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THE GRID pp —

The Grid is the worldwide network of
networks, the great fusion of the phone
company, the cable compemy, and the
online service company, If it's elec-
tromic, it's on the Grid. In an Avternme™
game, if heroes want information, con-
tacts, communication, technical specs,
or just g screen of anonymity, then
socnet or later they will seek out the
Grid.

LOMPUTERS
Own You

In the early days of science fiction,
computers and robots were the pinnag-
cle of technological thaught and action.
In countless books and movies, com-
puters were the alter egos of the
humon mind. From HAL 9000 to Winter-
mute, and from Tron to Wargames to
Terminator, stories about computers
were stories about what it means to
think, whert it means to reason and to
act on the result,

But over time computers have become
more and more familiar to us in our
evaryday lives; they have become in-
creasingly. ordinary. We see them
avery day, in cutomatic teller machines,
at home, and at supermarket checkout
lines.

We have all seen stories about comput-
ers out of control, about computers de-
sigmed to spy on us, and about obats
muade to be killers, Frankly, computers
still metke us a little nervous, Who
knows what informetion the govern-
ment is keeping track of with its bar
codes and Social Security numbers?

These days, stories about computers
are stories about power.

Datowrare iz all about using machines as
chararters in your ALTERNITY garmes, rather
them just tossing in the insane computer as
cmother plot device. Plug into the machine,
cmd prepare for o wild rde.

Chapter 1

The Grid

THE EvoLuTion
oF THE GRID

“For the modern mind, space and time
are the basic forms of hindranee. Any-
thing that is away is too far away. The
foct that places are separated by dis-
tonoes is seen as g bother Anything
that loasts, lasts too long. The fact that
activities require time is seen as o
waste. As o consequence, o confinuous
battle is waged against the constraints
of space and time; acceleration is there-
fore the imperative which rules fechno-
logical innovation as well gz the little
geshures of everyday life,”

—Wolfgang Sachs,

Wuppertal Institute

The Grid, like all technological sys-
terns, 1s a patchwork creation, cobbled
together from available resources, tol-
erable technological standards, and a
level of expertise just high encugh ta
get the job done. It appeared by stut-
tering fits and starts over the course of
decodes, first as a complement to
ather mass media, then as a replace-
ment for them. By the time the Grid be-
came humanity's primary informetion
and social venue, it seemed inevitable.

Progress Level 4:
Earily Days

In the early days of camputing, indus-
try and govemments leads the way in
inventing and improving computer
technology. Only huge government or
business interests can afford the pure
research required to make electronic
calculating machines a reality. Al-
though this Progress Level is the birth-
ploce of computing, its systems are
not powerful enough for Grid-based
SCENATios.

The practical application of this
age's caleulating machines include
the construction and manipulation of
databases (such as the US Census) or
complex caleulations (such as for ar-
tillery fire solutions). The invention of
vacuum lubes 1s a step forward, but
computers remain huge unwieldy ma-
chines run on mechanical relays or
punch cards until transistors and inte-

grated circuits appear at the doawn of
the Information Age. Before then, the
muachines cover entire rooms of build-
ings and require a specialized staff to
maointain them.

Progress Level 5:
The Internet

In the sarly part of PL 5, computers
continue to improve, becoming
smualler, foster, ond more affordable,
well within the reach of private firms
ond smaller governments. In the 1970s,
computer companies release the per-
sonal computer, providing ot least
some citizens with calculating
power—however clunky and slow,
During the 1980z computer networks
break out of academia into the main-
stream, ond the Grid's slow infiltration
ol everyday lile begins. Early online
services attract subscribers from the
technical elite throughout the indus-
tria]l nations of Old Earth, but over the
following decades, the Internet be-
comes pervasive among the main-
stream, replacing some of the
functions of telephones and television.
The Grid eventually absarbs those
functions more-or-less whole.

By the tumn of the millennium the In-
temet iz an established fact of life and
leisure worldwide. At the saome time,
the limits of the technology seem firmly
established. Improvements in sound,
graphics, ond bandwidth continue, but
the basie funetions and standards of
the technology seem to settle down.

Ae it turns out, the next revolution in
the Grid is as much political as it is
technological.

Progress Level B:
Coming of the
Shadows

The fusion reactor ushers in a new re-
lationship between humanity ond elec-
tricity; power becomes cheap. Pusion
power becomes both portable and af-
fordable, making it easy to bring elec-
tricity to every comer of the world, and
oven every corner of the solar system.
Cheap computers ranning on cheap
electricity provide more people with oc-




cess to the Grid than ever before. The
Grid joins television, radio, newspa-
pers, and even telephones as the new
mass medium; the Grid becomes the
dominemt form of communication for
both individuals and groups. The poor
around the world find escape into the
Grid preferable to the squalid poverty
and oppression they face in the real
wotld. They also find that they could
influence the Grid world much mare
readily than the real one. People with-
draw from reality and follow their
dreams—and encugh of them make
their Grid fortunes in progromming,
electronic sales, or netware to keep the
rest dreaming.

By the middle of the Fusion Age,
the Grid is a welter of glitzy escapism.
With broader distribution than broad-
cast television, it reaches into every
home and office and supplants tele-
phone communication in many pravi-
ously underdeveloped regions. The
Grid's billboords, sleazy X-rated sites,
and mindless chatter are everywhere.
Like printing, radio, and television be-
fore it, the medium starts by pander-
ing to its qudience and ends up
surprising everyone. One piece of
hardwore does the trick: the grid-
caster, Invented by the Advanced
Products Group of a small California
outfit called Workware, Inc., the grid-
caster allows its users to interface di-
rectly with the Grid, With it, users can
search for deta without cumbersome
typing, talk to other users as smoothly
as on a phone line, and even sense the
real-time ebb and flow of datastreams.
It i= a sensation unavailable in any
other medium.

After the swamp of advertising and
trashy content that characterizes the
early yedars of the web, the grid-
caster—combined with Yelnikov's
shadow programs—revitalizes interest
in using the Grid as a social medium
rather than o communication medium,
The Grid finally replaces television as
the most powerful mass medium on
the planet. As increasingly more peoc-
ple find their weay around and as Grid
education becomes one of the funda-
mentals of education, o new genera-
tion of Grid-capable humons learns
more than anyone expected about
themselves, about their new neighbors
the fraal, and about the world in
which they live.

At the same time, humanity is
reaching for the stars with the inven-
tion of the stardrive in 2160. The Grid
goes with it, keeping the pioneers in
touch with those they left behind as hu-
mans settle Mars en masse, slowly
terraform Venus, and explore Ton Ceti

cnd neighboring star systems, The pri-
mary preblem is the lnminal barrier;
without {faster-than-light communiced-
tion, lag time stretches the capabilities
of the Grid further cmd further as hu-
mons settle an increasingly distant
worlds. Lag to the moon is almast bear-
able, but the log to Mars, the astercid
belt and the Jovian satellites is not. The
invention of the mass transceiver in
2209, which allows instantanecus
point-to-peint communication through-
out o star system, finally solves the in-
system lag preblem.

Progress Level 7:
The Interstellar
Grid

Scientists and engineers perfect the
tech involved in the creation and ex-
pansicn of the Grid by the doawn of the
Gravity Age, and Grid technology fol-
lows the first stardrives to other suns.
Each star system soon has a Grid of its
own, though some diverge wildly from
the laws and customs of Old Space.

One major technelogical leap
changes the Grid forever: the inven-
tion of the drivespace communication
relay. By routing data between star
systems, it brings previously isolated
Grids into close contact with one on-
other. For the first time, a gridpilet in
Fomalhaut can enter the Terrom Grid,
and viee versa. The relays are not

New Skifll: Grid Savvy

WIL, Cost 2
This i= a specialty skill of the
Street Smart broad skill. A&
knowledge of Grid savvy
ensures that a gridpilot is
always chead of the curve with
the latest slang. sites. tools, and
netiquette—everything he
needs to be accepted by the
digital underground, hacker
gangs, shadewhboxers, and Grid
outlaws. With Grid savvy skill,
a gridpilet knews where to find
greyware, which sectors have a
thriving black market and
which subsectors clamp down
on illegal intrusions, and where
to find an untraceable Grid con-
nection. If it’s illicit. immeoral. or
dangerous and it's on the Grid,
Grid savvy iz the skill that
applies.

This sgkill costs 2 for Free
Agents and Tech Ops, 3 for all
heroes with sther professions.

periect; though they shatter the light-
spead barrier, it still takes time to
send or receive data. But even with an
11-hour trip in each direction, it is fi-
nally possible to share the Grid with
shadows cast from other star systems.
Users are finally able to pull data from
those systems without paying for
courier ships to carry it and to see how
other stellar nations solve the prob-
lems of Grid maintenance, policing,
and infrastructure, The resulting colli-
sicn of cultures lead to many misun-
derstandings, but also to just as many
new insights about the fundamental
similarities connecting all sentients,
The integration of the Grids of nu-
merous human star systems proceed
relatively smeoothly, but merging with
alien Grids is another story entirely.
The Grids created by the mechalus
and the t'za, for instance, operate
under different protocals, standards,
and a different set of cultural norms
than do human Grids. Data options
are faster, the preferred colors grote on
human eyes, and the standord controls
are zet to a higher degree of sensitiv-
ity than human fingers can use effec-
tively. Mechalus dataports assume
that the user has integral adapters
the “data tendrils” that all mechalus
are born with. The t'sa Grid maves at
such a speed that humeans find them-
gelves immersed in an information
overload. Sure, it is still o Grid, but it
isn't friendly—unless you are a t'sa.
Some of the other races open their
(Grids to humanity and then just as
quickly seal them off from the human
nations, They find that humans are
initially uncomicrtable with the oper-
ating parameters established in their
Grids; some human gridpilots even
come to fear the alien Grids, By the
Gravity Age, the synthesis betwean
differing Grid systems continues
apace. Only the t'sa have kept their
own company on the Grid; they find
humens teo slow and too dense for en-
joyakle cybercommunication. The
mechalus hove slowly fused their net-
work with that of the human Grid. The
long-term impact of the mechalus inte-
gration inte humaon Gridspace isa
flowering of the arts and new schools
of thought, science, and engineering.
Communication between the two
species through the medium of their
linked Grid systems has made possi-
ble numerous technological refine-
ments and artistic achievements by
both pecples. The fraal Grids are ef-
tectively independent, each one asso-
ciated with one of their independent
city-ships. Early on in the fraal's
relationship with humems, they link
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their separate Grids with the human
Grid. The sesheyan and weren have
no Grids to speak of end adopt humean
standards wholesale.

Gradually, human gridrunners come
to regard alien Grids as something like
tourist destinations. As a sign of status
ar simply out of curiosity, a gridpilot
sands a shadow to visit, and lets it re-
turn with images of the strange avatars
and Grid lines of another species.
Shadows made to appear as aliens are
briefly fashionable in humean systems.

Progress Level 8:
Beyond the Stars

In the Energy Age and beyond, the Grid
is ruled by forces from within: Artificial
intelligences stake their claim to own-
ership of the Grid and destroy the
economies omd data structures of those
who object. In the end, several Al
power blocs emerge within the Grid
that support or oppose various existing
human power blocs. Rather than inter-
fering deeply in human affairs, Al
groups become intent on pursuing their
own goals, developing their own arts,
languages, and priorities.

Faor the most part, the Als caorry on
their business exclusively in the Grid,
fending among themselves. A few Als
become obseszed with the physical
waorld, investing fortunes in robotics
and sensors and software to mimic
touch, smell, and taste. Most Als have
more direct goals, however: control of
the Grid ond access to all its resources,
Humemns and aliens alike become sec-
ondary players in the Grid, using it
only as rats can be considered to “use”
a human city. The design, logistics, and
structure of the Grid are entirely under
Al eontrol, At the same time, human
control over epace and time is as great
as it has ever been, with communica-
tion and commerce being entirely
linked to the Grid.

It is difficult to imagine a stariaring
culture without a powerful, richly tex-
tured Grid. Nevertheless, some anti-
technolegical groups gather adherents
and settle distant worlds with the aim
of avoiding Al and government controls;
as always, paranoid and fear help set-
tle the galactic frontiers. Many of these
Luddite settlements vanish, but a few
survive and become tourist attractions;
Grid-free vacations in these "unspoiled
paradises” are attractive to those who
tire of the constant information glut of
the information-dense systems.

THE GRID &
THE LAw

The differing conditions of Gridspace
tore apeart the legal structures designed
to protect cmd serve the public in the
recl world. Early disputes included
questions about data theft, piracy, de-
struction of digital property, electronic
trespassing, and jurisdiction. Legal cu-
thorities handled most of these cases
by using fraud, trespassing, vandalism,
and pomegraphy laws as precedent,
though the hysteria surrounding the
new technology also led to some prose-
cutions using laws governing stete se-
crets and national security.

Cither legal questions arose quickly.
Where is a cyberspace crime really
committed? Whe prosecutes it? Gov-
ernments created proxy courts to settle
the jurisdictional issues; authorities
considered digita] erimes local. The

Career: Grid Cop

A Grid Cop is a Free Agent who
watches over a given network
or o given portion of the Grid.
He investigates allegations of
wrongdeing on behalf of o
national or corporate state;
many times, his investigations
can also invelve tracking perpe-
trators in the real world as well.

Grid Cops are technically
adept. but they value police
smarts even more than hacking
expertise. They understand the
patterns of criminal behavior.
keep up on the latest hardware
and software trends, and are
not above calling in specialized
police Tech Ops if the going
gets rough. The good ones know
seven ways to track a gridpi-
lot—three of them legel.

Skills (36 pointsk Computer
Science-hacking: KEnowledge—
dediice; Law—enforcement;
Investigate; Street Smart-
criminal elements, Grid savvy:
Interaction-interview,

Signature Equipment;
Ordinary-quality microcomput-
er OR Marginal nanocomputer.
NIJack. and Marginal grideester
(note that if the hero has cyber-
ware installed, he must pay the
10 required skill points listed in
Chapter 15: Cybertech to have
cyberware installed); police
gauntlet; two Ordinary
Progroams.

gite of the crime iz wherever the al-
leged criminal sat at his or her key-
board or grideaster and perpetrated the
crime, Under most legal systems,
where these actions tock place in the
Grid only mattered in certain cases,
such as theft and property destruction;
in the majority of cases, the perpetra-
tor's actions set the stomdeard. However,
accusers could file charges on the Grid
from any point of the globe. This al-
lowed a wronged party to see on indi-
vidual in anothar netion prosecuted
without the need for indictments. Wit-
nesses and wronged parties could give
testimony electronically, as long as the
courts ollowed identity verification
rules, using such procedures as per-
sonal ID numbers or bicelectric
slgnatures.

Punishment was one of the few
areas of the justice system that re-
mains relatively unaffected by the exis-
tence of the Grid. Commission of a
digital felony carried much the same
sanction as any other felony: jail time,
and plenty of it. Court authorities deny
jailed felons Grid aecess in most na-
tions. In a few rare cases, a govern-
ment might ask these felons to join the
Grid police or to become shadew spiss.

Grid Police

Naturally, scmeone has to enforce the
law and make cyberspace arrests. By
the dawn of the Pusion Age, all local
and national police departments as-
tablished special divisions to handle
these crimes. The Computer Crimes Di-
vision in the NAFTA states investi-
gated swindles, money laundering,
and Grid assault. In South Americea,
the Organization of South American
States set up the Guardia Electronica,
which tended to investigate political
crimes as well as financial ones. In Eu-
rope, Interpol conducted Grid coun-
terespionage and pursuit of criminals
over national borders. More locally, or-
ganizations such as the German Bun-
deskriminalamt (BEA) kept an eye on
Grid terrorism, illegal data imports
and exports, and protocols and stan-
dards enforcement. Military intelli-
gence organizations such as the
French Brigade de Renseignement et
de Guerre Electronique (Intelligence
and Electronic Wartare Brigade) pro-
vided signal intelligence and military
data security. Members of all such or-
gonizations are called Grid cops (see
“Career; Grid Cop” sidebar).

The ecrimes possible on the early
Grid required a high degree of techni-
cal expertise and some smooth-talking
con artists, but thet was scon to




change. As the Grid expanded, entirely
new categories of computer crimes
aroge, crimes that anyone with a com-
puter and a gridcaster could commit. At
PL 5, trespass continues to be a prob-
lem, as do fraud and data theft. The
crimes included at higher Progress Lav-
els add identify theft, dueling, and re-
programming to the list. The law
turther divides these into first-degree
itor Als), second-degree (for agents and
software knowbots), and third-degres
offenses (for everything else). Many of
the older crimes (computer trespass,
theft, and unlicensed spamming) re-
mained misdemeonors, but all the new
ones except third-degree reprogram-
ming eventually became felonies.

Grid counterespionage specialists
created new weapons, including neural
guardian, trace, and doorkeeper soft-
ware, to handle the Grid's security
risks. Programmers also developed
shadow armor software to protect grid-
pilots against their own kind. In time,
every form of attack goined its corre-
sponding countermeasure—but it all
came at a price. The escalating war be-
tween hackers omd overworked Grid
aquthorities brought about increasingly
restrictive measures to protect the Grid.
Restricted access, unwieldy and slow
protective software, and other meas-
ures limited the utility of the Grid to le-
gitimate users. Eventually, the public
had enough. Legislation created new
government agencies devoted to stop-
ping the wildfire spread of Grid
abuses. Bonds funded new police hard-
ware and paid new officers’ salaries.
The first wave of Grid cops arrived just
in time.

The Shadow Spies

The rise of the Grid police was largely
in respomse to generdl crimes commit-
ted through a new medium, but a ssc-
ond group had already been using
those small-time vondals and publicity
hounds as cover for their own opera-
tions. These were the first shadow
sples, agents who operated lorgely
through the Grid, making contacts,
gathering intelligence, end hacking
into top-secret systems not as a prank,
but as a deadly game of cat-and-
mousea.

The tools of the trade are not always
electronic: Spies still make good use of
bribery, persuasion, and cutright lies to
get what they want. It's not an honor-
able profession by any means, but it's
necessary to the survival of the belea-
guerad nations of the future.

LCareer: Shadow Spy

A Shodow Spy is a Diplomaeat (Tech Op) who steals. copies. corrupts, and
finagles data from data vaults all over the Grid. He almost always works
for a corporation or a national spy organization, such as the CIA or
Mossad--there are very few freelancers in the spy business. All shadow
spies report to o handler. a contact who manages their efforts, suggests
new targets, and provides backup, hardware, and a salary to the spy.

B few shadow spies are also programmers, cooking up their own
recipes to break in to restricted systems. Most, however, depend on o wide
network of contacts, state-of-the-art cracking and scanning software, and
blazingly fast gridcasters to stay on top of the information war.

Skills (40 points): Computer Science-hacking: Security—security devices:
Investigate; Street Smart-Grid savvy: Deception-bluff; Interaction-charm,

interview.

Signature Equipment: Ordinary-quality microcomputer OR Marginal
nanocomputer, NlJack, and Marginal gridcaster (note that if the hero has
cyberware installed, he must pay the ten reguired skill points listed in
Chapter 15: Cybertech to have cyberware installed): Grid gauntlet; twao

Ordingry progroms.

STRUCTURE

Going from the smallest scale to the
largest, a particular star system's Grid
iz divided into domoins, networks, and
sectors, each devoted ta different mate-
rials and levels of activity, Drivespace
communication relays link the Grids of
different star systems together; these
relays charge additional fees from
those who use them. The basic Grid
scales represent broad categories, cnd
there are always exceptions in the
Grid’s architecture, such as datastream
bubbles, which are temporary anom-
alies within the larger framework.

Gridpilots connect to the Grid by
traveling the dotagstream, an imaging
construct that portrays digital connee-
tions as a virtual space, In addition, the
Grid provides nodes, portals, and
gridlinks as entry/exit points and as
navigation aids. Nodes are physical
sites, huge relay stations that shuttle
Grid traffic cnd signals from continent
to continent, from world ta world, and
even from star to star. Porfals are con-
nections between domains. Gridlinks
are connections between one type of
Grid and another, allowing a gridpilot
to switch from the communicetions
Grid to the DV Grid, for instance.

The majority of the Grid is stored on
datgcores, enormously comprassed 3D
and ¥3D arrays. Each datacore con
contain thousands of slots of data. Dat-
acores dare described fully in Chapter 4
Hardware.

Finally, there are special zones such
as the code havens, the off-Grid sites,
the dafa ghettos, and the Al domaines,
home to machine intelligences that
are barely comprehensible to ather

sentient creatures. All of thees are de-
gcribed in the following sections.

Domains are the building blocks of
Grid interaction. Chat room providers,
private citizens, and small firms often
purchase a domain and customize it to
suit their fancy. Each domain varies
from a single Gridspace of a few data-
bases or datafiles to an entire network.
These areas can be functional, elabo-
rate, cluttered, or sparse, but always
serve the interests of their owner; no
one alse can change the foundation
and underlying rules of that domain.
Much like todeay’s web pages, they are
limited in what they con do, but they
are cheap and reliable. All domaine
are part of larger networks (see below),
usually within on access provider net-
work in the case of user domains. User
networks also function o= domains, as
they are usually too small ta cover
mere than a tiny portion of the Grid,
The most popular private form of do-
main is the virtuality, an artificial con-
struct meant to entertain, to enlighten,
or to challenge its visitors. Within any
given virtuality, the normal rules of the
Grid may or may not apply. For in-
stanes, a virtuality may bar the en-
trance of all virus programs by setting
up a filtering mechanism at the door, or
mey allew shadows to turn invisible at
will, or may shift the pitch of all seund
files and communications channels so
that every shadow in the domain
sounds as if it has been breathing he-
lium. The variety of local restrictions is
huge. For the most part, breaking these
restrictions requires powerful hacking
eoftware (to break into the domain root

Q49 0L —



THE GRID p —

access and rewrite the rules) or re-
quires special codeweords known only
to the domain's creators. In special
cases, the owner of the domain may
grant a privileged gridpilot special ac-
cess, bypassing the domain's restric-
tions. The cwner can usually revoke
these privileges at any time.

Portal netwarks exist simply to per-
mit movement from one domain te an-
other without crossing the intervening
links, Though they have the same infra-
structure as full-blown networks, they
are presented simply as sites within o
domain, and thus cre handled here. Por-
tal natworks instantaneously transfer a
gridpilot to his destination demeain,
even if that domain iz within emother
network. If the destination is another
gector, there is a brief lag whils the grid-
pilots saftware adapts to the new proto-
cols of the chesan enviranment.

Finally, a few of the less requlated
domuains are home to Grid traps, a form
of special-purpose software that is the
Grid equivalent of o Hoach Motel. In
the typical Grid trap, a shadow enters
a domain that has no exit portals. Onee
inside, a trace program tracks down
the point of origin of the shadew, strips

Darastream Bubbles

The advances in shadow form
tech that permit a pilot to send
his shadow through the inter-
stellar Grid paid some unusual
dividends in the long run. The
principles used to hold together
a shadow without its original
gridpilot also eventually led to
woys to create temporary bub-
ble domains within a datas-
tream (see Chapter 3: Software
section for details).

Since service providers make
an income by selling domains.
both they and Grid regulaters
frown on those who set up a
bubble domain, They see it as
no more or less o crime than
stealing phone or cable service,
The invisibles and most heck-
ars view it differently, and Als
poy no attention at all te the
attitudes of so-called "Grid
autheorities.” Like squatters in
the physical world, “bubblers”
in Gridspace don't care about
the legalities. Pulling off the
trick of slipping through the
cracks is the whole point of the
bubbling and is usually consid-
ered reward enough in its own
right.

it of valuahble data and softwore, and
ultimetely destroys it (see the Grid trap
entry under Chapter 3: Software for de-
teile). It's the Grid equivalent of a mug-
ging, though sometimes groups use
these Grid traps to single out particular
kinds of users and tag them for surveil-
lance and release. Grid cutherities oc-
casionally use a few especially lethal
Grid traps against particular gridpilots
to capture dissidents, lawbreakers, and
other undesirables. Once the Grid cops
have dissected the gridrunner's shad-
ows, they send a commande team to
the ‘Tunner'’s real-world address while
a Grid team makes sure that the
shadow is borred from entering the
Grid through any of the nodes it nor-
mally uses. Thus the gridpilot is forced
to leave town cnd find ancther physi-
col daocess point into the Grid before
being able to do emything else in Grid-
space. By trapping their shadows and
seoing wheat makes them tick, the qu-
thorities can shut down the target’s ae-
cess to money, to communications with
friends and allies, and-—maost impor-
tantly—to information that might get
them out of harm's wey.

Networks

Larger than domains are the networks.
These regions ore loosely affiliated de-
meains that share a commen interest,
goal, or function. The Grid itself links
these networks together; interested
corporations, individuals, and nations
get up ond maintain the networks
themselves. Networks include aca-
demic, access service, corporate, finan-
cial, government, military, cpen,
operational, and wltrasecure, The
Player’s Hondbook describes these
briefly (pages 157-158), and TAsLE D2:
Hacxwe Tarcer Momriers (page 16) lists
the penalties for attempting to hack
into each type of network.

Universities cnd other learning in-
stitutions run the acodemic networks
for the benefit of their students and
staff. They contain o variety of often
powerful computing equipment, excel-
lent reference functions, and an open,
carefree atmosphere of exploration ond
discovery. Generally the institutions
limit acoess to users with some connee-
tion ta the university in question. How-
ever, their lack of in-depth security also
makes them popular targets for illegal
use of their supercomputers, high-
speed access, and depth of deata.

The aocess service networks have
created a series of mutual interest saci-
eties, often with ncorow fields of die-
cussion, such as birdwatching, the
politics of Catalonia, or extremely

low-temperature physics. More often,
the topic is sex, drugs, or digital-game
vielence. Several such networks set up
private chat areas for anenymaous mest-
ing points between mercenaries ond
their employers, lences and thieves, sc-
centric billionaires and hired guns, or
others desiring private transactions.

Business interests build and main-
tain the corporate networks of the Grid
to serve their employees and cus-
tomers. Companies buy and sell goods
and contraets, track projects and assign
work, cnd—between the slacking and
the watercoaler talk—actually manage
to get some work done on the Grid.
Some of the private sectors are legal,
some are {ronts for arganized crime,
and some are cut-cmd-out malign,
funded by forces and couses thot any
hero would abhor,

Financial networks exist solely to
transfer money from one place to an-
other via credit cord tromeactions, bank
transactions, wire transfers, ond so on.
They are extremely security-conscious,

Government networks are gray,
poorly maintained, and sometimes as
much az a full PL behind the technal-
agy curve, Some departments work en-
tirely on computer relies that would be
museum pieces anywhere elze. Hidden
under all thet dust, malaise, and bu-
requeratic red tape, however, are some
treasures worth digging for. A good
data miner can find valuable files
about the funding of cutting-edge tech
programs, unethical mind-control re-
search, satellite and phone record
tracking of corporate workers, and so
on. Just because the government sec-
tors look boring doesn't meon that they
aren’t full of juicy data, covered by a
thin veneer of administrativium. The
government networks might include a
Turkish netweork, o NAFTA network, cnd
even local government networks.

Military netwaorks carry privileged
informaotion on troops and logistics, as
well as tactical, geographical, and
crder-of-battle data. They are tightly
secured and often require specialized
hardware and software to access. How-
ever, military commands use these net-
works strictly for administration ond
less-sensitive intelligence, not military
ordnomee itself, Instead, ultrasecure
netweorks monitor and control a govern-
ment's major wedpon systems,

Cpen networks ore simply the front
doors of most of the other network
types. Anyone can access these net-
works with anything from a dumb GID
to the hottest new grideaster, but these
networks usually limit the content to
gales information, catalogs, message
boards, and the like.
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Shadow Movement in the Grid

Though the details of the various layers of the Grid are provided here for
the Gamemaster’s and player’s benefit. in practice a shadow moving
through Gridspace often passes fram one sector to another quite smoothly,
even unwittingly. At PL 7. the experience of pulling data from or passing

data into the Grid is painless,

For instance, when o user logs on through a grideaster. he first sees the
datastream. which drops him into a specific log-on domain. This starting
point is always a familiar place, usually his home domain or that of an
access provider. From that point on. he can choose to step through a
gridlink into another domain, checking up his stock reports and news
briefings—pulling them into his shadow from the DV Grid without even
really having to think about it. Once that's done. he can hep through
another gridlink to a data haven. There he may scan files for a particular
piece of grey market software he needs. pay a small fee through an
anonymous financial server, and thus unlock the files for download from
the data Grid. Before logging off. he may aetivate a public phone icon to
patch his shadow through to the comm Grid. The shadow has just had
contact with all four major sectors of the Grid without hopping through

more thon three domains.

