a
Difficulty 3 Intellect test and Alice rolled a 14, her exact Intellect score,
scoring a Critical Success. Not only had she found the information about her
ship and deleted it, she found out about a valuable cargo arriving in a few
days that she could intercept to make a few Credits!

A Fumble happens on a roll of natural “20” for players and on a roll of “1” for
NPCs and opponents and represents a catastrophic failure. Not only is the
task unsuccessful but the situation is aggravated and complications arise in
consequence of the action. Again, the Overlord should use their judgement
when deciding what happens.

On her way out, sneaking through the corridors, she saw two Punishers
standing guard. To pass through them unnoticed the Overlord asks for a
Difficulty 1 (they are 3HD opponents and she is a 2nd level character now) Agility
test. She rolls the d20 but gets a 20, obtaining a Fumble. She tripped on some
electric cords on the ground, attracting attention from the Punishers and
accidentally fell on the alarm button, alerting the whole battalion. She better
run fast now.
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DURABILITY ROLL

In the grim and harsh universe of Solar Blades & Cosmic Spells nothing lasts
forever. Swords can break, pistols may run out of ammo, armors can be
reduced to mere pieces and energy cells can be quickly drained. Hence every
item has a Durability score, symbolizing how deteriorated an object is. This
rating varies from 0 to 5, 0 being a destroyed or completely drained item and
5 being a very sound and durable item that has been barely used. The usual
score for most items is around 3. This Durability score can be used for almost
any resource that can be used like items, fuel, food and even favors with
people and factions.

To keep track of the deterioration we use Durability Rolls which consist of
rolling a d6 and comparing the result to the Durability score. A result of equal
to or lower than this number means the item has not lost its durability,
charges or whatever represents their resources. However, a result higher than
the score means the resource has been diminished and the Durability is
reduced by 1. The frequency of the Durability Rolls depends on how
unforgiving the Overlord wants their setting to be, varying from one every
encounter when the item is used to once every adventure.

As this score decreases the item runs the risk of being destroyed or
completely depleted. Players can and should try to repair them, either paying
someone to fix it, getting more ammunition, buying more fuel or whatever
needs to be done (and the Overlord should make sure that advanced
technological items are harder to fix or recharge). Once the Durability score
reaches zero the resource is depleted, the item is destroyed, there is no more
ammunition or charges or otherwise the item is unusable.

; Kaylia heavy pistol started the game with a Durability of 3 but along
] the many perilous forays through the stars the pistol’s Durability
has been reduced to 1. Now she finds herself stranded in
a wasteland covered planet where her ship has
crashed. The Overlord remembers he hasn’t asked
for a Durability Roll for a few sessions and asks for
one now. Alice, Kaylia’s player, rolls a 4. This
means her pistol is out of ammunition. Let’s
hope she doesn’t run into trouble.

LUCK ROLL

They say our luck is written in the stars,
but stars can actually die. Every player
character has a Luck score representing
their inherent ability to be in the right
place at the right time, the favor of the
cosmos or, simply, plain luck. Thus,
whenever a situation arises in which the
capability of the character has no
influence and the Overlord still
wants to decide it by chance
they can call for a Luck Roll.



This consists of rolling a dé
and comparing it to the
character’s Luck score. If
the result is equal to or
lower than the Luck score
the situation developsin
favor of the character. They
were lucky. On the other
hand rolling above that
score means things go
south for them and their
Luck score is reduced by 1
until the end of the
adventure. They were
unlucky. What that means
will vary from situation to
situation and is determined
by the Overlord. Once the
Luck score reaches zero the
character fails all
subsequent Luck Rolls.
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Kaylia has now found some
ruins in the wastelands her
starship crashed into.
Desperate for food and
water, she rushes in and
starts going through the
place. The Overlord hasn’t
decided what’s in there so he asks for a Luck Roll. Being human, Kaylia has an
initial Luck score of 4. She rolls a 2 meaning she did find water and a few
rations. It won’t last long but that will keep her alive a few more days.
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WHEN TO USE A LUCK AOLL?

But when does the destiny of the adventurers rest on their luck? Well,
whenever they can’t rely on something else, basically.

The Luck Roll can be used by the Overlord as a tool for determining whether
a previously undefined fact about the environment or scene is true or not,
especially when this affects the interest of the player characters. Is there a
patrol passing through at that moment? Are there any hover cars parked
around fast enough to outrun the Punisher’s speeder that is approaching? Is
there food or water in the ruins found at the Purple Desert? All of this can be
decided by a Luck Roll.

It’s important to notice that Luck Rolls can be the result of both the players’
questions about the scene (“so, are there any barrels of oil inside the
workshop?”) or the desire of the Overlord to find out about something (“as
you remove the crystal from the main generator the whole complex starts to
shake and rocks start falling from the ceiling. Make a Luck Roll to see if a