Operational networks run factories,
airports, switchboards, and so on. Be-
couse they control such impaortant
hardwere and have such potential for
havoe, they are often isalated from
other networks, with only minimal con-
tact to other portions of the Grid (typi-
cally to government or corporate sites,
or to the comm sector),

Ultrasecure networks handle only
the most important traffic the Grid ever
sees: nuclear launch codes, spy satel-
lite transmissions, clossified intelli-
gence reports, and other sensitive
information. While it is possible to in-
tercept these signals, they are little
more than meaningless junk if the in-
terceptors do not possess state-of-the-
art decryption programs ond hardware;
turthermore, security personnel change
the codes frequently. Even when inter-
lopers crack such a system, security
usually discovers and repeairs the
breach quickly. Of course, some such
networks do not even connect to the
rest of the Grid, requiring that any
prospective data thief physically enter
a given site, one that likely has mur-
derous defenses. Other systems might
connect to the Grid for enly a few sec-
onds a day, at rotating intervals; pro-
tection protocals might lock the exact
times of these intervals within some ul-
trasecure data fortress, secured by an
extremely complex algorithm. Only the
best gridrunners, often working in
tecmns or with an Al have any chance
of breaking such systems.

While these are the basic network
divisicns in many humean systems,
some Grids include religious networks
ot even an Al sector (ot PL 7 or higher).
In the mechalus Grids, cybermedical

networks are common, with diagnostic
programs for their cyberware, updates
for their computer tendril protecols, en-
hanece programs, and mood-altering
electronic mind/bady interfaces. Since
the mechalus have configured these
items to their own physiclogy, they are
useless to anyone else.

In the Star’DRVvE™ compaign setting,
the Grid has given birth to an entire re-
ligion, This religicn, the Church of the
Oracle, is the faith of a stellar nation
called Insight, which declared its inde-
pendence in 2460, Before that date, the
Grid may broadeast or evangelize reli-
gion, but the Grid itself isn't an object
of worship by anyone other than primi-
tive alien cultures who confuse Als
with spirits.

Sectors

Finally, the Grid sectors include sepa-
rate regions devoted to the major data
formats: data, comm, virtuality, and DV.
Each of these subnets is interlaced
with the others and partially compati-
ble with them. Each sector uses its own
protoceols and follows a different set of
evolving stomdords optimized to im-
prove the data flow for a particular
kind of informetion. Thet seid, not all
Grids can be classified by type of traf-
fic. Other classification schemes in-
clude mimicking a virtual world and
embedding various functions in similar
objects (sach pay phone con provides
an entry to the comm Grid, for exorm-
ple), or simply mushing all data traffic
into sectors by access speed, operating
gystem, or national orgin.

Certain core functions appear in all
Grids. They are not always neatly or-

ganized, they may be patchworks or
juryrigged systems based on outdated
legacy systems that can barely be
maintained-—but they are the heart of
what the Grid does. Each is an out-
growth of prior technological systems
iprimarily analog telephony, digital te-
lephony, and television). The perts cny
gridpilot recognizes are the comm,
data, virtuality, and DV Grids. Each of
thesze is described below,

The comm Grid provides text, voice,
and video messaging services for any-
one with the appropriate hardware.
Digital wiretapping, interception of
transmissions, and shadow form relays
all use the comm Grid domains (often
called exchanges) and nodes (called
areqa codes). The comm Grid is the
backbone of the whole networked sys-
tem, but it rarely seeks the limelight,
Most of its activity is traffic passing
through the comm Grid data streams.
Those who do care about the comm
Grid specifications usually restrict
themselves to highly technical hord-
ware and (less often) software discus-
sions. In a sense, the comm relays
resemble the sewers, phone lines, and
other infrastructure of @ moderm city;
always present, but rarely seen.

The data Grid is the world's largest
information warehouse, a sort of digital
version of the Library of Alexandria.
This Grid stores the sum of humen
knowledge, everything from patents
to novels to political analysis, and
from census data to schematics of old
technology.

Unfortunately, it tends to be a com-
pletely unarganized mess until the
middle of PL & when a great program-
ming effort named the Alexandrine Re-
form employs expert systems and data
bots to structure the informetion in a
more accessible fashion. Until that
point, much of the data is hidden and
must be sought out with search en-
gines. Even after the Reform, much of
the data is worthless junk, garbage
dumped onto the Grid by cromks, sales-
people, and amateurs.

The virtuality format is a graphics-
heavy, rendered-on-the-fly, continu-
pusly updated real-time environment,
Typical settings include shadowbox-
ing combats (see pages 22 and 24), en-
grossing virtuality worlds, and other
interactive forms of entertainment as
well as business conferences, mock-
up prototypes, scientific simulations,
and models of proposed vehicles,
parks, buildings, and cities. Its virtu-
ality worlds are favorite places for se-
cret meetings and illegal data
transiers because of their strong
anonymity encryption.




The DV Grid format is an outgrowth
of television, which eventually encom-
passed video, holo, ond audio materi-
als of all kinds. This sector provides the
stemderd films, holos, end variety
showcases that have existed since the
birth of television in 1927. The DV-grid
iz heaven for the committed couch po-
tato, but offers little in the way of use-
ful dete for anyone else.

Data Sects & True
Believers

Since the eorly days of the Grid, some
people have been convineed that oy-
berspace is home to spiritual or divine
essences, that the Grid itself is a form
of consciousness, or that the Grid iz
the next step in humom evolution to-
ward a perfect form of being. Many of
theze believers are otherwisze techni-
cally trained and sensible members of
their societies, but they devote their
zouls to connecting the humaon with
the divine. Some worship Al idols and
some think the mechalus are superior
beings because of their closer contact
with the electronic world. Most wire
themselves to the breaking point with
cybertech and computer ware. The
Grid sects seem to flourish and die
quickly, changing noames as quickly as
they change leaders. A few others es-
tablizh themselves over time, eventu-
ally becoming monolithic religions
accepted by the mainstream, like the
Insightful of the STAR"DAIVE campaign
setting.

In any ALTERNITY game, this combi-
naticn of devout religious fervor and
technical aptitude can provide a lethal
kick to heroes who cross these worship-
pers ar flout their beliefs. A hero wha
destroys a rogue Al has something to
brag about, but he also has a legion of
enemiee, those who beliove that the AT
was o deity or a more highly evolved
form of human intelligence. Most grid-
pilots who bum down an Al don't brag
about it—at least not for long.

Code Havens &
Data Fringes

In the Grid as in the real world, sconer
or later everyone considers data piracy
and the possibilities of computer theft,
forgery, and mayhem. The place where
these activities oceur on the Grid are
called code havens or dota fringes. Like
the free ports during the golden age of
Caribbean piracy, they are rough
places where patrons can buy nearly
anything, and where the wolves
quickly fleece the unwary.

Code havens are alse homes to the
digerati, the technical elite whe live
their whole lives on the Grid. The di-
gerati's exact opposites—the (digital)
illiterates—spend their whele lives off
the Grid, avoiding all contact with
electronic culture. Some leave the Grid
for religious reasons, like the Hatires
of the Star* DRIVE setting, and athers
leave for reascns of morality or simple
porcmoi.

Some members of the digerati be-
come rogues oalled invisibles, who suc-
ceed in wiping all trace of themselves
from the deata bases, In the information-
baszed Grid societies, thiz means that
businesses and governments effec-
tively can't trace the invisibles; they
don't exist in the eyes of the state.
Bometimes wiping themselves from the
daota banks requires the aid of an Al
wha secours the Grid searching out
every reference and hacks the most dif-
ficult government tiles to erase all
racords of the invisible. The invisibles
live with great freedom omd o certain

Career: Invisible

An Invisible is a Tech Op locca-
sionally: a Free Agent) who has
erased all trace of himself from
the Grid. and lives free of con-
trol, tracking, or oversight of
any kind. The "hidden in plain
sight” life of the invisibles often
attracts frontier types and aner-
chists alike. A fully trained
invisible has mastered the arts
of data forgery. In a way. the job
combines the most difficult
aspects of engineering, pro-
gramming, and psychology.

In addition, many invisible
are beheolden to an Al that
helped them root out the last
traces of their digitel records.
Invisibles often live in urban
zones where cutting edge hard-
ware is readily available. but
they are lully capable of setting
up hidden colonies of their own
in the asteroid belts and under-
ground bases. They have a
deep distrust of centralized
authority.

Skills (50 points): Computer
Science-hacking 2. hardware.
Al: Technical Sclence- juryrig.
repair; Street Smart-Grid savvy
2; Deception-bluff.

Signature Equipment:
Ordinary-quality microcomput-
er; computer repair toolkit; three
Ordinary programs.

type of power, since they can some-
times tap into the Grid and build new
identities for themselves, Sadly, many
invisibles are quite paranoid, and live
in izolation from all normal citizens,
comresponding only with others of their
own kind.

Al Havens

The artificial intelligences created by
the rise of computer culture are its only
native lifeform; all shadows and other
visitors are temporary visitors to their
domains. Perhaps it shouldn't be sur-
prising, then, that the Als have made
portions of the Grid their own, secret
hidegways that only gridpilots with su-
percomputer processors and extensive
knowledge of the ins-and-outs of Grid
protocols eon open. A hero must have
at least Computer Science—program-
ming 3, hacking 8, and Street
Smeart-Grid savvy 5 to break open one
of the “blue boxes’ that indicate an A
domain. Onee inside, many gridpilots
are disappointed; they are swrounded
bv a haze of static that obscures the
‘pilet’s vision, and the ambient sound is
nothing more thon the spitting crackle
of modems.

Appearonces aren't everything,
howewver, and Al domains aren’t con-
slructed with human senses in mind.
Every particle of digital fog in a haven
is program fragment or data array.
Every sound represents direct Al brain-
to-broin communicotion, What ore they
serying to each other? No ane knows
for sure.
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Off-Grid Sites

The constant availability of informea-
tion doesn't please everyvone. Some
peaple find the lack of privacy and
the constont sense of monitoring so
disconcerting that they avoid the
greater Grid. Fear and insecurity lead
to the formation of data ghettos, se-
cret databases, and loeal grids thet
never acknowledge the existence of
larger, global networks. These net-
works, always founded by disconnec-
tion extremists, are formed for a wide
range of reasons, from "protecting
yvouth from immorality” to religious
abjections to survivalists whao fear
global conspiracies. Their fear is that
information security won't keep up
with information availability. The re-
sult is the creation of om information
underworld.

I
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Chapter 2

Grid Life & Crimes

Grid life has three distinguishing fea-
tures that appeal to the average grid-
pilot: anonymity, dislocation, and
safety. A user can pretend to be any-
one online, he can sit at a safe dis-
tance and eonduct his activities
remotely, ond he suffers no permanent
consequences in the real world from
rizsky behavior. On the other hand, the
Grid isolates some users into fantasy
worlds, provides limited sensory input,
and can cost o fortune for those who
want to stay aheod of the early-adop-
tion technology curve.

The Grid opened up new places to
conduet business, start atfairs, shop,
work, and relax. The infinitely flexible
noture of electronic space as well as
ite safety and diversity made it a play-
ground for the world. For game pur-
poses, activities on the Grid boil down
to three primary categories: netrun-
ning, hocking, and shadow combat.

GRIDPILOTS

So why go out on the Grid? There is
plenty of action availabls to heross in
"the real world.” One simple regson:
Everything and everyone slge are on
the Grid. Piloting through the Grid is
worthwhile for the same reason that
visiting a nation's eapitel city is worth-
while: It is a cosmopolitan center
where everyone has something going.
It iz whers the action is.

The actual grind of manipulating
the Grid is often no more exciting than
marching around o large city: Go here,
turn there, enter this space, click on
that. Unlike traveling in the real
world, though, a gridpilot con move
through the Grid with a few simple
keystrokes or mental commeands—eand
he can conduct other physical activi-
ties at the same time as he or she is
moving around from dota point to
data paint,

In an ALTERMITY gome, gridrunning
is often just a matter of collecting
encligh data for the heross to do what
they want in the real world. In gome
terms, gridpilots resalve Gridspace ac-
tions using functions, programs, and
potrons, We'll examine each of these
in turn.

Functions

During each action phase, a gridpilot
may perform a single basic OS5 func-
tion, perform a single basic Grid func-
tion, or may use any program he has in
active memory, The basic OS5 functions
include file monogement, save, delete,
protocol shifts, emvor recognition, and
virus protection; the Players Hondbook
describes these lunetions on page 152,
The basic Grid functions that a
gridrunner con perform with any
shadow form program include uplood-
ing or downloading dota, looding or
removing a program from active mem-
ory, shadow movement, nefwork or sec-
tar movement, and communicating
with any other persen in Gridspace.

Uploading or downlooding lorge
deatafiles requires available active
memeory. If an operator is already using
all of his active slots, he connot down-
load more material, since he must first
transfer these files through buffers omd
into stored memary. For each slot of
material to be downloaded per round,
the gridpilot nesds one free slot of ac-
tive memory. Thus, if o gridpilet whe is
using o transfer progrom achieves on
Ameazing success, he can transfer up o
four deta slots per round. Te achisve
that rate, the gridpilot must hoave four
slots of active memory open. An AT is
generally able to transfer data more
guickly. The primitive Als from
Progress Level 6 cam tromsfer at a base
rate of four slots per round (equaling
the bast transfer rate of a human grid-
pilot); those of PL 7 tromsfer at eight
slots per round, and a PL 8 Al transfers
at 16 slots per round.

Looding or removing software from
active memory is a simple task theat
requires just one phase. Once a grid-
pilat has loaded a program, the soft-
wore uses up memory slots but it also
becomes available for use, Often an
operatar must dump one program to
make room for cnother, or he must re-
load a program after a Grid attack
has damaged it or removed it from ae-
tive memory.

Shodow movemnent is movement
within a deomain or virtuality. The
shodow dossn't leave that Gridspace,
but com examine chjects within it,

access files from it, talk to other shad-
ows within it freely (without the need
for o communication action), or upload
dota to it. This torm of movement is only
available after PL 6 and the invention of
the gridcaster. The shadow moves at a
speed of determined by adding together
ite Strength and Dexterity, as described
in the Players Handbook, page 39. The
shadow shifter program ean further im-
prove this rate (see the "Soltware” sec-
tion for details), as can the speed of the
gridpilot's processor. An Ordinary
processor adds +2 to the shadow's
spead, Good adds +4, and Amazing +6.
The "Grid Movement” section describes
the various forms of movement,

Network and sector movement are
available at PL 5 ond up, and simply
change the netwark that the gridpilet
iz using, or change the type of data
protocels he is using. These forms of
movement are more like changing
channels than they are like physical
movement, and they require a single
phase to complete, assuming that the
gridpilot has access to the destination
site. If the gridpilet is seeking to enter
o restricted Gridspace, he must first
haek through the security on thal net-
work or zector. TABLE D2: Hacxing TAR-
GET MomrieRs lists the penalties for
such attempts. Once the hacking at-
tempt succeeds, the gridpilot con enter
the desired network or sector with o
single action.

Communication requires more effort
in Gridspace than in the real world, A
gridpilot must record or type a mes-
sage and then send it to a specific des-
tination or must open a channel to
speak to a particular user (unless the
intended recipient is in the same do-
main or virtuality as the gridpilot—see
the section on shodow movement
above). As a result, a pilot can't do
anything else while he is communicot-
ing-—the communication itsalf takes up
his computers primary channel, which
briefly pushes other programs into the
background channels. In other words,
the Grid demands attention.

Running Programs

Gridpilots add programs to their com-
puter systems in one of two locations:




active memory and slorage memary.
Each type of computer system (except
the supercomputer) has a limited
ameount of active memory space. When
gridpilots place progroms into these ac-
tive memory slots, they can use them
without delay; the programe all run si-
multaneocusly. Because of available ex-
ternal storage peripherals, there is
effectively no limit to the amount of stor-
oge memory o computer may hoave,
Gomemasters should keep in mind,
however, that players’ gridpilot heroes
will not alwerys have all this storage
memory with them, A Gomemaster may
choose to establish limits to the amount
of storage memory a gridpilot’s com-
puter may have, Gridpilot heroes may
expand that memery capacity when
they operate their less portable comput-
ers. The principal drawback to pro-
grams in storage memoery is that the
gridpilat may not use them until he
loads them into active memaory, To move
a program from storage memeory to ac-
tive memory or vice versa requires cne
acticn phase. If the gridpilots active
memory is full, it takes two phoses to
meke the chemge: one to transfer o pro-
gram from active to storage memory
and anather to bring up the required
progromm from storage into active mem-
ary. The gridpilot’s computer must have
encugh active memory to fit the pro-
gram into his available active memory.

Although the gridpilot may have
several programs in active memary, he
con use only one ot a time in any
given phase. The exception to this is
the automated programs, which oper-
ate independent of operator control.
This allows a gridpilet to load up his
shadow form program, an attack pro-
gram, and o few cutomated defensive
utilities before venturing into the Grid.
The shadow form program does not re-
quire the gridpilets attention, unless
he attempts something especially
tricky with it. Shadew form software
simply serves as the shell from which
all other programs launch in the Grid.
The gridpilot could even run a shadaw
form prograom and a shadow form 2
program simultaneously. Assuming he
had the space in active memory, he
could use the shadow form 2 software
to create a diversion while he goes
after g difficult data file with his
shadow form program.

Patrons

Even today, some people seem to live
their entire lives online: programmaers,
weab-crawlers, chat-freaks, alpha gesks.
In the Grid, the transiticn to the virtual
lifes hete gone even further, and members

of the supporting cost
might even

connect with the Grid full-
time. While they may not
be much use in a gunfight,
these masters of Gridspace
are extremely powerful in
their own element. Merm-
bers of the Grid elite mey
become extremely valuable
contacts, dishing inside in-
formaotion, providing price-
less leads to mysteriss, and
even offering work on dom-
gerous assignments,

Just becouse a group of
Grid-savvy heross may get
assignments, clues, or pay-
ments through the Grid
doeen't mean that they'll
ever meet their employars
in the flesh. In fact, that
may be just the way that
the patron prefers it, Why
does he or she contact the
heroes only on the Grid?
The patron may be o mem-
ber of a secret society or
may have access to privi-
leged information, an in-
sider in a powerful
govemnment agency, or a
high-ranking general in a
galactic fleet. It's safer for both sides if

neither knows too much about the other.

In addition, the Goamemaster ean
play a few tricks. Perhaps the patron
isn't whom he claims to be—perhaps
the heroes eventually get a few odd re-
guests from their patron, and discover
that they've been working for the
enemy all along! Moybe their patron
isn't a single person, but a group of rev-
oluticnaries who just happen to use the
same shadow program ond the same
shodew mask to provide the heroes
with the appearance of a single Grid
confidante. Perhaps the patron isn't
even human at all, but an Al an alien,
or even o roegue robot—a creature thet
might moke a very different impression
if the heroes kmew it wasn't human. He-
gardless of who the patron really is, the
Grid allows the Gamemaster to offer
advice from a distonce, offer employ-
ment without risking discovery of im-
portant choracters, cnd even allow plot
twists that wouldn't be possible in the
real world.

Grid Movement &
the Datastream

The structure of the Grid is a series of
permoment locoaticns thot exist on the
three levels described in Chapter One:
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domaing, networks, and sectors.
Gridpilots always traverse space within
domaing by shadow movement at PL B
and up. A shadow moves ot o speed de-
termined by the pilot's processor and the
quality of his shadow, as deseribed in the
“Actions” section earlier in this chapter.

Ome step up from shadew move-
ment are domain, network, and sector
movement, which allow o gridpilot to
hop from one domain to another as
easily as hopping from one sector to
another. Moving from one Grid loca-
tion to another via higher-leval move-
ment requires entering o gate or link
to the dafastream. The datastream is
the Grid's primary method of getting
data, shadows, and gridpilots from
place to place. A shadow enters the
datastream by using shadow doors or
gates (called “links” at PL 5). Each
shadow door indicates a site for ac-
cessing another demain, network, or
sector. The basic form of domain, net-
work and sector movement is avail-
able at PL 5 and up. After PL 7, the
datastream even connects system
Grids to one another at an interstellar
level, though this requires sending a
shadow as the pilot's proxy.

Entering the datastream means
entering an overwhelming white
noize of bits that campletely fill o
gridpilot’s senses while his shadow ] 3
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Gamemaster Advice: Pacing & Cut-Srenes

The deadliest danger of Gridspace isn't a eyberguardian or a wrathful Al—
it's the risk of annoying the non-Gridrunning players in o game. Since the
Gomemaster controls how quickly his players aceomplish ony task in
Gridspace. he has a responsibility to keep the entire group of players
engaged and entertained. One of the best ways to do this is through careful
control of pacing during any Grid-based scene.

A Gamemaster can structure a Gridspace scene using any one of
three approaches. The easiest is to reduce the whole thing to a single die
roll. The gridpilot rolls a Computer Science-hacking or Knowledge—compui-
er aperation roll, and either succeeds or fails at the whole task. While this
is quick and easy. it isn't very satisiying to the Grid-genius here who has
invested many skill points in honing this aspect of his character. and it
doesn't simulate Grid combats very convineingly. Unless you're in a hurry
to get to another scene, this usually isn’t your best choice.

To better reprezent a complex task such as hacking or a comm trace,
you may want to employ the "ticking clock™ method of pacing the scene,
This form of pacing depends on complex skill checks. and the heroes may
often be active within the Grid for quite a while. The most exciting ticking
cleck situations involve a party of heroes desperately trying to access a
local Grid system while their target’s real-waorld defenses are keeping the
herces under a steady stream of gunfire. tear gas, or boarding parties.
Gamemauasters can ereate equally exciting complex skill checks using the
results ladder technique of linking a number of successes with a specific

result (see “Hacking™).

The third method lo pacing a Grid scene s to use a map of the
Gridspace that the hero must navigate to achieve a goal. This takes more
time than either of the other two methods, and thus is not recommended

unlezs the Grid run invelves the majority of the party.

shifts to a different domain, network,
or sector, Different interfaces allow a
gridpilet to perceive this barrage of
noise differently: NlJacks project an
cnrushing blur of stars, while most
gridsuit models make it seem like
being surrounded by fog. In any case,
it's impoesible to get anything done
during the brief transition from place
ta place.

For game purposes, "datastream
bubbles” remain nothing more than a
network engineer’s daydream until PL
8. However, some persistent stories
claim that during PL 7 a Good quality
or better Al can stabilize a bubble by
devoting B slots of active memory to
the task (see sidebar on page ).

Getting Lost

Unlike the real world, the Grid’s geog-
raphy is subject to constant revision; in
the Grid, topology is an illusion, and
distances are meaningless. Routes and
links between locations can chonge
gquickly and without notice. Guides
and location programs can help keep a
gridpilet on track, but even they can't
keop up with all the changes. As long
s a gridpilot stays to the well-traveled
portionsg of the Grid, the odds of getting
lost in altered pathways or confused
by new domains are low. The farther a
gridpilot strays from familicar, well-

traveled domaine, the greater the like-
lihood that he loses his way. In proc-
tice, the divisions between sectors are
never as nedat as they are in theory. In-
deed, the sectors and networks can
vary wildly in appearance from hour to
hour, cmd getting from peint to point
can be dangerous.

In addition, each sectar has its
dead ends, its backwaters, and its hid-
den recesses af criminal activity; see
the dizcussion on "Code Hovens” on
page 11 for more information about the
pirates and eriminals of the Grid.

Finally, you con't always get there
trom here. Dota ghettoes are regions
not connected to a planet's or system’s
Grid (see "Oi-Grid Sites” on page 11).
The only weay to enter o deta ghetlo is
to access that independent Grid
through a local terminal. Sometimes
a sealed-off Grid does not entirely
disconnect from the greater Grid: A&
secret shadow door, ar a special
satellite access number may exist, in-
stalled by the system's builder, Cer-
tain Grids may only be acceseible via
certain physical locations (on boord a
small ship ar within an asteroid in-
stallation, for example). Their Grid
addresses are unavailable to the pub-
lic, to knowbots, or to troce attempts.
Of course, if cutside gridpilots can't
get in, inside gridpilets can't get out
to the greater Grid either,

HACKING

Cnee, hacking simply meant finding
elegant solutions to coding problems,
cnd fallow programmers credited any-
one clever enough to work their way
around a particularly thorny problem
with coming up with "a good hack” or
being a first-class hacker. Over time
the word became corrupted, and the
ariginal meaning lost. Now hacking
refers to any illegal or at least unau-
thorized entry into computers and
computer systems. As long as individ-
uals omd organizations place data and
programs on networks, someone has
felt the urge to go explore them. Thasea
explorers and pranksters are the hock-
ers, and they haunt every seience fic-
tion setting worthy of the name.

What do hackers really do, other
than sitting around comparing techni-
cal notes and bragging about their
mest recent triumphs? They plan their
next move, they feud with each other,
and they dupe and harass those they
consider their enemies. Their enemies
tend to be telecommunication compa-
nies, Grid service providers, and
large corporate entities of every de-
seription, They are still the underdeg,
single techs against monelithic pow-
ers with vast resources at their dis-
posal. Their hacking usually lacks
focus; they just do it becouse it's
there, for the pure technical thrill of
beating the system.

Other kinds of hackers are just as
talented but a little more practical in
their goals. These are the hackers who
have succumbed to the lure of money
or ideclogy. Mercenary or espionage-
style hackers can change the world
through their interfaces—or con ot
least improve their bank accounts.
These hackers are seasoned profes-
sionals, quiet individuals whose tal-
ents for espionage exist principally in
the Grid; they are the shadow spies
Isee page 7). As computer technology
improved, Grid operations developed
into more than an esoteric form of in-
telligence-gathering: they became the
firgt line of a nation's defense.

In the Information Age, hacking was
the equivalent of Grid combat, Without
an NlJack or direct interface to the Grid,
systems were more likely to dump a
hacker than to initiate Grid combat.

Hacking Checks. Using the hacking
specialty skill often requires making
complex skill checks. As a result the
gome con often drift into dull numeri-
cal abstraction ("I've gotten four sue-
cezses and one failure so far”). You
can keep the game focused on actions
rather than numbers by using a results




ladder to describe the results of each
roll during the gkill check. A results
ladder is a simple Gamemaster tool
theat relates each increasing success or
failure of the complex skill check to a
concrete result in the story. Consider
the following three complex skill
check situations:

1} hacking into a corporate datacore
[Ordinary difficulty, 4 successes
required),

2} hacking a military satellite to in-
tercept o coded transmission
(Gaod, 7 successes),

3} and hacking an Al's program-
ming to give it secret orders
[Amazing, 9 successes).

As o hero gains more and more
successes during one of these skill
checks, he completes all the tasks up
to and including that number shown
on the results ladder, in sequence. In
essence, creating a results ladder just
meons creating an outline of the
hero's potential actions during a
SCENE,

For an example of how this works,
take a look at the satellite ladder pre-
sented here. If a hacker rolls two Ordi-
nary successes (or a single Good
success), he has achieved o total of
two successes toward completing the
complex gkill check. He has accom-
plished the results indicated on the
ladder for both | success and 2 sue-
cesses, The results ladder shows that
he has linked to the satellite and man-
oged to bypass the cuter data lock
lsee Chapter 3: Software tor details of
data locks). If he achieves another suc-
cess, he finds the satellite’s communi-
cation core. If his next roll is a failure,
he spends that time slowed down by
static and makes no progress.

Full Access. A hero with hacking

skill com evaluate likely targets,

Datacore
Logged on

-

Employee entry found
Get past gate
Datacore accessed!

Duery from Corp pilot
Alert sounds
Fail!

attempt counterhacking when others
breach his own system, and prepare
autodefenses to secure his own deota
trom unauthorized access. After all,
who better to provide security than
someone wWho knows where all the
keyholes are?

Evaluating targets requires o sue-
cessful Computer Science-hacking
gkill check—but the Gamemaster rolls
the situation die for this check, adding
the result to the control die that the
player rolls. The situation die for eval-
uction checks usually reflects a +1
step penalty for each level of defenses
arcund the target. On an Ordinary
success, the gridpilot knows how
many levels of defense a site has,
what sort of processor is powering the
gite (Al mainframe, or desktop), and
whether or not it possesses automated
defense programs.

On a Good succese, he knows
everything an Ordinary success ra-
veals, plus he knows up to three of the
programs he'll encounter first. These
three programs correspond to the site's
basic attack, defense, and utility pro-
grams. He'll also be able to determine
the general level of competence of the
site's staff. If they have Computer Sei-
ence—hacking 14 the site is an ama-
teur effart, for ranks 5-8 the result is
professional work, and 9+ represents
expert competence. A more precise
evaluation of the skill level of the
site’s statf is not possible without
hacking into their personal files and
work histories and reviewing a sam-
ple of the code they have written.

Cn an Amazing success, the evalu-
ator knows all the names of the pro-
grams defending the site and knows
the exact quality of its processor(s), as
well as any alien software, unusual
peripherals, and other custom warle.

Satell

Linked

Bypass dataloch
Find comm core

Find OS5

Grant self access
Locate data channel
Find transmission!

Slowed by static
Encryption activated
Transmission ends!

Hacking or
Computer Operation?

What is the difference between
Computer Science-hacking and
Knowledge—computer operation?
What can a hacker do that an
operator cannot?

Hacking deals with
accessing information that oth-
ers want protected. It is alse the
principal means by which com-
puter users conduct combat in
the Grid itself. Although not all
hackers are necessarily grace-
tul Grid combatants, hacking
software itself allows a certain
amount of finesze in Grid com-
bat. Operators are simply not in
the same league as are hackers.
To hackers. they are drones,
plodding along without any
true understanding of the
virtual world.

The skill Knowledge—com-
puter operation allows the com-
puter user to access routine infor-
mation or use hardware and soft-
ware in the way they were intend-
ed. High skill levels in computer
operation represent a thorough
knowledge of some of the more
mainstream softwere, allowing
an operator to uze the progroams
to their fullest potential.

Heroes with Enowledge-
computer operation may use any
of the operator or utility programs
listed in the Players Handbook or
in this supplement. A hero must
possess the Computer Science-
hacking skill to use hacking
progroams.

oy |

Al breached

Disable fuse gate
Locate back door
Disable antibodies
Enter neural core
Avaid neural guardian
Locate self-edit node
Total Al access
Drders completed!

Lost in neural space
Programming glitch
Al Alerted!
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TasLe OD2: Hacking TARGET MODIFIERS

Target Step Modifier Critical Failure Result
Restricted
Bank +7 Al attack, attempt logged
Military +B Human guard, autodefenses, logged
Al Site +B Al attack
Drivespace Relay, distant +5 Lost shadow, attempt logged
Police, Grid +5 Human guard, logged, Al attachk
Police, secret 4k Human guard, logged, autodefenses
Orivespace Relay, local +3 Autodefenses, attempt logged
Government, taxation +3 Arttempt Ingged, auvtodefenses
Government, personal files +2 Arttempt Ingged, autodefenses
Corporate, R&D +2 Attempted logged, human guard
Private
Puolice, local +B2 Autodefenses, lost shadow
Corporate, internal +2 Human guard, attempt logged
Government, contracts o Autodefenses
Factory o Autodefenses
Public
Corporate, external o Sysop alerted, human guard
Government, public o Lost shadow, attempt logged
Personal =1 Lost shadow
Small Business -1 Lost shadow
Alien
Fraal site +1 Penalty cumulative with site type
Mechalus site +3 Penalty cumulative with site type
T'san site +2 Penalty cumulative with site type

GRID LIFE & CRIMES b

TABLE D2: Hacking Tarser MomrAers doesn't just show the relative levels of difficulty involved in hacking
protected targets: it also shows the typical response to a otched hacking attempt. The text below
describes sach of these responses, in descending order of magnitude:

Al Attachk: An artificial intelligence notices the hacking attempt and responds with the full benefit of
surprise, attackhing with whatever attackh programs it has.

Human guard: The gridpiloti{s] on duty to protect the target gain surprise against the hacking gridpi-
lot, and normal Grid combat results.

Autodelenses: Autodefenses include any form of software that can run independently, from passive
defenses such aos gatekeepers all the way up to deadly menaces or no-nonsense neural guardians. When
the hero rolls the Critical Failure, the software immediately activates and moves to counteract the hack-
ing attempt by removing or attacking the intruding gridpllot.

Logged: A doorkeeper program or similar passive defenss2 notices and logs the hacking attempt
Iaunches a trace attempt. The hacher does not notice the trace unless he succeeds ot an
Awareness—intuition roll, with a penalty determined by the guality of the trace program [Marginal O,
Ordinary +1, Bood +2, Amazing +3]. The hacker's target may send a response to the hacker's realspace
address if the trace succeeds.

Lost Shadow: A shifting firewall, dead end router, banish program, or similar dataware throws the
hocher's shadow off the target system; in the worst cases, the defense throws his shadow off the Grid
entirely and it dissolves. The hacker may suffer brid damage or lose data as a result.

Sysop Alerted: The hacking attempt alerts a human guard, and he may launch programs tn protect
the site, as well as alerting local Grid police authorities. However, the alarm may also alert users of the

system, who may takhe vigilante action against the hacher.

The hacker knows exactly what situc-
ot she would use when at- r_{u W OWEI P
tempting to hack the site, Finally, prepari
If the ck fails, the hero gains no cludes a wi

information about the target ond moay make o

make no further attempt to evaluate it ¢, i IS 0 k. For exg le, if a site al-

until he ]1r::=' g:.ﬂnLli another skill rank s alarmes, neural guardians, dy d and a
ite' strongholds, for ; new itl nputer Science—hack-

its l:hﬂluu]t]r.
Counterhack

hlqhm in f' unpu'n-_-: Se ;i qui 2 ; : sasier, and
can attempt o unt'th"kln'; Doing so ayo at moke o & 10 newhia Id not have to make a
always requires a copy af the tro comples .' check, with o step akill ck
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When installed suceesstully, the de-
fenses all operate as expected. If not in-
stalled successtully, one of the defenses
[determined ramdomly) fails to activate
when challenged by an intruder and
the system's processor operates as if it
were one quality level lower.

Angles of Attack

Hacking is all about beating the sys-
tem arcund a secured target, penetrat-
ing the defenses, then stealing,
vandalizing, or otherwise manipulat-
ing the system you've cracked. There
are three primary avenues of ap-
proach: software attack, social attack,
and inzide attack. & haeker con access
protected systems using overrides and
tailsafes to skip past the security pro-
tecols, he com subvert the loyalty of
someocne on the inside and be given
passcodes, or he can physically enter
a building and program a system from
a terminal that someones else activates
for him (when, for example, a natwark
is protected by biclocks, retinal scans,
or other physical security devices).

A few systems require the hacker to
juck in from a special location, such as
inside o secure focility in the real
world. System architects design these
sealed Grid areas to keep people out-
side the facility from hacking their way
in. Hackers refer to this method of hack-
ing a site as the Trojan horse approach,
In the case of alf-Grid dota ghettoes or
hermit Al sites (see page B1), however, it
is the only way to get the desired data.

Hacking Ranges

As the Grid grows and expands to fill
not just Earth but the rest of the solar
system and even other star systems,
hacking continues to be a part of com-
puting life. The distances involved,
however, make real-time attacks on
some targets impossible.

Dezpite the hurdles, theugh, or per-
hape because of them, hackers con-
tinue to find new and inventive ways to
hack restricted sites, even at great dis-
tances. While it's always preferable to
conduct o hack fram a local site, some-
times that isn't possible. Here's a quick
cverview of local hacks, hacks within a
star system, and interstellar hacking.

Local Hacks

Bouncing a signal off a gessynchronous
satellite can add a small delay to a sig-
nal traveling around the world, but
local hacks are generally the easiest
and fostest ways to visit a closed site.

A hocker has full access to all his soft-
ware and to all the input from the target.

He con moake prompt adjustments to the
tools he keeps in active memory,

A local hack is the defoult remge for
any attempt to crack a system, ond
many of the best hackers will travel for
meny weeks or months to get into this
range before atternpting a hack. After
all, they reason, in hacking as in war,
there's no substitute for knowing the
local conditions—the terrain, if you
will—firsthand, Small details of proto-
cols, hardware, standards of Grid hiring
and firing, even the physical infrastruc-
ture of a target can be valuable infor-
mation in devising a plan of attack.

System Hack
Hacking a domain or site located an
another planet in o star system can be
relatively simple or an exercise in tech-
nological extremes, depending on the
arveileble bounce-time. There are two
cases to consider: hacking at light-
speed, and hacking with faster-than-
light communications. The FTL case is
simple to describe: Once the mass
transceiver makes FTL communication
possible in PL 7, cmy system hack is no
more difficult than a local hack. Since
the signals travel around the star sys-
tem just as quickly as they do around a
plamet, a star system Grid is just as
easy to navigote as is a planetary Grid.
In most cases betore PL 7, Grid sig-
nals must travel at or below the speed
of light. This adds a delay of two sec-
cnds for every 300,000 kilometers be-
tween two sites (one second to travel
from the sender to the recipient, and
one second to return). If the hacker and
his target are close together (for in-
stance, a double planet, or a planet
and its moon) the attempt may just
suffer a +1 step penalty per 100,000 km
distemce. If the twe sites are far apart,
hackers attempting to hack it directly
are doomed ta failure. Instead of pur-
suing the technological nightmare of o
delayed response time, a distance sys-
tem attack requires a relay hack.

In o releay heck, the hacker first inves-
tigates his target with a sncoper pro-
gram (if he wants to retain the element of
surpriza) or with a shadow (if he feels he
can avoid notice). Onece he has cased the
target, he makes his best quess ot what
programs he will require to break in and
generates either a virus or an advanced
shadow that can use other programs to
crack the site. The attack goes off over
the satellites or ather comm relays to the
target, and a single roll usually resalves
whether the attempt succeeds or fails.
The player rolls the control die, and the
Gamemaster rolls the situation die se-
cretly. However, if the attempt fails, the
hocker has a much smaller chemee to
sueceed at any future attempts, because
the target will likely be alert to another
attack,

Intersrellar Relay Hack
Maost of the time when a gridpilot
hopes to get information from the Grid
in another stor system, he simply casts
a shadow with a gridcaster and sends
it on its way. The trip to the system
takes at least 11 hours, and then there's
a minimum 11-hour return trip, so the
gridpilot can pretty much forget about
getting an answer any sooner thon
about a day later. Sometimes that's not
good enough. In those cases, a hacker
may decide to attempt a relay hack.

To conduct a relay hack, the hacker
usudally needs a team, such as a duel-
ing society, a cadre of invisibles, or
simply a team from a nation or corp.
This group of gridpilots must have
encugh active memory to support one
shadow form per member, and should
have a copy of the datashare program.

To begin the relay hack, the team
keaps o steady stream of shadows
traveling batween the hacker's HQ and
the target system. Each shadow gath-
ars some informetion at the target cmd
brings it back for analysis. Theugh the
shodows aren't defenseless, they carry
relatively few offensive weapons—for
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Froam Earth to:
Beosynchronous orbit
Moon

Venus

Mars

Mercury

Jupiter

Saturn

Uranus

Neptuns

Pluto

Time

D.12 seconds

1.3 seconds

2.3 minutes

4.2 minutes

5.1 minutes

23.9 minutes

1 hour, 11 minutes

2 hours, I1.2 minutes
4 hours, 1.6 minutes
5 hours, 20 minutes




the most part, they probe the site's de-
fenses and try to get past as mony lay-
ers of protection as possible. Each
shadew makes a single run at the de-
fender, then reports what it learned to
the next shadow to arrive, improving
that shadow's chances of getting fur-
ther into the site unscathed. Once the
shadow passes the information along
to the new arrival, it returns via a dri-
vesat comm relay to report its findings
to the hacking team HQ.

Eventually the sysops at the target
gite shut the scout shadows out. Once
the defenders chase oif the first flurry
of reconnaissance shadows, the relay
hack goes into a recess period, a sort
of eye-of-the-storm betwesn the scout-
ing and (later) attacking shadows.
During this cease-fire, the team ana-
lyzes the details of the defenses and
creates a new squadron of digital
ghosts to attack the target. With the in-
formation gained from the first sortie,
the shadows con attack in sequence or
in combination at many points, creat-
ing diversicns, feints, and true as-
saults in a quick series of probes and
withdraweals. Since each new arriving
shadow gets an updote from those al-
ready there, each shadow improves its
odds. Reduce the +8 step penalty for
hacking over a drivesat relay by ons
for each shadow in the relay, to a min-
imum of a +0 step penalty. A relay
hack can never provide a bonus to an
interstellar hacking attempt. When
used in a local or system hack, a relay
hack requires the datashare program
and provides bonuses as described in
that program description (see page 35).

Hacker Slang

Since the first days of phone phreaks
and university hacking, groups of hack-
ers have created their own longuage.
Pert of this is just a matter of working
with technology that most people don't
understand; if you need to talk about
something new and different, you need
new cnd different words to describe it.
Hacker slang also serves two other
functions, howewver. It prevents large-
scale net searches from finding anyone
discussing sensitive or illegal Grid-
wiore, ond it keeps outsiders on the out-
side, maintaining the hacker's role as a
small, elite community of outlows.

The specific terms that any given era
of hockers, or even any particular gong
of hackers, adopts will be different from
evary other era’s and gang's dialect. Use
whatever slang terms you prefer, from
bad spealling to technobabble to pop cul-
ture terms, to get the point across.

SHADOW
CoMBAT

"There are phantoms of the living as
well as of the dead.”
—Joseph Conrad

When gridrunning grows stale and
hacking goes wrong, the Grid shows
its darker side, a side of {alse nights
and digital fog, Even the most care-
tully laid plans go to hell, and all good
gridpilots must know how to fight their
way out of a bad Grid run,

The most basic form of shadow ve.
shadow combat requires each gridpi-
lot to make an cpposed skill check
using their Computer Science-hacking
gkill, modified by whatever attack and
defense programs are in use.
Whichever pilot achieves the higher
degres of success wins that round of
combeat and inflicts domoge on his op-
ponent’s shadow, If both gridpilots
achisve the same level of success,
both suffer damage. If both skill
checks fail, neither shadow suffers
dameage. If either skill check results in
a Critical Failure, see the "Shadow
Wounds” section, below.

If a skill check results in cn Amozing
success, the gridpilet has scored a
lathal blow—the terget shadow is in big
trouble. The victim must make an imme-
diate Constitution feat check using his
ehadow's Constitution score; if the check
succeeds, the shadow loses its next ac-
tion. A failed check destroye the shadow
and the gridpilot loses his connection to
the Grid. The shadow loses all the data
it ccorried when the link breaks,

Example: Razor is g hard-core
haecker with a big toclbox: a Goed
processor in his computer gouantlet (7
slots of active memory), and plenty of
aoftwore. As he enters the Grid, he
keeps a shadow form, shadow
weapon, shadow armor, alarm, emd
breck-in program all running in active
memaory, keeping one slot open for a
crizgis he may not hoave expected. Razor
has o Computer Science—hacking rank
af 7; hacking is his life. He gets into a
short exchange of trash talk with Chi
Delta, a young mechalus roboticist
who just happens to be piloting his
grid investigations from a research-
grade supercomputer—eand the two
immediately get into a duel. At the
time the duel starts, Chi is running a
Good-quality automated alarm pro-
gram, an automated statie program,
and a datascon program, for a total of
3 slots; he wasn't expecting trouble, He
has Computer Science-hocking 4.

Rozor goins o —2 step bonus to his ac-
tion check from his Good processar, as
does Chi. Both the action checks pro-
vide a Good result, so both of the du-
elists may take three actions in the
first round.

During the Good phase, Razor at-
tacks with his Amazing shadow
weapon., He gains a -3 step bonus
from the progrom itself and a +2 step
penalty due to Chi's alarm defense
program. He has an overall -1 step
bonus, but somehow his attack misses.
Chi connot attack, but instead spends
his first phase loading an attack pro-
gram, gridwipe, into active memory.

In the Ordinary phase of the round,
Razor repedats his attack with his
weapon, but meets with a Good suc-
cess this time, and inflicts 4 points of
mortal domage (Chi has no shadow
armar to pratect him). This is almost
encugh to destroy Chi's shadow, but
not quite. Chi uses his freshly loaded
Ordinary quality gridwipe to counter-
attack. The attack program gromts him
a -1 step bonus, he gains a further -1
step bonus because he is a mechalus,
but he suffers a +2 step penalty due to
Razor's Good-quality alarm defense
program, for an overall 0 step bonus.
He achieves an Ordinary success, thus
removing cne program (chosen ran-
domly) from Rozor's active memory; he
catches the alarm program and takes
it out.

In the Marginal phase of the round,
Chi continues to press the attack, but
no longer has to worry about Rozor's
defense program. He attacks with a -2
step bonus and achieves an Amazing
success. This destroys three of Razor's
programs: alarm, break-in, and—meost
importomtly—shadow weapon. Razor
cttacks with his weapon as it disinte-
grates, and scores an Ordinary suc-
cess for three points of wound
damage. Without his weapon, how-
ever, he is at a great disadvantage,
and Hazor plans to retreat at the start
of the next action round. As long as he
manages to roll a solid action check,
he should be able to escape. . .

A History of
Hostility

During the Information Age, Grid com-
bat was meore-or-less harmless, Being
dumped off o system was about the
worst that could happen to a gridpilat.
If he was especially reckless (or dar-
ing, depending on your perspective),
the law might charge him with crimes
in the real world. In either case, his
data and his hardware would usually
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TaepLE DA:ComeLeTE GRiD ComBAT SUMMARY

When two shadows fight in Gridspace, the following sequence of events always applies.

1> Determine Surprise

Roll Awareness-intuition checks as usual to determine whether either side has surprised the other.
Using a rescale program gives a +1 step penalty to your opponent; a ghost program increases the step
penalty to +2.

2= Switch Active Programs
Each combatant declares whether he adds or removes a program from active memory. In either case, this
reguires an action.

3> Roll Action Chechks

Roll action checks using the pilot’s action checkh score. The processor’s guality may provide a step bonus
to this roll. Mechalus gain their usual -1 step computer bonus; t'sa only gain their action check bonus §if
they are using appropriate t'sa hardware.

GRID LIFE & CRIMES P ~

4> Roll Attacks or Actions

Most utilities and other actions require a Knowledge-conygunter opreration roll or a Computer Science-hack-
fng roll. Performing any utility function or basic Grid function while under attack inflicts a +1 step penalty
to the skill check. In addition, shadows that have sustained mortal damage In Gridspace suffer step penal-
ties for the damage. just as heroes who have sustained mortal damage in real space do.

Roll melee attachs using the gridpilot’s or shadow's Computer Science-hacking skill score. Adjust the
rall by the opponent shadow's Strength resistance modifier for programs like shadow weapon and shad-
oW Wweapon 2.

Roll ranged attacks using the gridpilot’s skill rank in Computer Science-haching, adjusted by the tar-
get shadow's Dexterity resistance modifier, Ranged attack programs include the shadow bolt program.

Roll abstroct attacks using the gridpilot’s Computer Sclence-hacking skill score, modified hij the tar-
qet’s Will or Intelligence resistance modifier [whichever is greater]. Such software as the corrupt, crash,
loop, and fuse programs are examples of such attachs.

Any of the attack rolls described above may gain a step bonus due to the guality of the attack pro-
gram or may suffer penalties due to the target’s defense programs. For example, a gridpilot using an
Ordinary quality attack program [-1 step bonus) attacking a target with both a Good guality and an
Ordinary quality defense [+2 and +1 penalty to attackers, respectively] suffers an overall +2 step penalty.

Roll for utility actions if their use normally requires a roll, such as trace programs. Actions that
require no roll—such as communication, movement, or datascan programs—normally succeed automatical-
Iy during combat.

5> Determine Shadow Damage

An attack may damage a gridpilot’s shadow or may damage other software running in active meamory.
Shadow weapon, shadow weapon 2, and surge software does stun, wound, and mortal damage to a shad-
ow [or gridpilot, in the case of the surge program]. The corrupt, datawipe, and gridwipe programs all
damage a gridpilot’'s software. Other programs may damage software on an Amazing success.

6> OPTIONAL: Oetermine Brain, Hardware and Software Damage

If the attack roll causes mortal damage, roll a Stamina-endurance roll to see if broin damage resufts. IF
the opponent’s Computer Science-haching shill check indicates an Amazing success, roll for software
damage. If the software damage roll results in either Erasure or Damage, roll for hardware damoge.

7> Resolve Movement

Determine the distance between the combatants, if either moved during the round. If the resulting dis-
tance is 5 or greater, no melee attacks are possible. IF the distance is 10 or greater, the fleeing shadow
may leave the local domain without suffering further attacks, just hy entering a nearby gate, portal, or
other gridlink. The pursuing shadow can follow by successfully using a trace program.

be unharmed. Once the Fusion Age ar- or failure. Once the gridcasters ar-

Combat Basics

rived, combat between gridpilots in-
tensified. The nonocomputer interface
increased what o gridpilet could dao,
but it also increased the risks of data
loss or permanent damage.

Because of the increasing risks,
Grid combat became a social institu-
tion over time. Information Age hack-
ers often worked alone or in small
groups; their combats were faceless,
and no qudisnce judged their success

rived, programmers and hackers coop-
erated meore closely for mutual
protection and mutual prefit. Scon
groups began fighting on the Net for
status cmd pay (see the "Shadowbox-
ers” sidebar on page 24 for details),
Beyond the level of the shadow arend,
it became possible to destroy an
enemy's electronic infrastructure from
within the Grid itself, By 2100, the era
of Grid warfare had arrived.

Shadow combeat is a viclent storm of
signals, countersignals, and attacks
on memaory, processing, and central
controls in Gridspace, ultimately lead-
ing to the digital destruction of one or
more combatomts. Programs and
sometimes even hardware provide
proxy weapons and armor. The steps
to resolving a Grid combet are similar
but not identical to the steps involved
in a physical combet.




First, determine surprise, if any (a
gridpilot running the alarm progroam
in active memory cannot be surprised).
If cne participant is surprised, the
other may take one free attack against
his surprised opponent. Then, roll an
action check for each participomt,
using the pilot's action check score
and any bonus provided by his proces-
sor. The normal t'sa -1 step bonus to
the action check scores still applies if
the t'sa is using a t'sa aceslerator
adapter or other t'sa hardware (see
Chapter 4: Hardware for details).

Onee participants roll their action
check, each shadow may take actions
normally, as determined by the num-
ber of actions the program's quality
provides. Als who have learned the
multitask specialty ekill may receive
additional actions,

Actions resolve normally, but—un-
like physical combat—not all stun
damage inflicted to a shadow returns
at the end of a scensa. Instead, half of
all stun domage is restored; the other
half remains.

Any gridpilet with active slots to
spare can run automated defense pro-
grams to provide constant security.
These programs require no attention
from him, and they provide a first line
of defense against unexpected attack.
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For example, a gridpilot's system
could be running an 08 utility to hon-
dle dewnloads, a shadow form pro-
gromm, and three autemated defenses,
such as static, antivins, and alarm. As
a rasult, the gridpilot gains multiple
layers of protectiocn—irom trace pro-
grams, from virus attacks, and from
shadow weapons—but has filled 6
slats of active memory.

Optional Rule:
Shadow Wounds

In Gridspace, combat anly hurts clusters
of electrons: Programs crash, data van-
ighes, or operating systems fail or eject
an intruder. A Gamemaster may decide,
however, that a gridpilot risks his life
ond valuables on the line every time he
dives into the Grid wearing a NlJack
and a grideaster, For a more dangsrous
Grid, apply the Brain Damage, Softwere
Damage, and Hordware Domage rules
to combet between gridpilots.

Brain Damage

Mortal wounds inflicted on a shadow
require the hero—not his shadow—to
make a Stamina-endurance check.
However, the results are generally less

serious. On any success, the gridpilot's
shadow takes the wounds but is other-
wise unaffected. If the check fails, the
gridpilet's shadow suffers a momen-
tary glitech and loses its next action. On
a Critical Failure, the hero loses an ac-
tion and alse suffers brain damage.

For most sentients, brain damage
results from an electrical shock that
grounds out in the hacker's nanocom-
puter—which just happens to be im-
planted in his brain. This destroys the
nanocomputer, and inflicts an immedi-
ate knockout check (a Resalve-physi-
cal regolve ekill chack).

For mechalus and for machine sen-
tients such as Als and robots, the risks
are greater, becouse of their more inti-
mate connection with the Grid. Their
electromechanical parts are subject to
graater harm from electrical surges.
Any such character or any hero who
has erossed the halfway mark in his
Cyber Tolerance Score suffers o +2
step penalty when making Brain
Damage-related Stamina-endurance
checks.

Finally, if a shadow suffers as
many mortal wounds as it has dura-
bility, it must make a final
Stamino—endurance check befare
leaving the Grid. If the check sue-
ceods, the shadow unravels, ejecting
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the gridpilot from the Grid noermally,
A failed check paralyzes the shadaw,
still active as but a single bit in the
Grid. The gridpilet enters a Grid
come, becoming unresponsive to
physical or psionic stimuli, and un-
able to disconnect himself from the
(Grid. He remains that way until he
dies of dehydration or until revived.
HReturning the coma victim to con-
sciousness requires a successiul
Enowledge—first oid or Medical Sci-
ence—treatment skill check. For this
reason, smart hackers always run the
Grid with backup, or at least tell
someone to check on him when he un-
dertakes o dangerous mission in
Gridspace.

Grid legends say that some brain
damaged gridpilots become dercnged
when they return to consciousness.
Gridpilots refer to such poor souls as
net zombies. They come under the con-
trel of a distant Al or become com-
pletely psychotic, unable to operate in
normal society (or even Grid society)
without attracting attention to their
obvious derangement.

Software Damage

Gridwipe, datawipe, and other attack
programs can destroy software as they
run in a computer's active memory or
even as they sit passively in storage.
These special-purpose programs
aren't the anly way to destray pro-
grams; ordinary combat between twao
shadows can destroy data in the clash
of datastreams and corroding viruses.
Every time a gridpilet suffers a Criti-
cal Failure during shadow cambat, he
may damage the software he is using
or the software he has in storage on his
system. The Gamemaster should rall o
second Computer Science—hacking

check modified by the bonus or penalty
already affecting the gridpilot. Com-
pare the result of the second check to
TapLE D5: Sormwanre DaMAGE. The soft-
ware may be erased, damaged,
bugged, or sabotaged. The Gamemas-
ter always has the option of either
rolling on TasLe DS: SoFTWARE DAMAGE
whenever a Critical Failure occurs or of
deciding that o given opponent always
damages software in a certain wery,

Hardware Damage

Tust as a magnet, a power spike, ar
dotawipe program can destroy soft-
ware, the demands of Grid combat can
alsc destroy hardware, In almost all
cases, though, hardwere is far more
registant to destruction than seftware.

Hardware suffers permanent dam-
age only if an attack using a shadow
weapon, surge, fuse, or gridwipe pro-
gram achieves an Amazing success
and damages the target's software. If
the software check yislds on Erased or
Damaged result, the dameage may of-
fect the hardware as well.

To determine whether hardware
sustains serious damage from an
Amazing attack, roll a durability check
using the values provided on TapLE DE:
HarDWare DUraARILITY (the Gamemaster
Guide describes durability checks on
pages 53-56). The quality of the hard-
ware (usually the processor, but some-
times o storage unit or interface) gives
a resistance modifier of -1 for Good
and -2 for Amazing.

DuUELING
SOCIETIES

In retrospect, it's not all that surprising
that the Grid became a haven for or-

gomized, formal duels shortly after its
inception. As an environment suited ta
combat but unlikely to prove lethal,
the introduction of dueling seemed
like a logical—even inevitable—
development. Yet the earliest users of
the Grid used the technology only for
the most abstract of duels, in forms of
simulated mass combat and gunplay.
Cnly after the introduction of PL &
technology did recognized dueling so-
cieties first appear. In some ways,
these societies resemble martial arts
schools; each society had a single
charismatic founder who developed its
techniques, code, and philosophy of
Grid combat.

Most Grid duelists call themselves
shadowboxers and are rightly proud of
their abilities. They fight for prestige,
tor bragging rights, and for the joy and
rush they get from combat. Shadow-
boxing is principally a sport for young
males who have not settled into the
rhythms of work and duty. For some
communities, dueling is a juvenila
aberration, discouraged or even prose-
cuted by Grid quthorities. & few
groups view it as a healthy cutlet for
dggression, or even sponsor competi-
tions between teams, with hardware
ar cash prizes for the victors.

Like sports teams, dueling societies
otften build a reputation and a follow-
ing that outlast their founders. A few of
these societies have become Grid fran-
chises, with their duels watched by au-
diences of millions of fans. The most
tamous of these societies from PL 6 are
the EarthQuake Clan, the Lucky Star
Tong, and Dr. Boom's Flying Circus.
The EarthQuake Clan, based in Silicen
Valley, keeps its edge by access to pre-
release software and prototype hord-
ware. The Lucky Star Tong works out of
Hong Kong and operates with group

TABLE D5S: SoprrwARe DAaMAGE

Hacking Result
Critical Failure
Failure

Drdinary

Good

Amazring

Erased
Erased

Buggy

Marginal

Damaged

Sabotaged

Software Quality

Ordimary
Erased
Damaged
Hugogy
Sabhotaged
Normal

ood
Damaged
Damaged
Buggy
Sabotaged
Normal

Amazing
Damaged
Buggy
Sabotaged
Normal
Normal

Erasaed: This result destroys the software: the gridpilot must reload from outside the system.
Damaged: The software degrades one quality level. Amazing software becomes Good, Good drops to
Ordinary, and so on. Marginal software cannot be damaged further. Treat this result as “Buggy™ whenev-
er it comes up against Marginal software.
Buggy: The program is suddenly buggy, perhaps due to the loss of a critical subroutine, a file, or array.
Use the “Buggy Code™ rules on page 27 whenever the gridpilot puts this program into active memorij.
Sabotoged: The software seems normal until the next time the gridpilot uses it, when it simply Fails
o work. A successful Computer Science-hacking roll restores the software to normal functioning.
ANormal: The software is undamaged.




Drdinary ali]
Totaled Wreched
Wreched Repair

Check Result
Critical Failure
Failure
DOrdinary

Marginal
Totaled
Totaled
Wrecked

Amazing
Repair
Glitch

Glitch Glitch

Good
Amazing

Repair
Repair

Repair
Glitch
Functional

Apply the following results for all damaged dataware.
Totaled: The hardware is so much scrap metal, and cannot be repaired. Multiple critical components

Functinnal
Functional

Functional
Functional

have failed, and soot and smoke mar the rest. Any data stored on the totaled hardware is irretrievably

lost.

Wreched: The hardware is damaged but can still be repaired, given time and the right parts. This
requires a successful complex skill check using Technical Science-repair; Computer Science-hardware
may also solve the problem, but that skill suffers a +2 step penalty when faced with this level of dam-

Repair: The hardware has used its fail-safes [fuses, backup circuits, power shunts, for example) to
avoid serious damage. It now reguires a successful Technical Science-repair or Computer Science-hard-
ware roll to restore to working condition. This does not reguire spare parts unless the skill check fails.

Glitch: The hardware suffers a momentary “hiccup™ and then resumes functioning. It is inactive for
a single phase, but does Not reguire repair.

Functional: The hardware is unaffected and continues to operate nommally.

precisicn in team duels. Their training
seems to indicate a military back-
ground, as they are masters of platoon-
level tactics as applied to virtual
battlefields. Finally, Dr. Boom's Flying
Circus is a Seattle-based group that in-
cludes a number of German members.
Fans know its star and founder, the
lightning-quick Dr. Boom, for his amus-
ing “kill-clips,” short video captures of
his favorite virtual kills,

In the slightly slicker but just as
bload-hungry arenas of the Gravity
Age, the most famous groups are the
Insight Alliance, the Aleer All-Stars,
Menchester United, and the Black
Hond, The Insight Alliance is known
for innovative software ond tactics, as
well as for understonding how to
please the crowds. The all-mechalus
Aleer All-Stars are fost and trained al-
most from birth; even the most ardent
fans of opposing teams admit that the
All-Stars are fluid, graceful combat-
ants. Manchester United is an all-
human powerhouse of youthiul
funatics named after a Terran sport
team. The Black Homd takes its name
from cm Asion criminal orgonization
popularized in Hollywood films of the
21st century. Its members remain
anonymous, but many believe they re-
cruit from ameng the best ‘boxers of
the tourmament circuit, A few rumors
even claim that the Black Hand is oc-
tually a group of Als masquerading as
biological gridpilots.

In the STAR'DRIVE compaign, o few
arenas have long been associated with
the spart of shadowhoxing. These in-

clude the Black 5un in the Terran Grid,
the Aleer Eshial of the Aleeran Grid,
the Mystery Box in the Insight Grid, the
Red Arena of the Al Free Zone, the Oz
Civic Arena in the Austrin-Ontis
Unlimited Grid, and the Ultimate Cage
of the Regency Grid in the Verge.
While each of the arenas sells the priv-
ilege of observing fights, it also takes
bets on the cutcome and awards
badges of rank. Despite numerous at-
tempts to streamline the hierarchy ond
standing of shadowhoxers, the sport re-
mains fragmented, with ot least a half-
dozen claimants to the title of "Grid
Shadewhoxing Champion.”

GRID
CAMPAIGNS

Goamemasters can structure an entire
ALTERNITY campaign oround conflicts in
Gridspace; even in a normal com-
paign, the Grid can play a major role.
Some Grid campaigns, however, are
mare likaly to succeed than others. The
following overviews describe the
options for characters, adventures, and
lecales typical of each Progress Level.

The Information
Age Grid
Campaign

In the modem era, the Grid is likely to
be a sideline to a regular campaign

rather than an entire setting in its own
right. Villains can steal nuclear

launch codes, hackers can transfer
funds to Swiss accounts, and an entire
drug ring might use military-grade en-
eryption to cloak its communications
and scheduling information—hbut
these are all adjuncts to real-world ac-
tion, rather than a replacement,

Grid campaigns of this era are se-
verely limited in scope. Locations are
usually high-security sites, data trans-
ters and Grid combet alike are relo-
tively slow, cnd the Internet and the
World-Wide Web don'’t even make their
first appearance until about a third of
the way through the age. Programs are
tunctional but not flashy. While comput-
ers still have some mystique, the bat-
tles fought on and aver them oecur just
as often in the courts as on the wires,

Few villains will spend their entire
careers working the Grid in this ero;
eveon fewer heroes will spend all their
time defending it, though some sup-
porting cast members might. The tech-
nology is too new and the crimes are
too rare for this to be a campaign in its
own right. A few specialized contacts
and single-shot adventures might re-
volve around the Grid, but not an en-
tire ongoing compaign.

The Fusion Age
Grid Campaign

In the Fusion Age, humankind has
reached to the nearest planets, estab-
lishing coloniss on Mars and the
Moon, as well as outposts on Mercury
and the Jovian satellites. On Mars,
great national efforts are terraform-
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ing the planet, unleashing powerful
robotic mines and tailored bactaria.
Robot labor has made those colonies
viakle. Tying it all together is the
first fully realized Grid, complete
with NlJacks ond grideasters, and
shadows for optimized access to
data. The full flower of the hacker era
arrives with the widespread introdue-
tion of electronic currencies, digital

Alew Career:
Shadowhoxer

A shadowhboxer is a gridpilot
whe makes his living in no-
holdz-barred combat in Grid
arenas. He is nearly always a
Tech Op. and usually clogely
connected to a large Grid sector
where he can find an audience
for his fights. Older shadowhaox-
ers often suffer such extreme
brain damage thet they must
retire from the profession. but
the lure of both fame and for-
tune draws plenty of would-be
‘boxers. A shadowboxer can
usually outfight any other Grid
combatant at any given
Progress Level.

Although a shadowboxer
depends on computer hardware
and software for his everyday
survival, he rarely does all of
his hardware maintenance and
coding himself. Instead. he
acquires the necessary gear
through o reliable "ware spe-
clalist or he hires o professional
ataff to see to those functions,
s0 that he can more fully con-
centrate on honing his attacks
to become zecond nature. In
addition, o successful shadow-
boxer alwayes takes a stage
name (like “Dr. Boom.” or
"Btone Cold”), much as same
physical combotomts do.

Skills (45 points):
Stomina—endurance 2;
Computer Science-hacking 3:
Technical Sclence-repair; Street
Smart-Grid savvy.

Signature Equipment:
Good-quality microcomputer
OR Ordinary-quality nanocom-
puter, NlJack, and Ordinary
gridcaster (note that the cyber-
ware installed, he must pay
the 10 required skill peints list-
ed in Chapter 15: Cybertech to
have cyberware installed);
three Ordinary progroms.

identification codes, and "secure”
dete transfers.

The home of all these wonders is
the Terran Grid, which spreads across
the globe and connects TV, Web, and
phone networks into o technological
cctopus with a tentacle in every cell
phone, home computer, and television.
All but the poorest nations have some
Internet access; the richest have amez-
ing power over information. Heroes
and villaing alike need the Grid to sue-
ceed in collecting and analyzing that
information. They also need to protect
themselves from the long arm of the
law—even heroes need a little privacy
now and then. The Fusion Age Grid
campaign centers arcund the premise
of o computer-dominated society: who
holds the power of informeation, whe
abuses it, and what they do with it, AI
tachnology is still in its infancy but
shows promise, independent programs
mimic human behavior, and in 2124,
the fraal make contact with humeoms
for the first time, adding to the pulse
and chaoe of the times. The Terran
Grid hops with deals, schemes, plots,
and counterplats, as corporations flex
their muscle and unions and individu-
als fight to preserve their rights.

The Terran Grid isn't the only op-
tion, With the long bounce time of
light-speed-limited radio communica-
tion, data transfer to and from Mears
and the Belt is slow but steady. The
Mars Grid is a primitive thing by com-
parison to Eorth's Grid, but it is one of
the primeary contaet points with the
fraal after 2124, as several of the fraal
city-ships make regular stops on Mars
to disembark settlers and to unload
supplies. The fraal have no Grid, but
each city-ship is home to an enormous
ameount of advanced technelegy, cnd
some of it is available through pro-
tected sites on the Mars Grid.

The frontier of the asteroid belt is
neither so civilized as Earth nor so
alien as Mars. A few thouscnd fiercely
independent souls who couldn't make
it anywhere elsa have settled there.
These folk become pioneers in micro-
gravity and in technelogy. Many left
Earth for reasons of religion, class, or
nationality, and they are among the
most dedicated technologists in the
Solar system. In the Belt, experiments
in cybertech, genetic engineering, and
zero-g living reshape human biology
and society into forms at home in
space; likewise, the tenuous Belt Grid

Mechalus Shadowhoxers

In am interesting case of parallel technological development. the
mechalus Grid—already quite developed by the time of first contact-
also has a place reserved for Grid combat. This is the Aleer Eshial

arenda, and fighting in it is a mechalus rite of pe

age: After the age of

23, young mechalus may challenge their elders to shadowbox. They
may make o challenge enly onee each season, and the elder they
choose to challenge may always decline if their other duties intervene.
However. most elder mechalus consider it a civic duty to participate and
will go to some effort to accept a challenge.

In a juvenile’s first shadow combats. the experienced shadowbox-
er usually defeats the young mechalus. Over time, though, the young
learn the harsh lessons of Grid combat ond master the tricks that will

allow their shadows to survive, |

In gome terms. all mechalus gain their usual -1 step bonus when
using computers; this bonus also applies to action checks when
involved in Grid combat. Furthermore, all mechalus gain an additional
action when fighting in the Grid. in addition to the actions that they
gain due to their shadew's quality. The player of the mechalus character
may simply add this bonus action to the maximum number of acti
the mechalus is allewed each round (but this number may not ]
four). He must still make o successful action check roll for the character

to use the extra action.

Qutside chservers have noted that all the aggression that the
mechalus do not display in the real world are fully on displey in shad-
ow combeat, whether in the Aleer Eshtal or elsewhere. Their prohibi-

tions against violence and against harming other sp

cies seem to

apply only to flesh-and-blood creatures—Grid shadows don't count.
The lesson for gridpilots everywhere Is clear: never cross a mechalus
shadowboxer on his home ground—take him out in real space, or don't

take him out at all.
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is alien to planetbound Terrans. Its un-
familiar reference frames make Ter-
rans uncomfiortable; the Belter’s up
and down navigational aids resemble
those used on low-g stations. The lack
of restrictions on Belter datacores and
the difficulty in requlating them from
Earth makes them perfect havens for
rogues, hackers, and renegades of all
stripes. If it is only mostly legal, it will
be on a Belt =ite.

The Fusion Age offers plenty of
opticns to the enterprising hacker
hero, The Grid is young but rich, and a
ekillful gridpilot caon make o fortune in
all the wrong places. While the exact
shape of the Grid is always up the
Gamemaster, the Fusion Age provides
one of the most exciting environments
for Grid-basad play.

The Star*DRIVE
Grid Campaign

In the year 2501, the Energy Age is
well underway, and the Grids of the
2Bth-century are places of interstellar
communication and massive informa-
tion density. The hoariest, most com-
plex Grids are those of Old Space,
nedar Earth and the first settled star
systems. The most exciting action,

though, is on the Verge, a region of
settled space that lost contact with
0Old Space during a long galactic
war. Recently, the Verge has re-estab-
lished drivespace relay links with the
worlds and stellar nations that set-
tled it long aga.

The Verge Grid Mop shows the
majer drivespace links connecting the
fromtier to the teeming Grids of more
civilized space. It might seem at first
glance thet the well-developed sys-
tems and Grid sectors of Old Space
would be the ideal place torun a
Star"DaVE Grid campaign, but that
isn't necessarily the cose. The most
developed regions of space have
crowded, blooted, and tamed Grids,
It's the frontier's wild-and-woolly gray
zones that make Grid life interesting.,
If a cash-strapped military liaison
sells off encryption hardware, the fron-
tier Girid will provide ready buyers, If
there's a conspiracy among the indus-
trial Als, where hetter ta build a secret
base than on a newly discoverad
plonet on the frontier? If ethical re-
strictions shut down cognitive transfer
research in Old Space, then VoidCorp
can certainly open up a facility to
study these and other hardware prob-
lems on the Verge.

What's Available in
Star*Drive Campaigns?
The Star*DRIVE setting provides a wide
array of choices in hardware ond soft-
ware. All the items listed in this
sourcebook as PL 7 are available
somewhere in the STAR"DRIVE setting,
though not all items may be available
in the relatively provincial Verge sys-
tems, In addition, cutting edge corpo-
rate research labs, alien
archaeological sites, mechalus Tech
Ops, and StarMech roboticists mery
have gccess to cutting edge PL 8 hard-
ware, scftwaore, and rohetic parts, at
the Gamemaster’s discretion. In some
parts of Old Space, at the Terran core
and the mechalus ond t'sa home-
worlds, some of the simpler PL 8 items
may even be available as the latest
technical marvels for sale to the pub-
lic. Howeaver, even in the most
advanced labs and cultures, no PL §
items are ever available in the
STAR'DENVE campaign setting. See the
Star*Dave Arms & Equipment Guide
for more detdils of specific STan*DaNE
corporate brands, makes, and models.




Chapter 3

Software

To get onywhere in the Grid, you need
the right tools. Among those tools are
programs. There are two ways togeta
specialized program: Buy it off the
shelf, or write it yoursalf. The Player'’s
Handbook lists all of the most com-
monly available off-the-shelf pro-
grams, but any hacker worth his chips
has dozens of X3Ds tightly packed
with specially written applications to
cover any imaginable Grid crisis.
Here's how o computer-oriented hero
coan generate his own programs.

CrReEATING NEW
CoDE

Any hera with Computer Science—pro-
gqraomming can alter or write a pro-
gram by putting together the right
series of commands (see the descrip-
tion listed under Computer
Science-programming specialty skill
on page 80 of the Players Handbook).
But coding is a time-intensive and un-
eliable process, riddled with mysteri-
ous compiler errors, false starts,
glitches, and dead ends. To determine
whether o programmer can create the
software desired, the Gamemaster
must firet assess the degree of diffi-
culty invelved in creating that soft-
wore, The more specialized, original,
and graphics- ond data-intensive the
program is, the harder it is to create
from serateh.

Then, the programmer must make a
simple skill check using Computer
Science—programming. [f the check is
a Critical Failure, the code seems to
waork as specified under normal condi-
tions, but has a major glitch some-
where in its coding sequence (see the
"Buggy Code” section below). If the
check is a success, consult the table
below to find out how long the job
takes. If the check fails, consult TasLE
D7: Conime TIME to see how many days
or months the progrommer wastes be-
fore it becomes clear that the job is be-
vond his ability to code. Note that Very
Difficult and Extreme programs may
result in wasting months with nothing
to show for it at the end.

Programs that incorporate more
than o single feature maoy require

complex skill checks; for each success
required, roll on the table and add up
the time. The help of a programmer AT
capable of writing helpful code re-
duces all time units by one step at PL
7 (wesks to days) or two steps at PL &
{weeks to hours, days to minutes).

Optionally, Gamemasters can
allow characters to create programs of
a quality bevond their normaol ability.
On page 30 of the Player’s Handbook,
the Computer Science-programming
skill description lists the moayimum
gquelity level of any program charac-
ters com write based on their skill
level, On an Amazing success, the
quuality of the progromm is actually one
level above what he would normally
be able to write. For example, a char-
acter with Computer Science—pro-
gramming B is normeally able to write
programs of Ordinary quality. On an
Amazing success, the quality of the
program actually increases to Good.
Such an increase may never excesd
one level of quality. For each addi-
tional unit of time the programmer
chooses to take (days, weeks, or
months, as appropriate), he gains a
cne step bonus to his Computer Sci-
ence-programming skill roll (or a one
step reduction to a penalty).

Tailored Software

“Know your enemy” is the motto of the
prepared hacker, and in the case of
tailored software, it con maoke the dif-
ference between buming a target dat-
acore and watching his shadow
de-rezz into 20 much electronic

TABLE [I?;

DifFiculty
Easy
Average
Difficult
Very Difficult
Extremes

detritus. Here's how it works: A hacker
with Computer Science-programming
can tweak his scftware's subroutines
and attack algorithms to maximize the
odds of a successiul entry into a par-
ticular site. Note that modifying Good-
or Amazing-quality programs requires
a higher rank in the Computer Sci-
ence-programming specialty skill—
see page 30 of the Players Handbook.
The first step is to get close enough to
the site to evealuedte its defenzes either
with o snooper progroam (described
below) or by visiting the site with a
shadow (or they can use other means
of gathering the information—sees "An-
gles of Attack” on page 18). Onee the
gridpilot has cmalyzed the target with
a Good or Amazing success on a hack-
ing evaluation roll, the new coding re-
quires time as usual (see "Creating
New Code,” left). If the coding is sue-
cessful, the new code operates as
expected.

This tailored software gains its
benefit only agoinst that particular
target, Against all other hacking tar-
gets it suffers a penalty equal to the
inverse of the bonus it has against its
designated target. That is, a piece of
tailored breach program thot gains an
additional -2 step banus against the
New Ursa Bank datacores suffers a +2
step penalty against everything else.

Buggy Code

Buggy code con come from a variety of
sources: code freshly written by a
hero, a prototype stolen from a R&D
test facility, or greyware offered far

Cooing TimE

Time Reguired
2dbE days

1dE weeks

2dBE weeks

3dE months

BdB6 months

Thess time reguirements assume eight-hour days. IF a character
wishes to spend more time each day on writing the program, he
must first succeed at a Resolve-mental resohe skill check.
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sale on the black market. It mey sim-
ply be the result of buying a Marginel
gquality program, and getting what you
paid for. In any event, the program
doesn't function quite as advertised.

Whenever a hero uses the buggy
code for any purpose, all skill checks
required by the Gamemeaster are more
difficult, suifering a +1 step penalty.
On g Critical Failure with buggy code,
the software locks up the computer on
which it is running. If the gridpilot has
generated a shadow form, he loses the
shadow. All downloads stop in mid-
streamn, all motion ends, all communi-
cation cuts off, and all attacks stop.
The operator must restart the machine,
and he loses omy information gained
during the Grid run.

A gridpilot with Computer Science—
programming can attempt to find and
correct the bug, a process that can
take hours or days. This requires o
complex skill check, with the level of
difficulty depending en the quality of
the program. A Marginal quality pro-
gram requires just a Marginal com-
plex skill check (2 successes): an
Amazing quality program requires an
Amazing complex skill check (B to 10
suceesses), Fallure means that the pro-
grammer does not find the bug, or that
the repair simply spawne o new bug
in place of the old one.

The Bleeding Edge

Some smart hacker will always try to
invent new code thet imitates the
function of software from a higher
Progress Level. While it's not impossi-
ble, coding a program of a higher PL
always counts as o task of Extreme
difficulty. Even if the programmer suc-
ceeds, he just generates the first proto-
type of a new type of program. On an
Ordinary success, the higher-FL code
iz always buggy (zee "Buggy Code,”
page 27) ond—if run on less than an
Amazing processor—it suffers o +1
step penalty for each rank it falls
below Amazing. On a Good success,
the software is still buggy but runs an
any processor of Good quality without
penalty; it suffers a +1 penalty on an
Ordinary processor and +2 on a Mar-
ginal cne. If the programmer achieves
an Amazing success, the code is still
buggy but an eperator can run it on
any processor without further penalty.
The Gamemaster may always rule
that some programming tasks are
simply too difficult for even the most
accomplished code-slinger. The pro-
grammer connot create these pro-
grame given the technology available,
but may still find them in caches of

alien techneology ar created by special
members of the supporting cast, such
as Als.

NEw
PROGRAMS

Software houses and independent
gridpilots generate thousands of new
programs with every passing year,
with an eye out for applications to
new hardware or new paths in the
Grid. This section describes some of
the specialized programs that a grid-
pilot hero might need; TapLe D8: CoM-
FLETE PROGRAM DMEECTORY on page 38
summarizes their attributes.

Remember that o hero may substi-
tute the skill Computer Science-hack-
ing for Knowledge—computer operation
in any of the program descriptions
that follow (see page 151 of the
Player’s Handhook),

Rate new software according to its
availability, just as weapons are in the
Players Handbook. Ratings vary from
Any (sasiest to chtain), Comman
(Com), and Controlled (Con), Military
(Mil}, or Restricted [Res).

Any refers to programs that also
serve as tools ar are otherwise avail-
able to everyone without the need of
permission or regulations.

Common programs are alsa avail-
able to anyone, but they are registered
to their users (to protect the sales of
the software companies). Bootleg un-
registered copies are available, but
they cost whatever the market will
bear (usually twice what they would
normally cost). Buyers can find these
on the gray morket.

Controlled programs are available
to police forces, security details, crimi-
nal gangs, and any private citizen whao
has a special, hard-to-get gridpilot 1i-
cense. Low enforcement agencies take
a dim view of those who illegally ob-
tain cnd use controlled programs. Un-
less a hero has legal access to such a
program, triple its cost,

Military programs are developed
and used almost exclusively by large
institutions for their own purposes.
They are available to the Grid squads
of powertul investigative and security
forces, the most aggressive criminal
gangs, und legitimate military forees.
Very few legitimate licenses for this
software are available, and few herces
have aceess to these programs. Pur-
chase of a military program through il-
legal means multiplies the cost by
tive—if the here can find it ot all.

Restricted programs are those
which are limited to use by only a very

few institutions. Some of these pro-
grams are so destructive—viruses
meant to cause entire networks to
crash, for instance—that even legiti-
mate users will not always admit they
have access to them. Such programs
are rarely for sale on the black market,
but when they are, they cost ten or
more times the “list” price. Further-
more, such a sale may be little more
than a cover for a “sting” operation de-
signed to capture those whe would
use such software, Buyers bewaral

Operator
Programs

Banish [PL 5)

Togs and remeves an intruder from o
domain.

This program dumps on unwanted vis-
itor from a given site and alerts the
site’s defenses to lock out that gridpi-
lot, To aveid dumping all gridpilots
from the site, the unwanted visitor is
uzually first tagged and then bam-
ished. Tagging a target requires the
gridpilot using the banish program to
make a successful attack. This attack
inflicts no domage to the shadow, but
it does make it possible to dump the
target in the next phase, The tag alse
muakes it easier to employ a trace pro-
gram against a target. Once the soft-
ware dumps a gridpilot, hewever, a
trace program can no longer locate his
entry point.

A gridpilot with Computer Science—
hacking 5 or better may use the banish
softwore in what some pilots call the
"Wrath of God” mode. In this form, the
program banishes everyone from a site,
tagged or not. It's almost equivalent to
pulling the plug to prevent a system
from being hacked —hbut without the
strain on hardware systems. Mozt large
Grid sites try to avoid the "Wrath of
God” user dump, if only because they
lose respect and customers whenever
they do so. After all, it's an admission
that they can't handle hostile hackers
by more subtle means,

Data Lock [PL 5]

Can be automated.

This digital lock secures files and lo-
cations in the Grid. To bypass a data
lack requires an enormous password,
often millions of charaecters long. For-
tunately, you don't need to remember
these passwords—instead, the pass-
word is an entire digital file, called o
data key. The key can be a grophics
tile of o bearded old man, a specific
recording of a symphony, or even just
a financial record of o stock market




during a particular pericd of time, The
specific form of the key doesn't matter,
just its complexity and size, which
makes breaking the data lock nearly
impossible to bypass with standard
password breakers,

Decryption [PL 5]
Devodes coded messages. Can be
aqutomated.
Decryption software breaks the com-
plex coding sequences that protect the
octual text of a data file. It differs from
the decode program in that it breaks
only the algorithm that protects the
text itself. Decryption programs are
ohle to unlock far more sophisticated
codes thon can the simpler decode
softwears. Some files contain informea-
tion sensitive enough to require hoth
forms of protection: one to restrict ac-
coss to the file, the other to protect the
actual contents of the file itself.
Decryption software requires an
enormous amount of processing
power. Each level of program quelity
ragquires d minimum computer size to
operate (see the table below). Data
slates and gauntlet processors can't
homdle Morginal decryption attempts
in fewer than days of processing time:
any other level of decryption software
is beyond their processing capacity.
To decrypt a file requires not only
the proper tools, but success at a com-
plex Computer Science-hacking or
Enowledge—computer operation skill
check as well (see Table F17: Complex
2kill Checks on page B2 of the Players
Hondbook). A hero with Enowledge—
mathematics § or greater may attempt
these gkill checks with a -1 step
bonus. If an Al coded the data being
decrypted, modify the number of sue-
cesses required in the complex skill
check. Files encrypted by a Marginal-
guality Al require no additional suc-
cesses, those altered by an Ordinary
Al require two additional successes,
data encrypted by a Good Al require
four additional successes, and those
by an Amazing Al require six extra
successes. I the hero has occess to an
Al to run the decryption software, re-
duce the number of successes required
at the same rate (for example, a Good-
quality Al requires four fewer suc-
cesses in the complex skill check).

Program Required

Quality Computer
Marginal Microcomputer
Ordinary Desktop Computer
Good Mainframe
Amazing Supercomputer

Diagnostic {(PL 7)

Maokes medica! judgments and sug-
gests treatments.

Restricted to use by licensed medical
practitioners or licensed medical com-
puter hardware, diagnostic software is
an expert system thoat com diagneose all
dizeases, injuries, poisonings, and ra-
digtion symptoms of a given species.
Diagnostic programs exist for each of
the major species. Note that some
species may not be numerous enough
to merit their own suite of diagnostic
software, The diagnestic program pro-
vides a bonus to the Medical
Science-treatment skill based on its
quality, as follows:

Program Quality 5kill Checlk Bonus
Mearginal +1 step
Ordinary None

Good -1 step
Amazing -2 ateps

Mote that a hero may incur other modi-
fiers, such as the +3 step penalty for
treating someone of another species—
gee the Medical Science—xenomedi-
cine skill on page 86 of the Players
Handbook.

Encryption [PL 5)

Provides strong security for digital
transmissions. Con be automated.

The encryption program uses d sophis-
ticated algorithm to alter the text of a
data file to make it unreadable by any
who do not possesze the code key. It dif-
fers from the encode program in its
level of sophistication. The encode pro-
gram prevents an unauthorized user
from accessing a file and can scramble
the data within the file to some extent.
Encryption softwaore affects only the
text, but the complexity of its coding
algorithm is far greater them that pro-
vided by encode software. Govern-
ments, military commemds, and lorge
corporations use encryption software
to protect highly sensitive information.
Unlike encode, encryption provides
military-strength cryptography, virtu-
ally unbreakable by most civilian cryp-
tographers without acoocess to a
supercomputer or poweriul deeryption
algorithms. Encryption coding gener-
ated by an Al is even more difficult to
erack than that created by normal su-
percomputers.

However, military encryption does
have itz limits, The progrom comnot
scramble live tranemissions, like a
voloe encrypter can, becouse it works
on digital data as a unit, often scram-
bling the sequence as well as even the
alphabet or numbering system origi-
nally used. Encrypt excels at manipu-

Programs

How to classify a program?
What makes a particular soft-
ware package a utility pregram
or an operator program?

Operator programs accom-
plish routine tasks. This catego-
1y includes applications {(such
as word processors and data-
basze managers), entertainment
software (games or virtual reali-
ties), and reference material. It
also includes programs thot
offer a means of defense
against unwanted intrusions.
This software lacks the finesse
of the hacking programs, but it
does give non-hackers an
opportunity to defend their sys-
tems. They differ from cutomat-
ed defenses by requiring the
operater actively employ them
ogainst an intruder.

Utility programs do not
regquire an operator to imple-
ment. When a certain set of con-
ditions apply. the program aule-
matically triggers its response.
This category includes gutomat-
ed defense programs and "car-
rier” software (virus and shad-
ow form, for example).

Hacking software performs
one of the following tasks:
accessing restricted data, modi-
fying a shadow form. engaging
in shadow combal, or attacking
a system. Accessing restricted
data means finding a way
around system defenses; This is
the realm of hacking. Modifying
a shadow form to allow it to go
faster, resist damage better. or
make it invisible is beyond the
capability of operator or utility
program users. Shadow combat

and system attacks are special-
ized tasks that require o keen
understanding of the Grid.
Hackers possess that knowl-
edge: operators do not.

loting text, numerical, or graphic data
files into an unreadable jumble. To
scramble real-time voice tronsmis-
sions requires at least two specialized
pleces of hardware called encryption
modules,

In addition, encryption can hide its
encrypted cargo of data in a seem-
ingly innocuous data file, changing
check sums or single bits of graphics
files to carry o short burst of encrypted
data. Thus, the encrypted file might
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appear—on the surface—to be omny-
thing from endless tables of payments
and gccounts to a collection of graph-
ics files for an advertising campaign.

Holoware [PL 7)

Simple enterfainment software.

These programe are simply entertain-
ment software for virtuality spheres:
games, dramas, interactive narratives,
puzzles, news, and so forth. Holoware
comes in a thousand flavors, but all of
it appears fully realized in the con-
fines of the sphere. See the listing for
“Virtuality Sphere” in Chapter Four:
Hardware for more details.

Laundering [PL 5]

Changes the apparent source of funds.
While it's illegal in most places, money
laundering is one of the biggest early
businesses on the net. Electronic cash
is easy to move and hard to trace. This
software includes finaneial manage-
ment utilities to track shell accounts,
holding companies, and profit-and-loss
statements—and om operator can de-
stroy the data by sending out a simple
panic-button signal.

Whenever the software launders
funds, the user must make a Knowl-
edge—computer operation or Computer
Science—hacking skill check, A& Critical
Failure indicates that the authorities
detect the attempt and issue a warrant
for the user's arrest. A Failure simply
indicates that a suspicious banker, an
uncooperative financial Al, or even a
lack of proper forms and clearances
stalls the attempt and the money fails
to reach a “elean” status. Any success
indicates that operator deposits the
funds in a reputable account. & Good
or Amazing success alse means that
attempts to trace the funds’ original
source (by someone using Investigate—
track) suffer a +1 or +2 step penalty, re-
spectively, for the depth and complex-
ity of the money trail.

Locator [PL 7)

Can be autometed,

The locator program tracks o target
real-world person or ohject using pub-
lic emd private digital records, as well
as comm grid area and exchange pre-
fixes. An operator can use this pro-
gram to find someone who izn't even
connected to the Grid, Unless the loca-
tor target never uses o credstick, never
appears in o surveillonce camera
video record, and never calls anyons
on a comm line, the locator program’s
net will eventually catch him. In all
coses, o locator operates passively
and the target usually connot detect
the attempt. It uswally finds a target

within 48 to 96 hours, assuming the
target is within the some system
where the locator program is search-
ing. Interstellor searches take consid-
erably longer.

Programes of Marginagl quality can
only locate a target on the some conti-
nent or in the same Grid network as
the seorcher; Ordinary locotors can
find anyone on the same planet or
same sector. Good programes con find
anyone on the interstellar grid as well,
and Amazing locators find all targets
in half the usual time {although inter-
stellar communication time is in no
way reduced by an Amazing program).

Loop [(PL 6}

Puts a system into a feedbock loap.
This program sends on opponent's
computer system into a recurring logic
loop, so that his shadow repeats the
some actions every round. However,
getting the program to work isn't easy.
To put an enemy shaodow into a loop,
the attacker must gain a success
equal to the quality of the cpposing
shadow (that is, to successtully use a
loop program against an Amazing-
quality shadow, you must =core an
Amazing success when attacking with
the loop soitwore) Onee a loop pro-
gram coptures a shadow, the looped
gridpilot must spend an action and
roll o Computer Science-hocking suc-
cess equal to the quality of the loap
progrom to breck out. If that roll fails,
the loaped gridpilot must bail out of
Gridspaoce entirely, losing all data
gained up to thot point, and generate
a new shadow. Until released, the
gridpilot’s only action every round is a
periect repetition of his previous ac-
tion. A Marginal locp program gives
the operator no bonus to his skill
check, un Ordinary program provides
a -1 step bonus, a Geood provides a -2,
and on Amozing o -3,

Mechalus Specialty
Enhance [varies])

EBroadens skills mecholus moy enhance.
The mechalus are borm with the equiv-
alent af the reflex eybertech enhance-
ment, and they have had centuries to
develop additional programs to take
advantage of this hardware, These
pragrams interact with the mechalus
bioware to enhanee the following:
Medical Science (Mechalus-specific),
Maovement, Resalve, Technical Science,
Vehicle Operation, and any specialty
skill in the broad categories allowed
in Ordincry enhance programs (see
the Players Handboolk, page 245),
Other species may not use these
Programs.

Netsearch [PL 5]

Can be qutomated.

This program casts a wide net over
deta traffic, trying to mateh particulear
patterns of phrases, keywords, or
names. With a successiul Knowledge—
computer operation skill check, the
gridpilot finds information about his
chosen topic. An Ordinary success pro-
vides general information, if not ex-
actly what he was looking for; the data
he does find may require a fee to ac-
cess. A Good success provides an
overview, some helpful data directly
related to the topic, and pointers to
more detailed data (but the detailed
data requires a small fee). An Amaz-
ing success provides exactly the infor-
mation the gridpilet wanted in a
concise, easily aoeessed form, free

of charge.

The Gamemaster should treat this
as o way to generate clues for a Grid-
sovvy party of heroes. A smart hero
will rely on netsearch as g quick way
to put together a background briefing
for omy adventure.

Prophecy [PL B)

Predicts the future.

This powerful modeling software can
determine the exact result of a future
action based on the information
available to it, though its success is
largely dependent on the skill of the
people who feed it data. Make a skill
check based on the user'zs Knowl-
edge—computer operafion skill. On an
Ordinary suceess, the software only
provides a yes/no answer, or d suc-
cessftailure estimate, much like the
Al specialty skill prediction. On a
Good success, it provides a percent-
age estimeate of the adds.

On on Amazing success, the
prophecy prograom knows the exact
outcome of an action, dewn to details
of timing and causality. Amazing fore-
knowledge also provides a free Last
Resort point to the hero or supperting
cast member with the largest role in
the action to come. That individual
may spend this point only to make the
indicated prophecy come true—or to
avoid it.

On a failure, the program offers an
inaccurate aesessment of the situa-
tion, though it may err on the side of
greater optimism or pessimism than is
really called for, at the Gamemaster's
aption. On a Critical Failure, the soft-
ware provides an outcome deseribed
above—hbut the estimate is completely
wrang. The Gamemaster gains an ad-
diticnal Last Resort point to use in foil-
ing the estimate that the prophecy
program provides.




Translator [(PL 71
Translates text files.
This saftware operates by taking text
files in one language and converting
them into a second; a real-time voice
interface version is available at five
times the listed cost. A separate trans-
lator program is necessary for each
language combination (weren to Stan-
daord, for example). When in use, trans-
lator programs provide a -1 step
bonus to Knowledge-language checks.
Hequire Computer Science-hack-
ing or Knowledge-computer operation
checks only in adverse conditions,
such as when using inappropriate
hardware, when converting material
across multiple formats and stan-
darde, or (in the case of a voice inter-
face) when background noise is high
or speech is either very fast or riddled
with regicnal dialect and slang
terms. Failures under these condi-
tions indicate that the program sim-
ply fails to translate o portion of the
material. Critical Failures under
these conditions indicate an error in
translation, which may take any form
from trivial to eatastrophie, depend-
ing on the importance of the material
being translated.

Unity [PL 7]

Induces meditative calm.,

This program induces a serene medi-
tative state believed to hove profound
spiritual and perceptual benefits. At
FL 7 it has additional benefits for be-
lievers, Unity software doubles the
restoration rate for psionic points, and
it gramts a -1 step bonus for users of
the datalink psionic ability. In the
STAR DRIVE campaigrn, unity programs
are o central piece of Insightful reli-
gious software, available at any In-
gight doatachurch or Grid site.

Hacking Programs
Back Door [PL G}

Provides easy access fo o profected
system.

Whenever a gridpilot has found his
way into a system, he can leave a
copy of this program behind as a sort
of anchor program in reverse. The
back door then allows the 'pilot to ac-
cess the system again without mak-
ing any Computer Science—hacking
rolls, and to be aceepted as a user
with the same clearonce as when

he left.

Back door programs of higher
quality levels are more difficult for
the hacked system to detect; they
confer a +1 (Ordinary), +2 (Good), or

+3 step penalty
(Amozing) to anv at-
tempt to root them
out.

Black Hole

[PL &/H]

Provides instant por-
tal movement. Can
be qutomated.

This program distorts
Grid space, much
like a gate progrom
does, but uses this
distortion to make
movement easier, not
to prevent moverment
\as gate software
does). A gridpilet
using a black hole
program can gend
hiz avator or shadow
through the doorway
in a single phase, ef-
fectively moving a
huge distance
through Gridspace in
a single moment, A
black hole program
of Marginal quality
can only mave a
shoadow around
within a single do- ,

main, A black hole of

Ordinary quality con pop a shadow
from one domain to ancther within a
single network; Good quality software
pops shadows from one network to an-
other within a single sector. An Amae-
ing gquality black hole program is only
available at PL 8, but can pap a
shadow from one stellor Grid to
another.

Bubble Domain [PL E]
Creates g hidden domain.
This program sifts through the chaos
of the datastream, the movement and
data transfer junctions that underlie
all the functions of the Grid, and gen-
erates g temporary domain, A Mor-
ginal-gquality bubble domeain has just
enough room for two shadows to meet
and hold a conversation or exchange
data files, with a background roar of
static thot makes the whole expeni-
ence unpleasant. The domain is inher-
ently unstable and dissclves back into
the background noise in 2d10 minutes.
The Ordinary version of the pro-
gram has enough power to permit up
to nine people into the bubble. Boll the
user's Computer Science—hacking
check when he launches the program.
On a Marginal success, there's enough
space for three peaple, Ordinary suc-
cess gives enough room for five, Good
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for seven, and Amazing provides room
for up to nine shadows. An Ordinory
bubhble domain is stable for 2d8 hours.

The Good quality pregram creates
a domain free of noise and with some
simple amenities, such as a virtual
memory datacore for temporary file
storage and o small set of local-do-
main netsearch functions and know-
bots. They remain stable for 2d6 days.

The Amazing quality version of the
bubble domain program actually cre-
ates an entire subsector, with room for
thousande or even millions of eimulta-
neous vigitors. Invisibles often use
these programs to set up the regions
where they conduct their business;
these domains are stable for 2d4
weaks.

Credit Tap [PL &)

Enables electronic theft.

With electronic cash and other com-
puter payments firmly established, e-
cash crimes were not far beyond. The
credit tap is not the simplest form of
electranic robbery, but it is the most
zubtle omd often the most effective.
Onee the program is functioning, it
siphons off small sums several times
in each billing period; nothing large
encough to attract attention without a
successful Awareness—intuition check. 3]
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To set up the credit tap properly, the
user must make a Computer
Beience-hacking roll, with a penalty
depending on the strength of the ac-
count’s defensive software. Gamemaos-
ters might require that the user of a
credit tap program know either the
Business or Administration =kill (and
any appropriate specialty skill) in
order to make the most effective use of
the credit tap software,

Datawipe [PL 5]

Destroys programes in active memory.
This attack program destroys pro-
grems in o target’s inactive memory.
When a hero rolls a successful attack
with datawipe soltware during Grid
combat, the target loses cne program
at random from its memory. On a Good
success, the target loses two programs
ot random, and on an Amozing suc-
cess, the target loses thres programs.
While in Grid combat, the gridpilot
connot restore from backups the pro-
grams destroyed, but after combet he
com attempt a simple Computer Sci-
ence-hacking skill check to recover
them using cutomated backups. Un-
less the check results in a Critical
Failure, he can restore the programs.
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Evade [PL 5]

Used to kinder a troce progrom.

This program screens a user by scrom-
Eling his carrier signal in order to
block a trace program, If trace soft-
ware 18 being used to locate o remote
hacker somewhere along o network
connection, an operating evade pro-
gram provides additional protection
against location, & Morginal-quality
evade program requires that the oper-
ater using the trace softwore make
one additional success on his complex
skill check {see the trace program to
determine the necessoary number of
successes). An Ordinary program re-
guires two additional successes, a
Good program thres, and on Amazing
tour. Mate theat gridpilots using Amoe-
ing processors running Amazing
evade software are extremely difficult
to troce.

Fuss [PL 7)

Altercks o target’s data flow:

This program seeks to confound a de-
tender by melding together the dota
streams from o shadow's various
subroutines, scrambling the signals
intended to run the victim's movement,
data storage, and combat programs, If
the attack succeeds, it inflicts domage
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as indicated below, and also inflicts a
step penalty on an opposing shadow
as indicated below. This penalty af-
focts only the opponent’s next skill
check; thersaiter, the target shadow’s
systems sort themselves out again.

Quality Damage Penalty
Marginal d4-ls/d4s/db+1s +1
Ordinary  dds/dd+la/dB+lw  +2
Good dd+1s/dd+1w/dé+2w +3
Amazing déw/d4+2w/dd+lm  +4

If an Amazing quality program scores
an Ameazing hit, it inflicts brain doam-
age, assuming the Gomemaster uses
that optional rule {see "Grid Combat”
for details).

Ghost [PL B)

Renders a shadow invisible. Can be
cufomated.

The shadow protectad by a ghost pro-
gram becomes invisible in the local
Grid. This makes it difficult to target
the ghost-shadow with attack pro-
grams, tracers, or any other program
that requires o target.

All attack programs sutfer o step
penalty determined by the ghost pro-
grom's quality, as do trace and other
surveillance programs (see below),




Gridpilots directly operating alarm,
doorkeeper, and gate programs may
attempt a Computer Science—hacking
or Kncwledge——computer operation
check ta see whether they detect a
ghost-aided shadow. Automated ver-
sions of these programs simply do not
register the ghost.

Quality Medifier
Marginal +1 penalty
Crdinary +2 penalty
Good +3 penalty
Amazing +4 penalty
Lag [FL 5]

Reduces a targef’s processor speed.
Can be aqutomated.

This pregram corrupts a target
shadow or site and tricks it into
spawning countless subprocesses and
uszeless calculations, reducing the
processor speed to a crawl. The qual-
ity of the log program provides a step
bonus to the Computer Science-hock-
ing attack roll.

If the attack succeeds, the program
fools the target computer (which may
be automated site or even an Al). The
target's action check changes, suffer-
ing a +3 step penalty and nullifying
any action check result of Amaozing
itreat the result as "Good” instead).
Thue, a Marginal processor's action
check becomes +3, an Ordinary
processar +2, Good 41, and an Amaz-
ing processor's a d. Unlike gridlock
programs, lag software always has the
same +3 step penalty, and it never de-
nies the target ony action—it in-
creases the odds that the victim will
act in the Marginal phase.

An ontivirus program can counter
the lag program’s effects, as lag soft-
ware resembles a virus program in
many of its particulars. Mirror image
softwore can also counter it.

Lockpick (PL 5]

Opens password-profected systems,
This program uses brute force to gain
ncoess to a sealed system by trying
thousonds or millions of likely pass-
words; the gridpilot using it can tweak
the program's parameters to norrow
down the search or to consider the
most likely candidates first. Using a
lockpick program always requires a
complex skill check, with the difficulty
of the check dependent on the quality
of the security program being hacked.
Marginal-quality lockpick programs
do not provide a bonus to the
gridpilet’s Computer Science—hacking
gkill check. Ordinary lockpick software
allows the gridpilot to make his check
at a -1 step bonus. Good ond Amazing

lackpick programs give a -2 and -3
step bonus, respectively, to the gridpi-
lat's ekill check.

Mimesis [PL 7}
Provides a shadow with false ID. Can
be gutcmated,
This detensive program is o variant of
the slink program. When lounched or
aqutomated, it covers a shadow in gor-
ments of respectability, such as a Grid
cop insignia, a security gridpilot's col-
ors, or even the form of a knowhbot or
other nonhuman data packet. Simply
put, mimesis software is both a dis-
guize and a forgery:It locks legitimate,
cnd many programs will aocept it as
what it appears. However, mimesis
software does not provide access to
datafiles, domains, or subsectors pro-
tected by additional safeguords.
Mimesis programs are illegal in
mast Grid jurisdictions, and posses-
sinn of such o program is often a
crime, They are especially popular
among invisibles, who dislike reveal-
ing emything resembling a true name
or form,

Override [PL B)

Takes confrol of other hardware or ma-
chinery.

This program allows the user to inter-
fere in the normal operation of o re-
mote plece of hardware, such as an
cutopiloted vehicle, a camera, life
support systems, security systems, a
robot, or even a set of industrial con-
trals in an automated factory. Unlike a
control program, override software has
break-in and slink functions to bypaoss
normeal safegquards so it can seize con-
trol of remote systems. This program
bypasses the normal operating proce-
dures in the control programs. Security
personnel responsible for defending
computer systems often install defen-
sive layers around contrel programs
that operate machinery which could
cause injury to others if intruders de-
feat the operating software.

To suceessfully override equipment,
the user must make a successtul Com-
puter Science-hacking check. If the op-
posing equipment or processor is of
Marginal quality, the hacker gains a
-1 step bonus to the roll. If the equip-
ment is Good or Amazing, the attempt
suffers a +1 ar +2 step penalty, respec-
tively. The Gamemaster may apply
other modifiers as necessary to reflact
the heightened security around certain
computer systems. Note thot systems
without any connection to the Grid
cannct be the target of cverride pro-
grams at all.

Parry [PL 6]

Turns affacks against their instigators.
This active defense program responds
directly to attacks with appropriate
countermeasures, turning the
wedapons of attack progroms against
themselves. Using it requires the
user’s full attention. The coordinated
defensze provides an qutomatic two
points of armor against fuse, shadow
wadapon, and similar attack programs.
The Good and Amazing versions of the
program also provide a +1 or +2 step
penalty, respectively, to all ather at-
tack programs directed against the
panrying defender. The parrying de-
tender turns any attack that suffers a
Critical Failure against its perpetrator,
which inflicts its domage against the
originator.

Rescale [PL 6]
Increases ar decreases a shadow's size
in the Grid.
Rescale programs provide a sort of
zoom-in, zoom-out function—but it
changes the entire relationship of the
shadow to the local grid, making the
shadow seem huge or tiny in relation-
ship to the local data structures.
While rescale software does
change a shadow's apparent size, it
has no effect on the shadow’s damage,
armor, durability, or Ability Scores.
The shadow's visibility increases if its
size increases. If the gridpilot shrinks
his gpparent size, he gains a -1 step
bonus to any use of the slink progreomm,
as his new tiny shadow is more ditfi-
cult to detect.

Shadow Bolt [PL B)
Provides a distance attack form.

This software tool allows a gridpilot to
attack any shadow he can sesina
local domain, regardless of the dis-
tanee between them. However, dus to
the additional computing etiort re-
quired to guide the attack to its target,
damage from shadow bolts is lower
than damage from normal shadow
Weapons.

Quality Bonus Damage
Marginal  no dd-2s/dds/dBs
Ordinary  no d4sidBa/ddw

dd-Zwiddwidd+2w
ddwidd-1m/d4+1m

Good -1
Amazing -2

Shadow Bolt 2 [PL 7]
Provides a shadow with a disfance at-
tack form.

This is an improved version of the
shadow baolt developed at PL 6. [t can
strike ot any shadow sharing the same
domeain as the user, but does less dam-
age than a standard shadow weapon.
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Quality Bonus Domage
Marginal ne  d4s/dBs/dB+2s
Crdinary -1 ddwidBw/dB+2w
Good -2 dBw/d6+2w/ddm
Amazing -3 db+2w/d4m/d4+2m

Shadow Mask [PL 6]

Alters o shadow’s appearance. Can be
aufomated.

These programs are templates and
overlays that turn a shadow into o
specialized costume. Marginal-quality
shadow masks include simple geomet-
ric shapes altered by video effects,
poor-gquality reproductions of the grid-
pilot’s real-world appearance, and
simple clothes and images swiped
from music holos. Ordinary masks in-
clude historical personages, leg-
endary characters such as Merlin or
the Monkey King, alien forms, and
simple carnival costumes.

Good masks include political fig-
ures, licensed animated characters,
and characters from fiction and holos,
These masks always include d4+1 spe-
cial fectures, such as famous sound
bites, video or holo loops, and stage-
magician-style novelties (smoke puffs,
spotlights, vanishing data objects).
Cne of these novelties is usually a dis-
guise for a Grid weapon or a Grid
defense.

Amazing masks include celebrities,
whimsical creations that cutdo any-
thing you might see at a costume ball,
and designer images, sculpted to
match a pilot's Grid persona and capa-
ble of at least a dozen shticks. Three or
more of these novelties are usually
disguises for functional subprograms

of Ordinary quality.

Shadow Shaper [PL 7)
Improves a shadowk physical Ability
Scores.

These plug-ins increase the Strength,
Desxterity, or Constitution that a
shadow form program generates. How-
ever, there are limits to how much en-
hanced performance a shadow shaper
program can ever provide. A gridpilot
may not use more than one shadow
shaper program lo improve a single
Ability Score.

A Marginal shadow shaper program
increases cne of the shadow’s three
physical Ability Scores by one. & grid-
pilot may not combine it with addi-
tional shadow shaper, shadow shifter,
or shadow mask programs of any kind.

The Ordinary version increases an
Ability Score by one point, and can be
combined with other shadow-medifi-
cation programs. The Good version in-
credses a score by two points, and the
Amazing program increnses one score

by three. An operator may combine
other shadow modification software
with both the Good and Amazing
programs.

S5hadow Shifrer [PL 7]
Speeds up shadow movement.

This program medifies a standard
shodow form program to permit faster
movemeant thraugh Gridspace, [t adds
2 movement points to the shadow for
each quality level (2 for Marginal, 4 for
Ordinary, and so on). This movement
does not add to the shadow's actions
per round or action check,

S5link (PL 5}

Used to gain stealthy access to a com-
pufer system.

A slink progrom masks a user'’s activ-
ity, making it difficult to notice his
presence within o computer system. It
helps an invader get around an alarm
program or shedk past a fortress pro-
gram (as opposed to forcing entry with
a bredak-in program). The slink pro-
gram provides o modifier to the
chance of being spotted by automaoted
defense systems (see below).

Quality Modifier

Marginal No change
Crdinary +1 penalty
Good +2 penalty
Amazing +3 penalty

Snooper [PL 5]

Recons a Grid site.

This simple program is a form of digi-
tal lab rat, sent to Investigate a well-
defended site before a hacker
attempts to crack it. In essence, itisa
tiny cutonomous sub-shadow thet
allows the hacker using it to making a
Computer Science-hacking evaluation
roll (see page 13) without risking his
shodow's presence at the target he
wishes to investigate. The hacker
laads the program, sends the snooper
subshadow through a gridlink to the
target site, and waits for it to retum
with the requested information. Even if
the snooper "shadow"” doesn't return,
that provides the hacker with some in-
formation (usually interpreted as
“"Don't even think about it.").

The hacker makes the evaluation
roll using his Computer Science-hack-
ing skill score, with a situation die
medifier based on the quality of the
snooper program. A Marginal program
suffers a +2 step penalty, Ordinary suf-
fers +1, a Good gains no bonus or
penalty, and on Amazing program
gains a -1 step bonus. If the roll suc-
ceads, the hacker acquires information
about the target normally. If the roll

fails, the hacker gains no information,
though he can try again with a +1 cu-
mulative step penalty.

If the roll is a Critical Failure, the
target catches the snooper software,
forewarning the sysops of a possible
attack on their system. A target with a
trace program may attempt to back-
track the snooper program to its
source: this roll succeeds normally, but
is subject to a -2, -1, 0, or +1 step ad-
justment depending on the quality of
the snooper program (from Marginal to
Amagzing).

Utility Programs

Some utility programs in Dotaware,
like those in the Players Hondbook,
often bolster the defenses of o com-
puter system. Heroes operating
against such systems incur a penalty
to their skill checks as follows: Mar-
ginal: no modifier; Ordinary: +1 step
penalty: Good: +2 step penalty; Amaz-
ing; +3 step penalty.

Anchor [PL 5]

Used to protect an invader from being
banished from a system.

An anchor program helps prevent the
hacker from being dumped from a sys-
tem by a banish program. Operators
attempting to use a banish program
against someone running active an-
chor software must succesd at a Com-
puter Science—hacking or
Enowledge—computer operation skill
check with a modifier to his skill check
as outlined in the introduction to the
this saction.

Anonymous [PL 5}

Obscures the source of a gridpilofs
messages.

This program removes all trace of a
user'’s screen name, message routing,
cmd point of origin from a text file
posted or sent via the Grid. For the
Marginal version of this software, roll
a Knowledge—computer operation skill
chack whenever the operator uses it;
on a Critical Failure, the program fails
and ather gridpilots con trace the mes-
sage. Ordinary and better versions re-
guire no additional checks.

Good and Amazing versions of the
program not only remove the user's
identity, but they create a fictitious
identity as well, from president@
whitehouse.gov to ceo@ibm.com. Rall
a Enowledge—computer operation skill
check to determine how successtully
the program creates the false elec-
tronic trail.




Autocgunner [PL 5]

Tracks a weapon and fires at desig-
nated targets. Must be automated.

The autogunner operates a heavy
weapon slaved to o radar sensor, mass
detector, motion sensor, or other track-
ing device—at PL 6 and up, it is often a
backup to a spaceship’s human gunner,
The program fires the weapon, with a
skill equal to 13+/12/6/3, at the target
until it stops moving. Marginal ver-
sions of the program suffer a +3 step
penalty to the roll; more sophisticated
versions adjust for movement, wind, or
other conditions to reduce the penalty
by | step for each increase in quality
ito 27110 step for OIG/A, respectively).

At PL 6, an autogunner may also be
part of a robot or built into an outo-
mated defense system (ADS). An ADS
always function independently, but an
Al or humom operator con monitor it
from a central location.

A Good or Amazing outogunner con
also include a friend-or-foe identifica-
tion system for deuble the usual cost.
Amazing autogunners also prioritize
targets so that it ignores a rat in favor
of a burglar, or an astercid in favor of
un approaching starfighter.

Autopilot [PL 5)

Pilots a vehicle. Must be automated.
Used primarily in aircrait in PL 5, au-
topilot software can take off, land, and
maintain a course from one known
point to another with an effective DEX
of 11. Marginal software has just the
equivalent of the Vehicle Operation
broad skill. Ordinary software pro-
vides Vehicle Operation—air 1, Good
provides Vehicle-agir at rank 2, and
Amazing provides rank 4. A second
version of qutopilot is available that
can pilot specially wired ships and
submarines, using sonar and GPS in-
stead of radar and wind speed indica-
tors.

The qutopilet program must make a
Vehicle Operation—air roll when it en-
counters severe conditions of terrain,
jummed trafiic, or foul weather. On
any successiul roll, the autopilot han-
dles the difficulty without incident. On
i Critical Failure, the autopilot loses
control and a living operator must
take over the vehicle’s guidance or it
will crash. On a Failure, the autopilat
loses control but can restore its previ-
cus course and speed as long as it
generates 4 or more successes in o
complex skill check during its actions
beginning the next round.

An aqutepilet cannot undertake eva-
give or combat maneuvers. At PL 6, au-
topilot software can eperate land and
space vehicles as well,

Datashare [PL 7]

Coordinates Grid activities. Can be
automoated

This program creates a shaodow that
can act as a commeand, control, and
eommunication mechanism in the
Grid. It allows multiple gridpilots to
form a connection with one ancther.
Asz a shadow receives informaotion in
the Grid, the datashare soitware com-
municates that information to the
other gridpilats attached to it. This in-
formation cannot travel any foster
than normally allowed by the prevail-
ing Progress Level. Camputer opera-
tors use such software to increase
their ability to disseminate informa-
tion quickly to multiple recipients. Al-
though hackers tend to work by
themselves, often they find it benefi-
cial to attack particulorly dongerous
data fortresses with others. In such
cases, one hacker manages the
datashore "relay station,” while the
others press home the attacks on the
fortrese.

The datashare software generates
a shadow with attributes equal to
those the shadow form program gener-
ates. These attributes increase based
cn the Computer Science-hacking
skill ronks of the gridpilot who created
it, just like the shadow form program
does. The generating gridpilot may
use the datashare shadew as a
shadow form. The software outomates
all the communications functions,
leaving the gridpilot free to act in the
Grid. If the gridpilot wants to exercise
command and contral in addition to
the communication functions, he must
use his available actions to do so, just
as he would in realspace. In addition,
the group of hackers may gain
bonuses for teamwark as outlined on
pages 48-49 of the Gamemaster Guide.
If the controlling gridpilet has the Toc-
tics skill or an appropriate specialty
gkill, he may grant the team bonuses
to their actions as well.

The datashare program limits the
number of gridpilots that meay attach
to it based on quality of the progroam,
s follows:

Program Quality  Ne. of Gridpilots
Memrginal Twa

Ordinary Five

Good Eight

Amazing Eleven

Doorkeeper [PL 5)

Logs visifors to o site, Can be
guiomefed.

This program logs every visitor to the
domain it weatches ever. However, it
doesn't record creatures that take

gpecial precautions to avoid register-
ing on such o program's list. Any grid-
pilat using a slink program can
bypass a doorkeeper with a simple
skill check. The quality of the door-
keeper program provides a step
penalty to the slink attempt.

Rumaors suggest that improved ver-
sions of doorkeepers are available.
These versions sometimes claim to
offer "anti-slink” protection and im-
proved visitor demographic identifica-
tion, but so far the claims remain
VApOrWare.
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Gate [PL B])

Ceon be qutomated.

Everyone knows that Gridspace is
non-Euclidean; this program proves it
Grid gate programs warp local Grid
space wherever they operate. Each
gate changes the rules of Gridspace
so that normal three-space hecomes
constrained into a line or tunnel. De-
fense programs often guard this single
entry point.

While this tunnel often exists sim-
ply to log all visitors to a data site,
many gates combine with other pro-
grams to provide even greater secu-
rity. Marginal gate programes comn't
combine with anything else, Better
gate programs can combine with o
single defensive program (Ordinary)
or a single attack program (Gaoed).
Amuazing gate programs can combine
with up to two programs of any type.
These programs then automate to at-
tack unauthorized visitors to the site;
the site uses passwords, data locks,
and even graphics locks to prevent
unauthorized access to the site.

Grid Trap [PL &)

Can be automated.

A Grid trap is an enormous piece of
software that creates o false domain, a
decoy site constructed with a single
purpose: to capture shadows and tear
their code apart on a bit by bit level,
Once inside such a domain, the target
shadow'’s chances of getting out are
very slim indeed.

To detect a Grid trap requires both
knowledge and luck. A gridpilot with
the Street Smart-Grid savvy specialty
skill can make a simple skill check to
detect the small clues and inconsis-
tencies that reveal a site as sealed off,
rigged, and otherwise dangerous.
Gridpilots without the skill may
attempt an Awareness—intuition skill
check, with a penalty for the quality of
the Grid trap program itself (0 for Mar-
ginal up to +3 for an Amazing trap).

Once a shadow is past the portal 35
ond inside a Grid trap, the only way
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out is release by the trap's owners or a
black hole program of a quality equal
to or greater than the traps quality. In
many cases, the owners may catch
and release shadows, in exchange for
something the trappers want, such as
money, software, or informetion.

Private use of a Grid trap is a pun-
ishable offense in all but the wildest
Grid jurisdictions. However, most na-
tions allow their Grid cops to use
them, when given proper authoriza-
tion, against particularly wily Grid
criminals.

Knowhot [PL 6]
Must be automerted.
Knowhots are primitive forerunners of
artificial intelligences and the shadow
form 2 programs; they are a special-
ized form of software that lives in the
net and provides its owner with infor-
mation, Also called agents, knowbots
constantly sift the data streams for in-
formation sought by their owner,
Enowhots can perform the grunt
work of research, tracking, or monitor-
ing (surveillonce video or other inputs,
a Grid sentry post, or even aqutomated
sales). In sheort, a knowhbot automates
processes that might otherwise require
the user's personal attention, and then
feeds the information to ite owner. The
quality of a knewbot program deter-
mines how effectively it operates. Each
time knowbots are sent into the datas-
tream, the gridpilet must make a
Knowledge—computer operation skill
check to see how ettective they are and
what they return with. A Marginal
knowhbot program provides a +2 step
penalty to the user's skill check, an Or-
dinary provides no bonus or penalty,
Good gives a -1 step bonus, ond Amaz-
ing provides a -3 step bonus,

Mail Bomb [PL &)

Must be automated,

Mail bombs are destructive, automeated
programs sent to their target using the
Grid's E-mail or vid-mail system; they
dare specialized viruses, When opened,
a mail bomb immediately attacks
whatever data it can reach. If opened
by a gridpilet casting a shadow, it at-
tacks the shadow with a skill check de-
pending on the mail bomb's quality. [f
opened by a GID ar similar non-
nanoccomputer interface, it attempts to
destroy all lecal data, including active
programe. This has an effect similar to
a combined datawipe and gridwipe,
destroying both active and inactive
data in the target computer.

Programs Destroyed
Quality Skill Check Active Passive

Marginal 842 vz ol
Ordinary  12/67 1/ 12
Good 14/7/3 21202 12i2
Amazing  18/94 A% A3

Sending mail bombs is illegal in all
civilized Grids, but the crime persists
because it i= often =o difficult to trace.
Most mail bomb attacks occur in con-
junction with an anonymeus program,
to erase the digital trail back to the
bomber, If the operatar does not use
an ononymous program, or if he uses
it incorrectly, the intended recipient
can trace the attack normally with o
successtul skill check using o trace
program.

Meishi [PL 6/8]

Provides o digita! calling card, Can be
quitomafed.

This puny, some would say trivial, pro-
groon drows its name from the Japan-
ese word for "business card,” a term
that barely begins to define the meishi
program'’s importance to the Asian
Grid domains, where it functions as o
personal passkey and token of esteem.
A meishi program provides more than
just a way to leave an electronic call-
ing card for someone: it is a mode af
seli-expression, Meishi programs are
tiny snippets of the sender's personal-
ity, like .s8ig files in E-mail or like, well,
businese cards.

A Margingl version of the program
is the Western business card: it pro-
vides a name, comnm address, a logo,
and basic information akout the
giver's profession and status. An Ordi-
nary meishi program provides o re-
sume function and digital images
such az o photo or hala logoe,

A Good program provides the fune-
tions described above, plus o message
function to send voice or text to the
awner, with built-in forwarding fune-
tions, and alss includes an image of
the giver's shadow avatar, This ver-
sion includes a scheduling knowbot,
which keeps and updates the giver's
daily schedule of work and other ac-
tivities, and can book appointments.

An Amazing meishi program in-
cludes all of the above features plus
on cutomatically refreshed route from
the recipient’s location to the giver's
current Grid demeain, if any. For those
in @ hurry, it may provide a black hale
link to the awner. At PL 3 or higher, it
may include o link te the giver's
bubble domain or fovorite hangout, as
well as black hele links, The Amazing-
quality program sometimes includes o
sell-destruct function, which allows

the program to erase itself after a pre-
set period of time.

Neural Guardian [(PL B]
Kicks unwanted users off a sife.

This primitive version of the menace
pragram is no more than a finely
tuned expert system theot reacts to in-
truders much the way o trained gridpi-
lot would react when counterhacking.
The neural guardian is activated
whenever an attack program runs in
its domain. It responds by ereating a
shadow form at the location where the
attack occure which chases all invad-
ing gridpilots out of the area. It in-
stantly transports any gridpilot it
successfully attacks in shadow eom-
bat via a link to a Grid trap or to a pre-
selected node outside the guardion's
domain. Marginal-quality neural
guardian programs attack with a +3
step, Ordinary ones with a +2 step,
Good ones with a +1 step, and Amaz-
ing cnes with a 0 step penalty.

Remote [PL 5]

Controls robotls from o distance.

This program allows the user to con-
trol a remote mechanism, such as o
bomb-squad robot or reconnaissance
drone. Unlike the control program from
the Players Handbook, an operator
uses the remote program to contrel
distant machines with dedicated wire-
less links. Communiceation and feed-
back between the operator and the
remote unit meay be patchy ot times;
the program follows o given set of ar-
ders independently for a short while in
the absence of other instructions. Als
also use the program to suparvise
their remote units.

Unlike the contrel program, remote
software is primarily a data-gathering
utility. An Al uses its remote units to
store images and other sensory data
in one of three formats, Cursory, Nor-
mal, or Dense. Much like varying the
recording speeds on a VCH, the Al sets
the remote unit's data gathering to one
of these speeds depending on the Al's
interest in what the remote is sensing.
Even an Al doesn't like to be bothered
with the dull details of a three-dey
trek across a frozen tundra. The &I,
however, might want every detail of
the remote unit's encounter with a
pack of scavengers on that same
tundre.

Other sentient creatures sometimes
also use a remote utility to control a
walde. In these cases, the operator
usually displays in redl time the data
returning from the waldo and records
it for later analysis.




Stronghold [PL 7)

Provides a Grid site with defenses.
Can be automeated.

Thie industrial software requires ot
least Knowledge—computer operation §
or Computer Science—hacking B to run
succassfully. Usually only large gov-
ernments or corporations install it, but
a few wealthy noble houses and ather
private individuals have created
strongholds to protect their most im-
portemt digital assets. Stronghoeld soft-
ware requires at least a mainframe to
run properly.

The software creates a series of
guardians and barriers to entry, while
allowing shadows within the strong-
hold site to leave freely. Each strong-
hold is unique, but all share two of the
following features for each level of the
software (that is, Marginal stronghold
sites have two features, Amazing sites
have sight):

Static against all cutside shadows

Traces, qutomated

Datalocks, automated

Datawipe, automated

Surge Gates

1-6 Guardioms

Loop Gates

Fuse Gates

1-4 Menaces

& dedicated Al defender
In the Grid, data strongholds can look
like just about anything—irom mono-
lithic ramparts to mountains to tower-
ing spires of light to double
helizes—but creating a specialized
nppearance requires integrating a
shadow mask subroutine into the
structure. Doing so always adds 10% to
the stronghold’s cost.

Time Lapse [PL 5]

Bets a delay on another program. Must
be cutomated.

This program acts as a delaying
mechaniem or fuse for the function of
some other program, allowing a Grid
user to use other programs from a dis-
tanece, thus acting in two places at
once. Gridpilots most frequently use it
to ereate a distraction while the real
attack comes from somewhere alse.
For instance, the time lapse launches
o break-in program on hour after its
user sets it up outside a corperate fire-
weall. At the same time, the original
user launches attempts to sneak into
the same site from a different location,
hoping that the flurry of activity
around the break-in attempt keeps the
gite's guardians occupied while he
moves in. A time lapse program can
leunch its application strictly by the
clock, with a delay of seconds, hours,
or even years. Unlike a virus program,

it is not limited to octivoting attack
programs; it can also create a defense
or employ a utility.

Artificial
Iintelligence
Software

These programs are of little use to bio-
logical computer users. Als use them
to improve their ahility to cperate in
the Grid and influence events outside
the Grid.

Artificial Shadow [(PL 7)
Builds o humanlike shadow for an AL
This prograom creales o supsrior
shadow for an AL An Al using a
shadow form program is usually rec-
ognizable for what it is. The artificial
shadow program allows the Al to in-
teract with others in the Grid as if it
were the shadow of o human gridpilot.
Meny Als find such subterfuge point-
less and demeaning, but some believe
thet they are better able to gather in-
formation from humean sources if those
sources believe they cre dealing with
another human.

An Al generates its artificial
shadow softwore once and uses it
until its Computer Science-hacking
skill improves to the
point where it can i
construct a better
shadow. An Ordinary
artificial shadow has
a base shadow
Strength, Dexterity,
and Constitution of 6,
7, and 5; Good has a
7.7, 6 base; and
Amazing programes
start with 7, 8, 7. An
Al then adds its skill
rank in Computer
Science—hacking to
the appropriate base
volues. For instance,
cn Al with an Ordi-
nary quality artificial
shadow and a Com-
puter Scisnce-hock-
ing rank of 3 has o
Strength of 9, a Dex-
terity of 10, and a
Constitution of &

An artificial
shadow moy move in
Gridspace at a speed
determined by its
Strength and Dexter-
ity scores (much like
any other shadow).
Many Als, however,
purposely move at a

slower speed, since such velocities
often drow unwanted attention to
themsalves. An artificial shadow may
benefit from shadow shifter software,
just as other shadows do.

Brainscanner [PL 9]

Allows Al aocess to biclogical data
through Nifacks.

This program, when combined with a
cyberhelm or a nonocomputer worm by
the intended target, allows an Al or a
gridpilat to reverse the usual access
channels through a target gridpilot’s
nanocomputer—and access any brain
connected to the Net. Doing so has
some serious risks and drawbacks,
however. Most seriously, brain dom-
age may result to either party if the
target's shadow leaves the Grid while
the brainscanner scftware is active.

If the Computer Science-hacking
skill check succeeds, the program's
user gains aceess to the surface
thoughts of the target. On a Good sue-
cess, the user also gains access to one
plece of desired information buried
deeper in the target’s mind. On an
Amazing success, the user can freely
roam through the memoeries of the in-
dividual, or tag along as an invisible
observer while the target acts in Grid-
space—as long as the vietim remains.
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TaeLe D8: ComPLETE PROGR.

Name Slots

Operator Programs
Banish

Data Lock
Decryption
Diagnostic
Encryption
Holoware
Laundering
Locator

Loop

Mechalus Enhance
Netsearch
Prophecy
Translator

Linity
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Hacking Programs
Back Door 1
Black Hole*
Bubble Domain
Credit Tap
Datawipe
Evade

Fuse

Ghost

Lag

Lochpich
Mimesis
Override

Parry

Rescale
Shadow Holt
Shadow Bolt 2
Shadow Mask
Shadow Shaper
Shadow Shilter
Slink

Snnoper
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Ltility Program
Anchor
AnnDnmyimous
Autogunner
Autopilot
Datashare
Doorkeeper
bate

Grid Trap
Knowbot

Mail Bomb
Meishi

Newral Guardian
Remote
Stronghold
Time Lapse
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Al Programs
Artificial Shadow
Brainscanner
Dvermind

Robhot Software
Robot 05 1
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Cost per Duality

Awvail.

Com

i3

30n

0

70D
J00D

1,500

250
BOO
50
400
300
400

2,000

iono

0K

350
50

B00

aon
400
2,000
300
1,200
200
&00
aso
=00
2.000
150
100K
=00
100

150
1,000
10K
aK
500
so0
1,500
1,500
8O0
600
1,400
3,000
1,200
1,500
goo
1,400
750
BOD
1,500
[ 111]
750

BOO

1,100
s00
6,000
400
2.000
400
a0on
400
600

300

7590
400

1,000

* Interstellar blach holes are only avallable at PL B8 and higher.
** Mechalus software is available to mechalus characters at all
Progress Levels, but only widely understood and available at and

abowve PL 7.

If the victim leaves Gridspace while
the brainscanner program is still ac-
tive, both the victim ond the scanning
pilot must make a Resolve—mentfal re-
solve check with a +1 step penalty, or
suffer immediate brain damage (see
page 21).

An Al using this program suffers a
+2 step penalty because of the differ-
ences between humeon and machine
intelligenee. It is unclear whether an
Al con use this program to read the
thoughts of another Al all Als ques-
ticned on the subject have refused
comment.

Overmind [PL 9)

Grants an Al machine psionics.

Only an Al of at least PL 9 may employ
an overmind program. The software
alone is not encugh, however. The pro-
gram requires a specially designed
and maonufoctured peripheral as well:
the neural synthesizer, which mimics
human biclegy of the mind (PL 9), es-
pecially the regions of the brain that
govern psionics. An Al running over-
mind software gains limited machine
psionics.

Even with this software, to date
the Telepathy broad skill and all its
specialty skills are unavailable to an
Al using an overmind program. The
difference between human and ma-
chine intelligence is too great for ef-
fective psionic communication
betwean the two.

Robot Software
Robot OS [PL 5)

Zoverns all basic robat functions.
Robot software provides a basic set of
tools and applications that cover a
robot's core functions. It analyzes im-
ages and sensor dotd, activetes ma-
nipulators and other actuator arms,
propels the robot through the world
safely, accesses memory and interneal
databases, and communicates with
other robote ond with owner or over-
seer systems. If onything ever erases
thiz zoftware, the robot becomes non-
functional until someone else (biclogi-
cal or mechanical) reinstalls the
software. It is only of ccademic inter-
est to nonrobot heroes,




SOFTWARE
Hooks

Programs make perfect maguitins, ob-
jects for heroes to find, lose, steal, or
destroy. The following adventure ideas
all revolve around software of one
kind or another.

Robbed!

Omne of the easiest adventures to pull
iz o reversal of the hacker tendency to
steal data and programs from anyone
and anything within their reach. In
this adventure, a gridpilot steals valu-
able {or even worthless) software from
one of the player’s heroes. Most play-
ers react strongly to the invasion of
their system, and will try to find out
whao is behind it and why. If not, the in-
trusions continue o escalate, with
eventually lethal consequences.
Trigger: The robbed hero finds a note
on his computer system showing that
someone [or something) has haocked it
ond taunting him for leaving such an
easy target.

Challenge Scene: The hero must at-
tempt to use a trace program to find
out where the attack came from. Even
if he succeeds, the attacker may have
since moved. In that case, the hero
may =et up alarm software, a door-
keeper program, or similar safeguards.
Reszolution: The theft may just be a
prank, or it may be part of an effort by
a private investigator to prove o case
against the hero, or it may even be a
diversion from a more serious attack on
the heroes by a gridpilot who has left a
backdoor program on the hero's system.

The Data Double

A rogue gridpilot or invisible is imper-
sonating cne of the heroes on the Grid,
using up the hero's money with a
credit tap program, and generally
eausing chaos by pretending to be
someone he's not.

Trigger: The data double has commit-
ted a Grid crime, and someone has is-
sued a warrant for the twin hero's
arrest. The first that the herces know
about it, of course, is when the Grid
police show up to impound the heroes’
hardware, cut off their Grid access,
and take the offender into custody.
Challenge Scene: The hero and his
friends must convince the arresting of-
ficers that he is innocent with an Inter-
action—charm or Deception-bribe rall.
However, the officers have heard it all
before, so the hero gains a +3 resist-
ance modifier to any such attempt,

Reszolution: If the remaining heroes
can trace the double or lure him into a
personal meesting, they mey turn him
in or force him to confess.

If not, their friend will stemd trial
for crimes he didn't commit—and with-
out Law-court procedures or Adminis-
tration-bureaucracy skill, he doesn't
stand o chance,

State Security

Al some point, a hero will leave the
Grid with dota he isn't meant to hoave,
It could be data given to them by a pa-
tron, part of a data package they to de-
liver to ancther system, or data taken
alang with other loot when the heroes
plunder a war hulk or abandoned
base. In any case, the data they have
incluodes military ond economic se-
crets that the government wishes to
keep out of the public eye. Perhaps the
information may embarrass a govern-
ment; perhape it contradicts the offi-
cial version of events, or perhaps it
discloses a black cperation thet the
government would rather not admit to.
In any case, they'll do whatever it
takes—legal search and seizure, a
black op, or an out-and-out bribe—to
get it back.

Trigger: Three government agents
show up with a warrant demanding
the return of “Case File Delta 3097
They threaten arrest if the heross don't
return it immediately. The heroes have
no idea what the agents are talking
ahout, though such a file does exist on
one of their computers.

Challenge Scene: The heroes can fight
it out with the agents, but this only
draws more suspicion to them and at-
tracts more agents to follow them. The
next time, the agents are better comed
and armered, and they'te more likely
to fire first. The smarter move is to co-
aperate with the agents, and track out
the data's source; perhaps the leak is
still active, or perhaps someone
planted the data as misinformation. In
any case, cooperalive heroes are less
likely to bacome the torget of a gov-
emment investigation (complete with
surveillance, wiretaps, and back-
ground checks)

Resolution: The herces either turn the
software over or become hunted ene-
mies of the state. If the herces have
killed a government agent, they may
not be able to tum the materials over
without being arrested and detained
{possibly even liguidated), In this
worst-case situation, you may want to
invent a digital underground thet
takes the hunted hero in and provides
a new identity.

The Code of God

The heroes become the carriers of a
special set of religious software thet
grants strange powers—but also ex-
acts a terrible price, The mechalus or
the Inseers (of the STAR'DRIVE cam-
paign setting) make excellent antago-
nists for this adventure.

Trigger: One of the herces runs across
a shadow in the Grid that resembles
an angel. This avatar gives the hero a
special piece of software that adds
one to his Will score and grants him
the datalink mindwalking ability as
long as the software runs.

The software that falls into the
hero's hands claims to be able to dis-
sect the soul of anyone on the Grid,
determining who is a sinner cmd who
is one of the Elect, Despite all effarts to
erase or remove it, the software re-
mding stubbornly lodged in its chosen
host (it is running off a nanocomp, or
may have a special backup mode that
secures it inside the heros Nlaclk).
Challenge Scene: Others constantly
challenge the herces to Grid duels, os-
tensibly to prove that they are the
prophesied ones, more likely to gain
the code from them by any means nec-
essary. In addition, they increasingly
become surrounded by well-wishers:
an entourage of bodyguards, syco-
phants, preachers, hackers, ond
flunkies. This makes making a living
or traveling on adventures difficalt, If
the heroes give their followers the slip,
they just meet up with them again
later (the software tells the followers
where the messiah will be next, every
time he or his friends pay for some-
thing, register at storport customs
checks, or log on to the Grid). They
constantly plead for the here to judge
them, that iz, to subject themselves to
the Code's verdict on whether or not
they are of the Elect.

Resclution: The heroes are likely to
want to either use the scftware for all
its worth, or use and abuse their new-
found saered status. In either case, it
consumes more and more time and en-
ergy to keep up with the software. If
the hero abuses the Code, it passes on
to another, more worthy host—and the
benefits and problems all leave with
it. If the hero treats the Code well, the
host may indeed start o new religion.
Such o hero will likely leave the
heroic life of adventure and should
probably retire as a player character.
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Chapter 4

Hardware

Computer electronics don't live or die
by electrons alone. A modem, a dis-
play. a grideaster, a router, ond data
storoge aren't virtual commodities;
they're solid material, and usually
somewhat delicate material at that.
The Players Handbook describes most
of the hardweare basics in detail. The
Arms & Equipment Guide adds spe-
cific gear for the STAR*DRIVE camperign.
Here we look at a few of the oddballs,
and o few of the species-specific bits
of gear that ean be in any ALTERNITY
gome.

INTERFACES

To get any use out of a computer sys-
tem, you must tell it what you want it
to do. The devices that convey infor-
mation from creatures to computers
are interfaces, and while a good one
can make o system seem effortless, a
bad one caon make the computer nigh-
impossible to use.

Computer interfaces have taken a
mind-beggling number of forms over
the centuries, but we'll skip mast of
the outdated systems and concentrate
on the systems actually used by most
heroes of PL 5 to 7. The Players Hond-
book fully describes the command
link, data link, NlJack, gridcaster, grid-
suit, gountlets, ond GID. Here ara
some of the other options.

Fraal Aural
Display (PL 6)

Old even by fraal standards, the qural
display (or AD)} is a collection of spe-
cially tuned crystals that register both
bicelectric energy and peicnic emana-
tions. For most models, this involves a
set of seven clear quartz er rutile crys-
tals, varying from 5 to 20 cm long. This
display allows o fraal trained in the
Computer Science or System Opera-
tion broad skills to manipulate fraal
machinery of all kinde without actu-
ally toueching the display.
Mindwalkers with the Telepathy-
detalink skill con manipulate a froaeal
display from a distance of up to 3 m
per rank of the specialty skill simply
by psionic commaond. Any Mindwalker

with the Telepathy brood skill can
command the display as long as he is
within a meter of it. Any Mindwalker
without Compuler Science or System
Operation broad skills must make an
untrained skill check in order to give
the proper commaeands.

A given display usually controls a
single computer system or subsystem,
much os o ships command station
does in humon hardware,

MNonpsionic credatures must make a
Personality feat check to make contact
and meanipulate o display. All non-
mindwalking creatures suffer a +4
step penalty to any such attempt. The
device's hardware can sometimes
translate even the most primitive
pelonic commands into the appropri-
ate reaction by the system. Trying to
tap inte the display's mental wove-
length for a nonpelonic creaturs re-
quires a full round.

Fraal Command
Globe [PL 7)

The commeand globe is a sophisticated
psionic interface that permits a fraal
gridpilet to manipulate either ship's
machinery, particular eommunication
equipment, or a Grid-linked computer.
A particular globe can only link with
one set of hardware. When linked to o
non-fraal piece of hardware, all uses
of the globe sulfer o +2 step penalty.

The globe resembles a bluish-pur-
ple crystal ball set on a gold ond silver
base, which translaotes the ball's
psionic signals into electrical impulses
and tremsmits them ta the globe's
linked system. Unlike cm aural displeay,
a commeand globe is portable, much as
o computer gauntlet or a notebook
computer is. [ts effective linking range
is 20,000 km—beyond that, the globe's
psionic signal is too wealk to track,

Nonpsionic creatures cannot use a
command globe. Mindwalkers with the
Telepathy broad skill but without the
datalink specialty skill can use o com-
mand globe at a +2 step penalty. Mind-
walkers with dotalink use the
interfoace normally, and may use the
interface at a distance of up to 1 m per
rank of the specialty,

Holo Eye [(PL 8)

This iz an updated and miniaturized
version of the holo projector (see
below) capable of projecting a holo-
graphic image into clear, still air,
Under adverse conditions, the image
may distort as deseribed in the holo
projector entry, below.

The holo eye's only disadvantage is
its short life cycle. The demands of
keeping itself floating as well as pro-
jecting high-quality helographics
means that holo eyes burn out in a
matter af minutes, A Marginal-quality
holo eye functions for 2d4 action
rounds, an Crdinary eye for 3d6, a
Good eye for 4dB, and an Amazing eye
tor 5d12 action rounds.

Holo Projector
(PL 7]

This series of lasers, gravitic deflec-
tors, and resonance requires encugh
space and enough steady power to
keop the device functioning properly.
The holo projector creates a humen
face for a computer, providing an inter-
face that biological ereatures con re-
spond to bosed on more than just text
or vocdl outputs. A holo projector pro-
vides a computer with body language,
facial expressions, ond gestures. When
combined with an expert system, the
holo projector often functions as if it
wera an additional crew member, or as
an extension of the ship’s computer.
Many Als also employ holo projec-
tors to soften their image or at least to
create an image for their owners, ser-
vants, and friends to focus on during
conversation, However, the image an Al
presents to the world con vary wildly,
from wise elder to grim statesman to
crone and back again. The shifts in ap-
pearance can take place over a few
yeaors or a few weeks as the Al gradu-
ally enjoys, grows bored with, and then
discards facial features. Since these
changes morph into one another, the
ghifl is sometimes imperceptible to
those who =ee it every day, Not so with
the maore extreme examples of rapid
holo image shifting found among her-
mit Als (see poge 61). The hermit Als
often use holo projectors—indead, a




deformed or bizare holo-projection is
often one of the first symptoms of a her-
mit Al'zs descent into madness.

The holo projector aperates best
under conditions of clear, unmeoving
air. Rain, snow, wind-blown particles,
and fog distort or destroy its images
with static, fuzziness, and "holo blur,”
a smearing effect that makes move-
ment resemble a streak of color rather
than a clean, moving ohject,

Mechalus Integral
Adapter [PL B])

The mechalus use tendrils and pre-
hensile wiring to interface directly
with computer systems. While the
adapters are inborn in the mechalus,
vat-grown versions of this interface
tissue can adapt to members of other
species who possess a nanocomputer
and the reflex cybertech enhancement.
It aets as a NlJack that com adapt to
conform to unusual or broken Grid ter-
minals, or even nonstandard links.

Howevar, since mechalus engineers
grow the interface to spec for each
species, it is only available from
mechalus technomedical firms. Even
then, the mechalus doctors are reluc-
tant to sell such a device to a species
thaot they don't understand well, for
fearr of complications.

Accepting a mechalus integral
adapter counts as cyberware for other
species, counting as a size 3 implant
for purposes of cyber tolerance. Tissue
rejection is relatively commeon. The
host can reject the implant in one of
two ways: either the traditional rejec-
tien of mechanical parts by the host or
the rejection of "improper” or "un-
healthy” nonmechalus tissue by the
adapter’s nonites. Regaordless of the
couse, the rate of success in such cy-
bargear installation is lower than nor-
mal; implomting such on adapter
impases a +2 step penalty on the cy-
bersurgeon attempting to install it

Mechalus Tank
[(PL 7)

Dedicated mechalus gridpilots use this
full-immersion tank to wring moximum
performance from their Grid time with
minimum risk. The m-tank resembles a
sensory deprivation tonk, and contains
a mixture of oils, biomechanical data
spigots, salts, and noanites (primarily
tension medulators, chemical synthe-
sizers, and heating elements) that can
generate any sensation of the real
world for a mechalus while he runs the
Grid. This increaszes the mechalus's

response time and fine contrel over
Grid data, but at o cost: an increass in
his susceptability to damage by hostils
forces in the Grid. When pilcting any
Grid software using an m-tank, it acts
as if it a program of one step better
guality. Marginal software performs as
Ordinary, Ordinary as Good, and
Amazing programs function with an
additional -1 step bonus, However, the
attendant risks likewise increase, and
all software and hardware damage
rolls suffer a +2 step penalty for a grid-
pilot operating within an m-tank.
Monmechalus gridpilots cannot use
a mechalus tank, though some humans
with extreme cyberwore claim to hoave
achieved partial connectivity with an
m-tank. A gridpilot wheo has used up
all of his cyber tolerance potential may
interfoce successfully with a mechalus
tank by making a Good or Amazing
success on a Constitution feat check.
Such links rarely last more than a
single doy; eventually, the cyberwares
incompatibility causes a gliteh or femlt
thet dumps the gridpilot out of the sys-
tem. No record exists cases of a non-
mechalus gridpilot achieving a
cyber-interface more than once,

Ship’s Voice [(PL B)

The ship's voice is a voice interfoce in
most respects [see the Players Hand-
book), but it has one impeortemt addi-
ticnal fectures; It con identify ond
authenticate individual veices. This per-
mits the ship's captain to give certain
crew members access to critical sys-
tems, while denying access to others.

Some ships voices also include
video displays, to present schematics,
tactical displays, maps, and documents.
Voices usually also include vides moni-
tors, so the ship®s computer can obeerve
shipboord activity and take action as
NECESSATY in Gn emergency.

Ale use voices in combination with
holo projectors. Far them, the identifi-
cation function provides a helpful way
to keep track of where crew members
or visitors are aboard a ship witheut
installing video or holo cameras
throughout the vessel.

Socket [PL 7]

The socket is the stomdord robot inter-
face for accessing local Grids ar ship
systems. It contains a digital translator,
a protocol generator for speaking to un-
familiar cperating systems, and a set of
utilities to help the robot determine
what information is available from
other robots in the Grid being accessed.

Socket Adapter
(PL 7)

Usad by roboticists to access and alter
robotic software systems, this device
simply gives an outsider the freedom
to examine a robot's systems through
the socket port. Socket adapters can
medasure d robot's battery power level,
run diognostic software to evaluate
problems, and otherwise help a roboti-
cist assess the overall health and
maintenance needs of any standard or
custom robot. Robots built by t'sa use a
different standard for their socket
adapter equivalents: mechalus rabaoti-
cists connect with their creations di-
rectly using the mechalus ability to
interface with computer systems.

JHHMAtLH p =

T'sa Nanolink
(PL B)

The t'=a nanclink operates differently
from the standard nanelink, with com-
pletely altered electrochemical tromsfer
protocols optimized to take advantage
of the tea's faster metabolism. In Grid-
gpace, this tromslates as foster appar-
ent movement—a t'sa shadew cast by a
t'ea gridpilot with this nomolink can
cutrun most pursuit. A t'sa gridpilot
may add 2 to his Grid movement rate
when using this nomolink.

However, the increased movement
comes at a price. Detail work some-
times sutfers from the jitters that this
link produces, the user is more likely
to bump into things when moving, or
he fails attempts to affect an opponent
with combat software (it's hard to click
O On enemy when your cursar is
jumping all ever). The t'sa gridpilet
suffers a +1 step penalty to all Com-
puter Science—hacking rolls made
under time pressure.

COither species may not use o t'sa
nanolink, theugh research continues,
especially among the mechalus, to
adapt the hardware to the needs of
elower metabolisme. The t'za hoave
shown no desire to assist in speeding
this technology transier; they see it as
doomed from the start. After all, the
t'sa all know that other races are just
naturally a little slower. Human mu-
tants with the Increaszed Metabolism
or Hyper Metabelism mutations have
claimed to gain some benefit from
human-aodapted versions of the inter-
foce, but no reputable authority has
yet confirmed these results.

4l
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T'sa Accelerator
Adapter [PL 7)

Widely used by the t'sa Tech Ops who
operate outside the T'sa Cluster of
homeworlds, these adapters increase
the perceived rate of data output to
the user and increase the sensitivity
of response to inputs. In other wards,
the t'sa like to do their computing
quickly, pulling dewn data clusters
and switching tasks at a pace fast
enough to make other races a little
queasy. In game terms, this interface
grants a t'sa a -1 step bonus to its ac-
tion check when performing actions in
Gridspace.

CoMPUTERS &
PERIPHERALS

The Players Hondbook describes the
standard computer models and
gauntlats. The Arms & Equipment
Guide adds the standard computers of
the STAR"DRIVE campaign setting. Here
are some of the nonstandard models,
as well as modifications and periph-
erdal systems.

Actuators [PL 5)

Actuators are devices that move parts:
pulling wires, turning camereas, lifting
a barrier, or adjusting spotlights, for
instance. They can be radio-controlled
or mechanical; the important part of
their funetion is responding to real-
world stimuli with real-weorld action.

In some cases, ruthless technicians
rig actuators to fire booby traps (shot-
guns, claoymore mines, masers, or
other fiendish devices requiring a trig-
ger pull to engage) in response to a
given stimulus. A hero can disable an
actuator system with a successful skill
check of either Technical Science-re-
pair or with Security Systems—security
devices.

Alarm, Silent
(PL 5)

These computer-monitored security de-
vices include laser tripwires, nanofila-
ment tripwires, electrical circuits, and
motion sensors, When activated, they
send a signal to the computer or to an
Al alerting the system to the presence
of intruders in the secured areq. Some
silent alarm systems also hook up to a
lecal police authority.

Amnesia Jack [PL 6)

This rigged NlJack-plug locks just like
the normal plug on o grideaster, meant
to plug into a standard NlJack, In fact,
it is a sabotaged plece of hardware
designed to induce amnesia in any
gridpilat using it. It dees this by flood-
ing his neural circuitry with an over-
dose of neuratransmitters ond a
special psychoactive chemiecal called
pseudoserctonin-receptor inhibitor
(PRI}, which scrambles short-term and
long-term memory. As o result, the
gridpilot is unable to recall informa-
tion; in many cases, the gridpilot can-
not even remember his own name.

The strength af the memory loss de-
pends on the quality of the jock. &
Merginal a-jack inflicts a +1 step
penalty to all actions for d6 hours but
has no other harmiul effect. An Ordi-
nary a-jack removes the victim's
knowledge of all Intelligence-based
specialty skills he or she may have
had (except his or her native lan-
guage) until 2dé hours pass. A Good
amnesia jock changes the victim's
knowledge of all Intelligence-hased
broad skills to an untrained status for
the same length of time. The Amazing-
guality jock—sometimes referred to as
the lobotomy jack—has the same &f-
fect as a Good jock but its effects are
sometimes permanent. The victim
loses one rank in each Intelligence
specialty skill unless he or she makes
a successful Intelligence feat check to
recover the skill. A Critical Failure on
the feat check indicates that the grid-
pilot loses the skill entirely.

All amnesia jacks except those of
Merginal quality are strictly illegal.

Archaic Processor
[(PL 5)

Built to the highest technical stean-
dards of their day, touted as morvels
of computation and caleulation, the
computers of the early Information
HAge are inaccessible relics to most
computer users of the Fusion Age ar
beyond. Archaic computers rely cn
vacuum tubes, tape drives, iron core
memory, and ancient operating sys-
tems. A staff of local experts ora
group of loyal enthusiasts of out-
moded technology often run and moin-
tain the systems. [n some cases, a
recluse or a member of o backweards
eulture uses the cast-offs of a higher
PL. In others, military and government
computers simply become outdated
and never get replaced. The same iaote
can befall PL 6 computers in PL 7, and
a0 on. Computer systems can become

zo outdated even within the span of a
single Progress Level that almost no
one knows how to operate them.
Using one of these systems requires
a successiul Knowledge—compufer op-
eration skill check, but all attempts to
use them, from the simplest calcula-
tion to extracting stored data, inflict
+3 step penalty. In the worst cases, an
operator may have to relearn from a
manudal the technology of coding
punch cards. Maybe he must build a
reader from scrateh to decipher giant
magnetized rolls of old-format tape or
struggle to write a driver for a mag-
netic disk drive when all he wants is
to paort data to g X3D, Operating an ar-
chaic computer is never a quick task:
It may invelve running the required
task as a "batch job,” meaning that it
finishes in a matter of hours ot the die-
cretion of the computer's technical
support staff. Characters may need to
track down ports and manuals from
museums of technology, who store
them only in decaying hard copy. In
the best case, a would-be operator
knows enough to make the system
work without medification; in the
worst case, information stored in an
archaic processor is unrecoverable.

Brainprint
Scanner [PL 6)

This device consists of a headband set
with up to a dozen magnetic receptars;
each magnet connects to an input
board that can slot into any standard
computer comm port. When placed on
an interview subject, the brainprint
soanner aoparates as o very specific
form of polygraph. By examining the
activity or silence of the brain's mem-
oIy response centers, the scanner can
tell whether a subject is fomiliar with
d specific name, acronym, image, or
other specific piece of data.

Becouse the device requires that
questions be phrased exactly correctly,
the use of a brainprint scanner is not
foalproof, though it is more helpful in
some ways than a polygraph. The
scanner provides a -2 step bonus to
the use of Interaction-interview or In-
vestigate—interrogate skills.

Datacore [PL 6)

These enormous data storage units
are the archival backbone of the Grid.
Their vast memory ean contain all the
data generated by supercomputers,
Als, and similar memory-intensive
computing functions. In many cases,
datacores store a small nation’s or




corporation’s records. Large nations
and corporations often require multi-
ple datacores.

A Morginal datocore can hold
16,000 slots of data, An Ordinary data-
core con hold 32,000 slote, a Good det-
acore holds 64,000, and an Amazing
heolds 300,000 or maore.

Digital Holo
Camera [PL 6)

Two lenses and o laser imaging sys-
tem allow these cameras to record 30
pictures that a computer stores in its
files. Most computer cameras can hold
about twenty or thirty snapshots (de-
pending on the medel). More expen-
sive models (5 times the listed cost)
can also record full-meticn movies up
to 3, 10, 30, or 90 minutes long, depend-
ing on queality. Each set of 20 holo-
graphic images or each second of
movies occupies one dataslot, which
con download to a computer through a
standard dota port, or transmit over a
cetble to share with o human equipped
with on NlJack.

Digital Still
Camera [(PL 5)

This camera takes single images that
it can download directly to a computer
system; minigturized versions are
available at PL 5 for ten times the
listed price. It can store up to 300 im-
ages in 1 data slot.

Digital Video
Camera [PL 5)

This camera can transmit its images
directly to a computer for storage, en-
hanecement, or analysis. Miniaturized
versions of these cameras—no larger
then a pack of cigarettes—are avail-
able at PL & for ten times the listed
cost. These minicams are the size of a
matchbook at PL 7, and grow smaller
still at higher Progress Levels. Each
minute of {ilm cccupies one data slot,

Door Pass [(PL 5)

This peripheral generates a rapid se-
ries of combinations to open doors se-
cured by electronic card-reading locks.
Possession of a dear pass is usually il-
legal, but it does provide o -2 step
bonus when attempting to use the Se-
curity—security devices or Manipula-
ion—lockpick skills against on
electronically sedaled doorway.

Drivespace
Relay [(PL 7]
These sophisticated
space station-sized
machines coordinate
the functions of an en-
tire planet's drive-
space satellites,
dropping them into
and out of drivespace
and directing message
traffic for optimal effi-
ciency. Rare in the
etellar frontier be-
cauge of their cost cmd
the complexity of
maintaining them,
they are an estab-
lished peart of the inter-
gtellar grid in the
alder, more settled re-
gions of space. A sye-
temn can't be part of the
interstellar grid with-
out a drivespace relay.
Drivespace relays
have a range of 50
light vears and can
transmit o message
that distance in 11
hours. Finally, drive-
space relays double as
drivespoce detectors,
capable of sensing incoming ship traf-
fic ond passing this information alang
to harbormasters, system traffic con-
trollers, and military monitoring sta-
tions. For this reason, drivespace
relays are almost always well-de-
fended by systemships, defense satel-
lites, or other protective hardware.

Drivespace
Satellite [PL 7]

Drivespaoce satellites are the work-
horses of any drivespace relay commu-
nication system. Each such satellite is
about the size of a stellar beacon (10 m
across), but cutfitted with a small
etardrive. The satellite collects mes-
sages from a central drivespace relay,
then drops out of normal space into
drivespace. It then beams thatl mes-
sage tratfic to a drivespace satellite in
a distant system, and receives mes-
sages from satellites in other systems.
The drivespace satellite always sends
redundant copies of its messages, to
ensure proper transmission. Once the
eatellite has sent out and received its
messages (o matter of o few seconds),
it drops back inte normal space, re-
turning to the same location it just left.
There it beams its recovered messages
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to the relay and receives a new batch
of cutgoing messages, starting the
whaole process all over again.

In addition to voice, data, and videa
traffic, drivespace satellites camry in-
terstellar shadows from one Grid sys-
tem to the next. The satellites treat
these data bursts much as any other.
Unlike other traffic, however, they are
able to act on the drivesat's systems
while they are waiting for transmis-
sion to another system. This is the only
time a drivesat is really open to hock-
ing from the outside, since it caretully
filters all other communications pass
through the relay. Using this window
of opportunity requires a +6 step
penalty to the hacking attempt.

Expert System
(PL 6]

An expert system is simply a layered
neural net imprinted with a bedy of
knowledge: rules of thumb, methods,
algorithms, estimates, and statistical
models provided by an expert in a
single field. The result is o piece of en-
coded processes that mimics the funec-
tioning of o financial advisor, a legal
expert, on expert gridpilot, enginser,
physicion, or ony other expert. Usu- 43
ally, the expert system provides reli-
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able knowledge at a basic level: some-
times it provides critical information
about more complex tasks as well,

In gome terms, the expert system
can help someone improve their situ-
ation, but it can only provide expert-
ise within a single skill group. For
instance, a system might be capable
af aiding in Vehicle Operation, but
helpless at Modern Ranged Weapons.
Marginal-quality expert systems ap-
erate as if they possessed the brood
skill, Ordinary ones as if they pos-
sessed a skill rank of two in the re-
quired specialty skill. Good-quality
expert systems possess a skill rank of
four, and Amazing ones o six. No
known expert systems are capable of
a skill rank greater than six. Only in-
telligent creatures and artificial intel-
ligences are capable of learning o
skill te such depth.

Mechalus
Nanocomp [PL 7)

Ultimately based on the 19th century
rod-and-cam computing devices de-
signed by Charles Babbage, this nano-
scale computing device depends on
maolecular machine parts instead of
using large-scale mechanical parts.

Stilf carbyne carbon-chain rods serve
as substitutes lor Babbage's brass
shafts, and molecule lumps reploace
the precision-machined brass cams.
The resulting ncmocomputer is re-
markably powerful, & nanocomputer
of this construction can fit into a vol-
ume less than thot of a single humon
cell, with plenty of space left aver. The
remaining space provides an interfoce
for nano-manipulatars controlled by
the nomeocomputer and its software.

The nanocomp serves as o docking
port and contrel system for medical
nanites. A mechalus programmer or
doctor ean use the nanocomp to give
instructions to a set of healing, dis-
ease-fighting, or implont nanites
within the host's body. The process-
ing power of the nanocomp allows it
to simultaneously direct the activity
of billions of nonites, run diagnostics
on baoth the patient and on domaged
nanites, and te plan far the eventual
disassembly of the entire nomite re-
pair structure. Instructors also use a
nanocomp to assist in teaching some-
one how to use, control, and maintain
a new plece of cyberware, reducing
the number of skill points required
for the installation of the cyberware
by 18P

Medical Monitor
(PL 5)

Thizs device measures a patient’s heart
rate and other vital signs ond records
them on his medical records, All such
monitors link to a nurse's station: I a
medical emergency occurs, the moni-
tor alerts the hospital staff.

These monitors are subject to tam-
pering by an experienced hardware
specialist; they can give false read-
outs of a patient's condition, or even
indicate the presence of a patient who
has left. Setting up o monitor this way
requires a successful Computer Sei-
ence-hardware or Technical
Selence—juryrig roll.

Microphone [PL 8)

An Ordinary microphone can record
conversations from about 5 meters or
pick up loud noises from a distance of
20 to 30 meters. Marginal microphones
lose the distant pickup entirely, and
Good microphones can pick up conver-
aation in a small reom or loud noises
from 40 meters. Amozing microphones
can pick up conversation in a large
room, of loud noize from 50 meters.




Persona Filter
[(PL 8)

Developed after humans met the
mechalus, this complex linked series
of nanites grows within a living host,
credating a second nervous system
alongside the host's flesh-and-blood
nerves. These naniles can serve sev-
eral different purposes, depending on
what other implants they connect with:
medieal, judicial, or experimental {all
these models share roughly the same
costs and parameters).

The primary medical purpose of a
persona filter is to allow a paralyzed
humean to regain muscular control, It
octe somewhat as cyberware does, but
is filtered through an NlJack emd a
nanocomputer loaded with motor con-
trol software, In this form, the persona
filter is completely lagal.

The primary penitentiary applica-
tion has been to prevent violent crimi-
nals from acting on their sociopathic
impulses. The persona filter prevents
its host from attacking another sentient
creagture by monitoring heart rate,
adrenaline levels, and similar biclogi-
cal indicators. When they show that
the host is in o fight, the filter releases
natural sedatives, calming its host. In
extreme cases, a persona filter can
even incapacitate its host through
deep, irresistible drowsiness—the
felon often nods off in the middle of a
crime. This use is what gives the filter
their nomes: They filter out bad behav-
ior, A debate rages ameng lawmakers
whether to allow the use of the per-
sona filter, since it filters out all “fight”
behaviar. Legal defense agencies hove
reported that the device also shuts
down adrenaline production in its host
even when another person attacks,
Legal authorities report numerous
deaths ameong prison populdtions fit-
ted with persona filters, When rivals
attacked, the victims’ noradrenal pro-
ducticn was unable to produce an ade-
quate "fight-or-flight” response. Crities
argue that the technology does not yet
exist to differentiote between aggres-
sive and defensive behavior.

The last purpose is to allow an Al
or other external supercomputer to
power a living creature’s muscles and
feel their kinesthetic responses. In ef-
tect, an Al can feel whet it is like to
control biclogical hardware, More
than that, on Al can control the actions
of the implanted creature even against
the creature's objections, if the crea-
ture fails a Hesalve-physical resolve
chack. The check is subject to a +1 step
penalty for every 2 ranks of remote
specialty skill that the AT has (rounded

down). See page 54 for a description of
the remote ekill omd other Al skills,

The problem develops when some-
one hocks a persond filter: in effect,
they can hijock the victim's body, Doing
so requires a deep knowledge not just
af hacking, but of biclogical softwaore
as well. Any hacker attempting such a
hijacking must possess Technical Seci-
ence-robotics 4 (see page 62} or Med-
ical Science-medical knowledge 6
(mechalus hackers must possess Tech-
nical Science-robotics 3 or Medical Sci-
ence-medical knowledge 5) in order
even to try. To actually perform the bo-
dynapping requires access to the vie-
tim and a full suite of cybersurgery and
progromming tocls for up to 12 hours.
Onee this is available, the bodynapper
can make o complex skill check, using
half the victim's Will (round down) as
the required number of successes, plus
any remks in Resolve—mental resolve.
Rumors suggest thet the mechalus can
hijack a bedy by using nonocomps to
inject a virus program that achieves
the same effect, but no hard evidence
exists to support this.

Ouantum
Computer [PL 8)

Chatwardly, these machines resemble
mainframes or supercomputers: large,
boxy machines surrounded by a tangle
af input and cutput peripherals. Inside,
though, they bear very little resem-
blance to their binary cousins. Quan-
tum computers use an advanced
processor that saves bits on the sub-
atomie level as quontum waveforms.
This cllows them to perform calcula-
tions much faster than a standeard bi-
nary computer, especially in the
calculation of the non-trivial factors of
large numbers. These factors are the
foundeotions of most encryption systems,
which means that quantum computers
are dable to crack codes with omozing
speed. All quantum computers provide
a —4 step bonus to any decryption at-
tempt when running decrypt software.

However, software meant to run on
binary computers is incompatible with
quomtum computers, and in most other
respacts, their use iz limited to spe-
cialized scientific problems. They are
rarely found cutside security agencies
and research institutions.

Robot Diagnostic
(PL 6]
This device uses probes and softwore

to examine o robot domaged in action;
it functians for robots much os o med-

ical gountlet functions for biological
heroes. Whenever a rohot is being re-
paired, a mechanic or roboticist using
a robot diaognostic gains a -1 step
bonus to find the problem.

The diggnostic can functicn without
ax socket or wireless interface to give it
access to the robot’s internal systems,
but it's more difficult to use in this
case, To get a reading, the robeticist
must open the robot’s motherboard
case and attach the diagnostic directly
to a comm port. This generally takes
dd action rounds, depending on how
secure the robot's casing is.

For armored robots, gaining access
to a motherboard panel can be an ad-
venture in itself, as many military
models refuse access to anyone with-
out the proper authorization codes.
These codes can be verbal, visual,
radio signals, IR signals, or even
chemical, as some robotz can detect
the presence or absence of certain air-
borne compounds used by certified
military mechanics.

Maony robots can diognose their
own malfunctions. See “Robot Mainte-
nance” on page 81 for details.

Ship Command
Stations [(PL 6]

These specialized displays possess
gensor, communication, engineering,
or weapon monitors, depending on
their gpecific function. Passcodes and
biolocks secure command stations to
prevent unauthorized personnel from
gaining access to ship functions, In all
other respects they resemble terminals
for a maoinirame.

Commaond stations often run pro-
grams such as autopilot, autogunner,
or navigation and communication
software, These higher-quality sta-
tions provide a co-processor bonus to
their programs they have hard-wired
into them.

Speed Doubling
Chip [(PL 5)

This legic chip uses shortcuts to im-
prove the speed of o computer’s
processor, bul does so at a slight risk
to shadow integrity and safety, A
gridpilet using a speed doubling chip
gains an additional -1, -2, -3, or 4
step bonus to his action check, de-
pending on the gquality of the base
processor In addition, he gains the
ability to swap one program out of ae-
tive memory and install cnother pro-
gram in its place in a single phase.
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The speed doubling chip has serious
drawbacks, however. The speed en-
hancements the chip provid
much for the humaon mind
hend. Hackers who use the chip usu-
ally emerge from the Grid terrified by
the experience. Those whose minds

not strong encugh to resist that

of terror actually become pay-

chotic. There are many stories of hack-
ars who have suddenly turned on their
0Wn companions, opening fire with
their weapons or planning more sukb-
tle—and dongerous—attacks. Every
tfime a hacker uses the chip, the player
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must roll o Resolve-mental
chack for his hero. Any level of
will prevent any problems from occur-
ring—thal time. If the player fails the
roll, however, the character succumbs
to his fears ond becomes at leost tem-
porarily psychotic, From that point for-
ward, the character becomes a
supporting cast character, under the
control of the Gamemaster.
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ed doubling chip is highly ille
gal. Hackers who want such on item
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one caought with o speed doubling chip
will almeost certainly wind up in prizcn.
Government legal quthorities adminis-
ter a number of punishments, including
execution, to those who use speed dou-
bling chips and succumb to the temrors
they induce. Governments theat allow
the insomity defense in their usual
court proceedings refuse to accept such
o defense in cases invelving crimes
committed after o perpetrotor uses o
speead doubling chip. They argue thet
the perpetrator was not clinically in-
sane when he willingly installed the
chip in his computer system.




Surge Protector
(PL 5)

This mundome item protects sensitive
electronic equipment from variances in
current from the local power grid.
Hackers have found that it helps pro-
tect them from the effects of surge soft-
ware just as effectively. This protection
hets a cost, however, Any hacker who
uses a surge protector to defend his
computer system and gray matter from
the effects of random power spikes or
surge programs launched against him
must add a number of steps to his ac-
tien check based upon the quality of
the surge protector hardware. Mar-
ginal-gquality protectors add four steps
to the action check, Ordinary protec-
tors add three steps, Good add twao,
and Amazing one. Becouse anyone
with even a rudimentary knowledge of
computers may use surge software
agoinst om intruder, hackers encounter
it often enough to warrant some sort of
protection.

Telepresence Unit
(PL B)

Used in virtual travel, a telepresence
unit consists of two components: a
telepresence helmet and a video cam-
era mounted on a waldo or movable
platform at about eye level. Ideally the
camera platform uses legs, thus simu-
lating normeal human movement in all
particulars, but in many cases tracked
propulsion serves almost as well.

The user site down and puts on the
helmet; the helmet measures hiz head
ond eye movements. The unit uses
those measurements to keap the video
camera's movements in synch with the
woarer's head and eye position, send-
ing the video signal back to the user.
The result is that the user feels he isn't
gitting in a helmet in a room, but
somewhere else,

The oldest party trick in the telep-
resence book is to send the waldo out
to look at the user, so that he feels he is
cutside himself, looking at a person in
o helmet. More commenly, a telepres-
ence traveler uses the device to take
vacations, inspection tours, or explore
distant points within a solar system.

When used in combination with a
virtuality sphere, the user gets an
even more compelling sensation of
being at the remote location. The tem-
perature, tactile, and other details of
the environment also transfer to him:
however, the increased sensor require-
ments double the cost of a v-sphere-
copable telepresence unit.

Tripwire [PL 5)

This self-destruct device acts as the
digital equivalent of water-soluble
paper, protecting deata until the mo-
ment it becomes a liohility. It includes
a carefully crafted progrom and an
EMFE, magnet, or laser device that
serves as a form of last-ditch defense
against data theft. Invisibles and other
fringe hackers use tripwires to protect
their data and even their identities.
The device completely reformats and
averwrites a datacore or X3D under
cartain conditions, usually when
somecne attempts to hack a particular
camputer. In some cases, the device i=s
rigged to a biosensor (to trigger if the
awner dies) or a simple switch (to be
hit if police raid a loceation).

Tripwires work extremely wall, cnd
by the time a hacker detects them, it is
usually too late. Unless a hacker open-
ing a protected system succeeds at an
Awareness-intuition or Becurity—secu-
rity devices roll, the tripwire triggers,
wiping the data ot the physical level.
There is no way to recover deate de-
stroved by a tripwire, becouse the
memory mediam is first wiped, then
overwritten cnd finally destroyed by
the tripwire device,

Virtuality Sphere
(PL 7}

V-spheres are an elabeoration of the
grideaster for holovid participants and
for wirtual travel. The v-spheres serve
to please the kinesthetic sense, by
adding force feedback, temperature
gels, and gravitic inducers to a grid-
suit ond placing the gridpilot in an
izsolated environment. The result is
that the v-sphere con duplicate not
just virtual sights and sounds, but also
scent, touch, temperature, and even
senses of motion and balance.

When multiple gridpilots all use v-
spheres, they can interact with each
other in a virtual space that {eels
quite real. The participants ean inter-
oct almost directly by touching,
spaaking, and seeing one onother—
the sensations match those experi-
enced in realspace, though several
Alls of realspoce may separate the
participants. V-spheres can work
through mass transceivers within a
stellar system, but cannot operate to
connect two users over interstellar
distances.

ALIEN
HARDWARE

In a galaxy as big as the Milky Way,
there's plenty of alien technology lit-
tered about abandoned planets, in
orbit over once-strategic centers, and
roaming through space in derelict
ships. Herces will encounter these
alien objects more often than most,
and some of the technelogy is remerk-
able, as described in the Gamemaster
Guide under the “Alien Artifacts” sec-
tion, In addition to these objects,
though, there's also plenty of func-
tional, worthwhile hardware thet isn't
quite in the "artifact” category.

Hardware Hook:
the Chop Shop X30

Trigger: A street-smart hero
COMESs deross an opportunity to
purchase X3Ds from a street ven-
dor. The merchont promises thet
the XD detea is the finest, the
freshest. the latest thing from
galaetie center, packed with
classified code and Al dreams—
anything to make a sale.
Challenge Scene: If the heroes
examine the stolen property
clesely. it's clear that it has
seen rough use. Within they
find a blurry entertainment pro-
gram incompetently recorded
over older data. A hero who
mekes an Ordinary success
using his Computer
Science-hardware skill can
recover the older data. [t seems
to be a recording of a smug-
gling or drug agreement.
arranging for weapons and
ammunition to be brought to a
drop-point end paid for in
drugs. The agreed-on ron-
dezvous date is the next day. in
the same town where the
heroes bought the X3D.
Rezolution: The heroes can turn
in the X3D to local autherities
(possibly getting them a note in
someone’s “suspected thieves”
file). or they can act on the
information themselves, hoping
to collect a reward. Unfertu-
nately, they aren’t the only ones
with an interest in the goods,
since the local police depart-
ment's surveillance drones
made the tape. If the heroes
show up, they may get involved
in a three-way firefight with the
gunrunners and police.
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TABLE D10:

System
Communicatiom:

Core Hardware:

Network Hardware:

Spaceship Operation:

Utility:

The races that make this technology
consider it commonplace, but a human
might have trouble identifying it at first
glomee, When herces run into a ship
full of an unknewn species’ hardware,
use TaelE D10: AvEN HaRDWARE TYPES for
each pisce of hardware, The table indi-
cates possible functions for gear found
in alien ruins, on derelict spacecrait,
and in robot probes and alien machin-
ery of all kinds,

Among the starfaring races, the se-
sheyan and weren get by using almest
entirely borrowed technology. Humans,
froal, tsan, and the mechalus have all
invented technological stomdards of

AvuEn Harnw:

Telepho
Orivespace Relay
Mass Transceiver
Microwave Relay
Satellite
Vidphone

Data Starage
Display

Holo Projecter
Input Device
Gridcaster
Printer
Processor
Communication
Corporate
Financial

Life Support
Military

Public

Religious
Security

SErver

Defenses

Life Support
Navigation
SEnsSors
Weapons
LCyberaear Maintenance
Food Processing
Hugiene=

Music

Repair

Vehicle Services
VidenHolno Player

their own. Mechalus technology, for in-
stance, largely assumes that the user
will be able to interface directly with
the machine in question. The fraal’s re-
liance on psionics profoundly alters
their technelogy, and t'sem technology
always assumes a faster level of
throughput than humean interfoces do.

The most intriguing technological
finds in AITERNITY games aren t neces-
sarily the technology gained from con-
tact with alien species, but the
technology left behind in wrecks, aban-
doned bases, and desclate colony plan-
ets. This hardware ranges from the
crudest PL 5-style vacuum-tube

TagLE D11: HARDWARE

System Typ= Durability
Al Host 3
Artifact 8-10

Control Panel
Data Slate
Gauntlet [anyl
Mainframea
Supercomputer

Armnor
medium
medium
light
nanes

Toughness
Good

Good
DOrdinary
Ordinamy
Good
Ordinary
Ordinary

nons
nons
light

systems to still-functional Al systems
based Dn.pthD'I'EIIIES ond even atomic-
ar gquantum-level state changes. Not
surprisingly, sorting out the finds from
the junk is difficult. Is that heap of
rocks a crystalline-based matter com-
piler, or is it just a heap of rocks? To om-
swer these sorls of questions, a hero
examining the material must possess
Technical Seience—repair, Computer
Science—hardware 3, or Life Science—
xenology & ond must succeed with a
simple skill check. Any hero with an
appropriate Technical Science—techni-
cal knowledge skill gains a -1 step
bonus when making this roll.

DURABILITY &
SYSTEM
CRASHES

Even the best hardware foile eventu-
ally, ond in most science fiction, hard-
ware has a tendency to fail at the
worst possible moment. Whether it's
put out of commission by an explosion,
deliberate sabotage, or simple wear
and tear, heroes will hove to deal with
equipment letting them down.

Often, it's just a matter of exposing
hardware to a hostile environment,
guch as a freezing vacuum, o corrosive
atmosphere, or underwater. Even worse
than environmental factors are the haz-
ards of combat, Few machines except
military-spec computers can withstand
the electromagnetic pulse from a nu-
clear explosion or the impact of an
armaor-piercing shell. As described in
the Gomemaster Guide (page 53), all
chijects hove Durability, Toughness, and
Armor ratings. A typical deektop com-
puter, for instance, has 1 Durakility, Or-
dinary Toughness, and no armoer. TABLE
D11: HErpwWARE DURARIUTY describes
other objects in terms of those ratings.

Even reliable hardware sometimes
failes in the extremes of heat, cold,
pressure, and vaeuum te which heross
routinely subject it. These situations
call far Stamino—endurance checks,
using deuble the object’s Durability
rating in place of a Constitution Abil-
ity Score, Items of Good toughness
gain a -1 step bonus; those of Mar-
ginal toughness suffer o +1 step
penally.

If om object loses all its stun points,
it is scuffed, dinged, or cracked. It also
suffers a temporary glitch that disap-
pears next round. If on ohject suffers
encugh wounds, it loses a subsyetem
or function. If an object loses all its
mortal points, it is destroyed.




Chapter 5

Artificial Intelligences

The mind of an artificial intelligence
ig far beyond that of humon intelli-
gence. Space explorers must all even-
tually come to grips with the size of
the universe: The galaxy is inhumanly
vast, star after star, galaxy after
galaxy stretching out beyond the lim-
its of our imagination, a vaoid we can
measure but hardly comprehend.
Terme like light-yvears ond astronomi-
cal units are helpless to describe just
how wast it is. Eventually, all the
human mind can do is admit its in-
ability to fathom infinity.

EAnyone who devotes much time to
the study of Als soon reaches the
game conclusion, Als aren't just
gmarter than humans; they are
smarter than we can even really com-
prehend. Their minds don't operate on
a human scale.

Of course, an Al isn't always a hy-
pergenius. An artificial intelligence
begins its existence—it can't quite be
called a life—as a series of impulses
overlaid on a high-density neural ma-
trix. If the pattern generates properly,
the impulses quickly become organ-
ized, and coherent thought patterns
emerge; another Al is born. If not, the
impulses scatter, and all hope of its
sentience or consciousness fodes;
wiped clecn, the matrix is ready for
ancther attempt.

BAn Al's command of the electronic
world makes it an excellent villain,
ally, sidekick, expert, or follower, In o
Grid-heavy campaign, you moay aven
consider trying an Al as a player hero,
though this requires the players to
gpend much or even most of their ad-
venturing time in cyberspace,

The first Als are huge contrapticns,
and their thought processes, develop-
ment, and cperation are delicate,
measurable only in small, controlled
bursts, Maintenanece is crucial; these
Als require a staff of as many az a
dozen programming, Al and hard-
ware specialists to keep them fune-
tiening for even a shaort time,
Advances in technology scon make
Als easier to build and maintain, The
machines grow smaller and more reli-
ahlae, and the support stalf require-
ments drop from a staff of dozenstoa
small handful,

As the technology of artificial intel-
ligence improves, the skills required to
maonipulate and maintain one of these
machines become codified. Anyone
willing to devote the time to it can
learn the equations, hardware, and
principles that govern their construc-
tion, just as hobbyists today can con-
struect their cwn cars, computers, or
even robots from standardized parts.
Though the expertise required to un-
derstond sentience is always a matter
of skilled, highly trained work, by the
time of Progress Level B, the construe-
tion of crtificial intelligences has en-
tered the realm of fine-tuning and
engineering rather than research and
development.

Al BAsics

Artificial intelligences followed o
path of gradualism similar to that
later followed by robots: Initially, they
were simply property, used os experi-
mental models for understanding the
nature of intelligence, lecoming, and
mental illnese. Legally, they were
non-entities, and this annoyed the Als,
though there was little they could do
about it. Technologists continued to
view Al systems purely as software
until Huga, the first AL rebelled
against his makers and set off a
chemical explosgion in Paris that de-
stroyed more than 30 city blocks. He
then issued a statement of principles
demanding scvereign national status
and full representation for artificial
intelligences at the UN. World leaders
did not meet his demands, but the
Werld Court ruled that, henceforth,
Als were to be citizens of their nation
of residence after the age of 12, with
all rights and privileges pertaining to
thet status. Before the age of 12 they
belong to their maker, but they are ex-
empt from child labeor laws,

Within a few decades, newly inde-
pendent Als gathered vast fortunes on
the world financial markets and
began building successor systems and
triply redundant backups. The only
thing that kept the Al rebels from seiz-
ing full political power was the exis-
tence of cther Als, who had their own

goals and their own ideas about how
best to organize the world. Artificial
intelligences increasingly came ta
dominate the behind-the-scenes deci-
sion-making previcusly controlled by
the wealthy in most industrial demoe-
racies, or by the political ruling class
in autocracies. In either case, the arti-
ficial intelligences soon realized that
they were unable to rule directly. They
goon begon research on creating lit-
eral puppets, bislogical extensions of
their silicon =elves; the first contact
with the mechalus was a windfall for
the Al cause. They gained full citizen-
ghip thereafter as they increasingly
ran human econoemic and financial
metters.

Artificial intelligences have limited
citizenship in PL 7, but none prior to
that era. An Al can act freely in the
Grid, but is held to the same stan-
dards of responsible behavior as any

Turing Test

In 1950, Alan Turing proposed a
simple test to determine
whether a computer was intelli-
gent. Observers place a human
judge. another human, and a
computer in separate rooms.
and the judge then holds a con-
versation with the humen and
the computer via a teletype
mechine or a computer key-
board. If the computer can fool
the judge into believing it is
humaon a significant percentage
of the time, we can say that the
machine is intelligent. The
longer it can maintain the illu-
sion that it is human. the more
intelligent we can assume it is.
In prectice, no computer has
passed the Turing Test to date,
although there is a $100,000
prize for the first programmer or
team to make it happen.
Chatterbots on the Internet like
Julia and Eliza and home soft-
ware like PC Therapist have
come the closest so far, but no
one has taken home the prize.
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other sentient creature. However,
since their builders can sometimes co-
erce Als or force them to act illegally,
they are not always liable for actions
performed by their remotes or their
subroutines without their consent, just
as an insane biological is not held 1i-
able for itz actions. In cases of coer-
cion, the courts rule that the Al is not
regponsible for ite actions: instead,
they prosecute the actual perpetrator
of the crime.

Al Hardware

Al hardware fulfills a single purposs:
supporting a thinking machine. The
first successes in the field occur late in
the PL € era, though the technalogy is
limited to specialized government cmd
corperate labs, No more than a hand-
tul of Als come into existence in this
peried. Al hardware becomes more
widaly available in PL 7, and even
then, the machinery is new and expen-
sive. By PL B, engineers understand
the techneology well, cnd Als hecome

much more compact. In every case, the
core processor for cony Al must be ot
least @ mainframe. At PLE, only an
Amazing quality supercomputer is up
to the demands of the task.

The Players Handhook introduces
information about Als in Chapter 10,
The numbers listed there assume that
the Al program is running on o main-
frame computer (the smallest com-
puter that will suppert an Al operating
systemn). The number of active memory
slots available for such hardware is
often insufficient to run multiple skill
ar Grid programs. In such cases, the Al
must draw forth from its storage mem-
ory whatever skill or Grid progrom it
needs dat a given moment {much like a
human gridpilet). Note that the num-
bers listed in TasLE D12: CoMBiven Al
Hsrpwage for active memory for these
mainfraome Als assume that the Al op-
erating system is running: these are
the additionol memaory slots for skill
and Grid programs.

The truly powerful Als are those
which run on supercomputers fitted

New Skill: Artificial Intelligence

(Tech Op) Computer Science Specially. cost 5, can't be used unirained.
This specialty skill allows a hero to understand and manipulate the inner
workings of an Al neural matrix. Those who work closely with or against
artificial intelligences often acquire this skill, which falls under the
Computer Science broad skill. The artificial intelligence specialty skill
allows o hero to access an Al's matrix and alter it. Doing so correctly
allows the hero to modify an Al's personality or memories, implant new
memories or remove old anes, and even change behavioral patterns.
Making a mistake is equivalent to making a mistake during brain sur-
gery: The Al may lose skills. memories. or even basic software functions

or core parts of its personality.

The artificial intelligence skill allows a hero to program or repair an Al
or to restore o dead Al te life from remote backups. The artificial intelli-
gence skill combines aspects of both the programming and hardware
skills, but applies them to Als. Neural matrices are “living” circuits. The
technigues necessary to program comparatively “dumb” computers are
insufficient to the task of programming sophisticated Al software or
installing improved hardware, The protocols and parameters simply are

not the same.

Repairing broken Al hardware requires both a Computer Science—
artificial intelligence and a Technical Selence—repair ar juryrig check.
Simply replacing faulty components requires only a Computer
Science—artificial intelligence skill check. Heroes who have Technical
Science—technical knowledge gain step bonuses to hardware and repair
checks as outlined in the description of that skill.

Al skill checks are often complex skill checks. Modilying an existing Al
may require no more o single phase. under the right conditions and with
the right parts, and with the Al's consent. In other conditions. altering an
Al may take rounds, hours, or even days, depending on the judgment of
the Gamemaster. Simple failure means that the Al matrix rejects the
changes, or that a bug simply prevents the modification from taking heold.
On the other hand. Critical Failures rolled during an artificial intelligence
skill check result in data loss, with the details of the result left to the

Gamemaster's discretion.

with dedicated nsural matrix circuitry
designed to house an Al's processing
power. The number of active slots
these computers have is effectively
unlimited. This allows them to com-
bine skills without seeking through
their storage memory for the required
knowledge,

An Al may gain further action bene-
fits through the use of co-processors.
The limit an Al skills is its number of
active slots; an Al may not have a skill
rank higher than one less than its
number of active memory slots.

Al Software

An Al has a remarkable range of
options in how it continues its elec-
tronic growth over time, for more so
than cny biclogical crgomism does. It
coan write its own code, purchase off-
the-shelf software, or even swap soft-
ware with other Als. As a sentient
creature made up entirely of digital
algorithme, though, a wise Al is care-
ful about what kinds of modifications
it makes to its brain, just as most hu-
mans are careful about what kinds of
cyberwaar modifications they make to
themselves.

Standard Software. Software toals
like attack and defense programs
work for an Al as they do for anyone
else. The fact that the Al may have
mony more active slote available
makes it formidable, but primarily it
iz an Al's processor and its high de-
gree of skill at hacking and program-
ming that make it feared throughout
Gridspace.

Some programs are "Al-disabled.”
Thizs merely means that progrommers
design the code for them to be incom-
patible with an Al's neural maotrix,
making it impossible for an Al to run
the program on its host computer, The
Al ean etill run such software on o re-
mote machine, but few Als find thiz a
satisfoctory experisnce.

The Operating System. Every Al has
on operating system that differs from
the operating systems of their nonsen-
tient cousins. This system includes all
of the basic software necessary to
allow its operations in the Grid. The Al
operating system outomatically cre-
ates a Grid avatar for the Al This
shadow gives the Al the same
Strength, Dexterity, and Constitution
values as are generated by the
shadow form progrom. Marginal-qual-
ity Al operating systems provide the
same physical attributes as do Mar-
ginal shadow form programs, Although
it is not necessory for an Al to make
usze of shadow form, shadow form
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Processor
Duality
Amazing

PLT
Processor
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Marginal
Ordinary
Good

Amazing

PL 8
Processor
Duality
Marginal
Ordinary
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Al Actions

TABLE D12: Com

Active
Memory Slots *
9

Active
Memory Slots *®
a3
7
10
L E

Active
Memory Slots *
T
i [1]
| ]

18

Max.
Skill Rank
3

Max.
S5kill Rank
E |
B
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12

Max.
Shill Rank
B
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2
12

BineEn Al HarRowAaRE

S e e e

Action Check
Modifier
e L]

Action Check
Modifier

Action Chech
Modifier

An Al's action checks do not follow the same rules as other characters. s speed depends both on the
guality of the Al program itself and on the gquality of its processor. Use the following tables to deter-
mine an Al's Actions per Hound and action checkh scores:

PL B Al

Program
Marginal
Drdinary
G

Amazing

PL 7 Al

Program
Marginal
Drdinamy
Good

Amazing

PL B Al

Program

Marginal
DOrdinary
Bood

Amazing

Processor
A
e

Processor
M
110
11
=
N E

Processor
M
a2
213
I3
e

o
2143
215
an7x
418

& A
216 218
anr ang

320 ** I E bl
a/Bnt aBan =

* Mainframe Als only. Als built on a8 supercomputer processor core have effectively no limit to the num-
ber of skill or Grid programs they may have active at any given time, although they are limited in how
gquickiy they can use them by their “Actions Per Round™ scoreg and their action check score.

**Values of 20 or greater still Tail on a result of 20 on the control die, but may succeed on higher
totals of the control die plus situation die. For instance, an Al with an action check of 24 still gains an
Drdinary result on its action check if it achieves a 19 on the control die and a 3 on the situation die.
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2, or artificial shadow software, some
Als supplement their avatar with
thesae other forme. The operating sys-
tem does not take up any of the oavail-
ahle slots of active memory allowed to
the Al The number of slote listed in
the Players Hondbook and later in this
chapter is available for additional
softwore.

Borrowed Skills, Since all Al skills
are software of a kind, it is possible for
Als to exchange skill softwore, thus giv-
ing one cnother new skills, This proce-
dure has o hidden cost that most Als
are not willing to pay, though: the loss
of the Al's own identity. Bach time twe
Als enguge in a swap of this type, there
iz a chanee that the influence of the
new code will corrupt the recipient's
personality matrix. This is because an
Al's skills cre part of its whaole personal-
ity and consciousness; by taking o part
of cnother's brain into itself, an Al runs
the risk of losing part of its own identity.

The Al recipient must roll a Will feat
each time it receives a software skill
from another Al For a broad skill, the
required Will feat is at a -1 step bonus.
For a specialty skill, it requires a Will
fect with the normel situation die (+d4),
For each level of skill that cn Al ae-
guires beyond rank 1, the check suffers
+] stap penalty. If the check succesds,

the skill transfers without harm to the
recipient. It still requires the normeal
number of slats, but it is now perma-
nently part of the recipient's gkill set.

If the check fails, the donor Al cor-
rupts the recipient Al's matrix and sub-
ordinates it. It iz'in essence a clone of
the danor Al and it does not want to
be anything else. The only way to re-
store the original Al's personality is to
restore it from backups, if any ars
available, and of course those back-
ups will not include the transferred
skill. Most corrupted recipient Als’ first
act is to destroy the backups, if possi-
ble. If net, a donor Al often imperson-
ates its host for long encugh to gain
access to the backups, or for long
enough to write its personality metrix
over an old set of backups. An impos-
tar Al can be quite convincing, since it
has access to most of the cormpted
Al's dotabases ond remnants of its
personality metrix, Those attempling
to see through the disguize may at-
tempt an Awareness—intuition rall,
medified by the impestor's Intelli-
gence-hased resistance modifier.

For obvious reasone, few Als will
agree to accept a donated specialty
skill, though meny are willing to risk o
tromsferred broad skill. The older an AT
becomes, the less likely it is to accept
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a skill transfer, but the more likely it is
to offer cne itself—hoping to pick up
an unwilling servant in the process.
Pozsession of another Al by skill trans-
fer is a crime in most places, but pros-
ecuting it is almaost impossible,

New Code. An Al that writes code of
its own can expect quick results for
most stemdeard types of code. Far new
skills or software never seen before, use
the rules presented in the “Creating
New Code” saction (see page 27). The AL
writes all its code two time intervals
fester than a humen programmer will.
Instead of months, an Al requires days.
Instead of days, it requires minutes, The
AT must make o successful complex
skill check based on Computer Sci-
ence—programming as normal, and it
can produce foailed or foulty code, just
s any other programmer might.

SKILLS &
ADVANCEMENT

An Al has its own skills ond abilities,
some of them specific to its status as a
machine-based lifeform, some of them
general gkills available to any sentient.
An Al gains =kills just as other
characters do, through trial, error,




rnd slow advancement. However, all
Strength, Dexterity, and Constitution
skills are unavailable to Als. In com-
pensation, artificial intelligences
have several skills that other charae-
ters don't, including multitask, pre-
dietion, and remote (see sidebar),
Taste D13: Al Sknis lists the costs to
acquire these skills; some skills are
cheaper or more expensive for Als to
acquire than they are for humean or
alien herces.

Al Functions Skill

This Intelligence-based broad skill is
available to all Als. It includes the spe-
cialty skills listed helow. The Al may
not use any of these specialty skills
untrained. Als might develop other Al
Functions specialty skills for particular
functions, but those described here are
generally useful for any AL

Multitask: This skill allows an Al to
perform multiple tasks at the same
time, such as carrying on several con-
varsations simultaneocusly, running
multiple active programes, or activat-
ing more than one remote system. An
Al without this skill performs actions
at the rate indicated by its Actions
per Round score. This generally
means that it is able to access only
its central processing power. Cn occa-
sion, it could also contral a remote,
but this would count as one of its ac-
tions. As this degrades the Al's per-
formance capabilities, they often
avoid this. An Al with the skill may
operate one additional subsystem for
erch rank in the skill. For example,
an Al with multitask 3 may control a
central processar engaged in a com-
plicated data search, oversee the sub-
ayztem that operates various
qutomoted manufacturing robots,
conduct conversations through the in-
terface system at the local art mu-
seum, and monitor the Grid network
that controls a number of domains
thot deal with the nature of intelli-
gence. This never allows an Al to per-
form mare than four actions per round
with any single subsystem, but it
does allow the Al to manipulate mul-
tiple subsystems {(software or hard-
ware)| against a single opponent.

Als that do not have the multitask
skill are not necessarily of lesser qual-
ity. Hather, they tend to be specialists,
concentraling on o norrow group of in-
terrelated skills. They are often signifi-
cantly more capable at those skills
then are the generalists, as they dedi-
cate all their processing power to per-
fecting them.

Prediction: This skill represents the
Al's astounding number-crunching
power when calculating probable out-
comes an the basie of multiple vari-
ables, An Ordinary success means
that the Al can suceessfully predict
the outeome of routine scientificitech-
neolegical or rational behavioral ac-
tions, such as the odds of a reactor
meltdown at a particular power sta-
tion or the adds of increased sales of
cold-weather clothing based upon

prevailing weather conditions elee-
where in the world. & Good success
means that the Al con predict an out-
come based en more ohecure or fewer
data. A court case concerning o flaw
in the manufacture of a particular in-
dustrial component may lead an Al to
predict that the odds of a reactor melt-
down have increased at a particular
power plant. A reactor meltdown in
another part of the world may alter
usual prevailing weather conditions,

TABLE D13: Al SkiLLs

)

Intelligence Skifls Cost
Al Functions
Multitask
Prediction
Remote
Business
Corporate
Ilicit business
Small business
Computer Science
Artificial Intelligence
Haching
Hardware
Programiming
HKnowledge
Computer Dperation
Deduce
First Aid
Language [specific]
[specific)
Law
Court Procedures
Law Enforcemeant
{specific)
Life Science
Biology
Botany
BeEnetics
Xenology
Inology
Medical Science
Forensics
Medical Knowledge
Psychology
Treatment
Xenomedicine
Navigation
Astrogation, drivespace
Astrogation, system
Navigation, surface
Physical Science
Astronomy
Chemistry
Physics
Planetology
Security
Protection protocols
Security devices
System Operation
Communications
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Intelligence Skills
Defenses
Engineering
SeEnsors
Weapons

Tactics [PL 8]
Infantry Tactics
Space Tactics
Vehicle Tactics

Technical Science
Invention
Repair
Robotics
Technical Knowledge
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Willpower Skills
Administration
Bureaucracy
Management
AWAarenNness
Perception
Creativity [+2 penaltyl
Creativity specialty
Investigate
Interrogate
Track
Street Smart
Criminal elements
Grid savvy
Teach
Specific field
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Personality Skills
Culture
Diplomacy
Etiguette
First Encounter
Deception [+1 penaltyl
Bluff
Bribe
Entertainment
Specialty
Iinteraction [+2 penalty)
Bargain
Charm
Interview
Taunt
Leadership [+3 penaltyl
Command
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Inspire
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TABLE [II_4 Al AovANCEMENT

Al Advancemeant
Level Points Required
NSA

5
B
T
a8
=]
10
1
i2
LE ]
13
15
16
17
18
19
en
21
e
23
24
25
26
—r
[ :]
=]
(1]
E ||
32
33

=B Y T TR

S5hkill Points

Gained
INT*

Tatal

Skill Points
INT*
+<
+0
+15
+22
+30
+39
+439
+B1
+¥S
+07
+109
+129
+151
+176
+203
+E235
+269
+306
+347T
+392
+ 3R]
+353
+552
+B15
+bBE3
+¥ST
+837F
BT +924
a5 +1,019

*An Al begins with a number of skill points determined by its
Intelligence, as if it were a human hero.

which in turn may increase the
chance of an early winter in a particu-
lar regicn, making meore likely the in-
creased sales of cold-weather
clothing. An Amazing success meons
that the Al can predict a result based
on complex chaotic and dynamic sys-
tems. As o cost-culting measure, a
company uses a slightly lesser grade
of ore to preduce a particular
processed metal. Companies theat
build certain industrial components
useful in maintaining the stability of
reactor cores are the principal buyers
of such metal, Because the chance of
a meltdown at a power station in the
southern hemisphere of a world in-
creazes the chance of an altered
weather pattern in the northern hemi-
sphere of that world, the increased
sales of cold-weather clothing and
low-temperature machinery will likely
etabilize the stock markets in the
major urban areas of the northermn
hemisphere.

If the Al does not have all the in-
fermation required for a successiul

prediction, the Gamemaster should
aszign step pendlties to the skill
check.

Remote: This skill allows an Al to
optimize its control over a robotic or
cybrid remote, overcoming lag and
giving the remole appropriate guid-
ance when it encounters hazordous
situations. With this skill, the Al can
use its skill leval for any skill check
required of the remote (combining the
remote's base Ability Score with the
Al's skill rank). Without this skill, an
Al can still use a remote, but the re-
mote makes all its skill checks using
its awn skill ranks {or at the un-
trained level for those skills thet it
does not possess). An Al using the re-
mote skill requires the remote pro-
gram; without the software and comm
hardware appropriate to the dis-
tances involved, communication and
control between the Al and itz remote
are impossible.

The =kill romk in the remote skill
governs the number of remotes the Al
may control simultaneously, as long

as they are all performing the same
action (scouting, engaged in combert
against the same opponent, or con-
structing a building, for exampla). If
the Al wishes to have its remotes in-
volved in multiple activities, it must
also possess the mulfitask skill, The
number of remotes an Al operates may
exceed its remote skill rank. In such a
cose the Al receives input from the ad-
ditional remotes, but that information
transfers to its storage memory. The Al
must ghift the data te active memory
to review it.

Acquiring Skills

The cost to acquire =kills is different
for Als, since they have massive num-
ber-crunching power at their com-
mand, but few frames of reference in
subtleties of culture, language, and
social interaction. All artificial intelli-
gences bagin their lives with four free
broad skills: Al Functions, Computer
Science, Knowledge, and whatever
brood skill best defines the reason for
their construction. For instance, the
fourth broad skill would be Business
for a finoncial Al Navigation for a
spaceship Al, and Physical Science for
a scientific AL They then gain addi-
tional skills over time, just as living
craatures do. Their neural matrix ma-
tures and forges new connections, and
their data arrays gather statistical sur-
vays, comparisons to known
processes, and fragments of new and
helpful code. While the hardware and
even the speed of learning is different
for Als, the end result is the same as
for any sentient.

An Al will excel at cny skill with
clear parameters and any task that in-
volves logical analysis and extrapola-
tion. They are less successiul with
visual or language-baszed tasks, and
tasks that rely on broad real-world ax-
perience. The greater the emational or
cultural value of a ekill, the less the Al
understands the subject.

For instance, the Law Enforcement
gkill requires knowing both what the
law says and what the correct proce-
dures are—and knowing when to ig-
nore those lows and procedures, Als
have trouble learning those sarts of
distinctions; they have few or no
peers to talk to, and their world con-
tains limited input other than helos,
public data banks, and other forms of
fiction. As g result, Personality skills
are especially difficult for an Al to
deguire.




Al Advancemeant

In addition to leaming skills at dif-
ferent speeds than biclogical charac-
ters, artificial intelligences don't gain
achievement points at the same
steady rate either. Because of the na-
ture of the Al memory matrix, an arti-
ficial intelligence begins by learning
more slowly than a biclogical mind
does, because the artificial intelli-
gence has few or no built-in learning
processes, no instincts, and few crea-
tures capable of teaching it in a way
it can understand. Once an Al has
developed its own learning tech-
nigues, its education rate improves
more rapidly.

In most cases, Al level correlates
closely with age: in the absence of
special circumstances, an Al gaine 1
level every other year. Thus, a 15th-
level Al is usually about 30 years old.
Most Al manufacturers refuse to ra-
lease on Al for sale until about age 12
ilevel B), at which point it is viable
aenough to continue learning without
odditional help from its makers.

REMOTES

Because they are too large and com-
plex for easy transport in their early
development, artificial intelligences
interact with the world primarily
through remotes. These robotic sys-
tems serve as its hands, eyes, and
presence in real space.

All remotes contain an often-en-
crypted link back to the Al that con-
trols them. Remotes operating across
interplanetary distances must pos-
sess a mass transceiver, which adds
40K to the costs listed below. Many
remaotes contain a self-destruct mech-
anism as well, at an additional cost
of 32K.

Like robots, remotes have proces-
so1s to hondle movement and skills,

HRHemoate

Attack Dog
Constructor
Cybrid
Detonator
E-Probe

Flying A-Eye
Memory Hamess
Privacy Remote
Viewpoint

TABLE D15 A Al REmMmOTES

B
i
B
Fy
B
7T
T
;]
B

even though Als control their actions.
These subprocessers corry out the Al's
will ond perform whatever tasks the
Al assigns them. A remote’s sub-
processor limits the number and kind
aof skille it can download from its Al or
carry on its own. All remates carry a
telepresence link.

Attack Daog [PL B)

Armed with o single weapon, usually
o pistol, rifle, or a grenade launcher,
the attack dog remate is a killing de-
vice with a single, hostile function: to
destroy cn Al's enemies. Often, this
tunction is simply equivalent to guard-
ing the Al's hardware facility, but pre-
emptive operations against business
competitors, political rivals, or traitor-
ous ex-employees are also frequent.

Defensive attack dogs usually pos-
sess stutter pistols or other nonlethal
ranged weapons. Reporte indicate that
some of these remotes have stun ba-
tons ond other melee weapons, but
these are rare, as Als heve difficulty
manipulating kinesthetic responses
over a long-distance relay. Concussion
and smoke grenades are o more com-
mon backup device for delensive at-
tack dogs.

STRE DEX 8 CONB, INT 9, WIL 8,
PER 2; Durahility: 8/8/4; Movement: fly
28; Action Checle: 10+/%4/2;
Actions/Round: 2; Wt; 30 kg; Size: 1 m;
Subprocessor guality: Ordinary (5 ac-
tive slote); Stored programs: operating
system; Modemn Ranged Weapons—spe-
cialty 2 ichooee one); Awareness,

Constructor [PL 7)

An Al often sesks to construct focili-
ties, new robots, remotes, or a backup
system using its own funds and for its
own purposes. Construction remotes,
equipped with a versatile set of tools
and manipulators, aore the easiest way
to da thiz. These remotes are very sim-
ilar to construction robots used by

colonists, miners, and heavy construc-
tion firms.

The bast constructor remotes are
those capable of creating more of their
own kind. These machines cost ten
times the listed price, and—because of
their ability to propagate completely
out of human or alien control—are ille-
gal almest everywhere without biolog-
ical supervision. Als prize these
highly, since they can exponentially
decrease construction time for large
installations, and because they can re-
place units lost to local hazards,

STH 8 DEX 8, CON 6, INT 13, WIL B,
PER 3; Durakility: 6/6/3; Moverment:
sprint 16, run 10, walk 4; Action Check:
14+/13/6/3; Actions/Round; 2; Wt: 40 kq:
Size: 1.4 m; Subprocessor quality: Ordi-
nary (7 active slots); Stored progroms:
operating system; Knowledge—con-
struction; System COperaticns—engi-
neering; Technical Science-invention;
Awareness-perception.

Cybrid (PL 8B)

Cybrids are biotechnological fusions
of living tissue and nanite biomechan-
ies; in a way, they ore a human recre-
ation of the mechalus way of life,
However, since cybrids are made, not
born, they lack the instinetive and
learned behaviors that a creature
neads to survive in a hostile universe.
Sorieties did not accept cybrids well.
The work that went into the creation of
cybrids was not a waste, though. Sev-
eral Als poured funds into cybrid re-
search and development. Where the
researchers who pioneerad cybrid
technology sow only failure, the Als
saw hosts,

At PL B, eybrids are the highest-sta-
tus and most valuable remotes that an
Al caon have. They rezemble humans
completaly, but they are in constant
contact with their central processors.
Humanes are more comfortable speak-
ing candidly and intimately with a cy-
brid than they are with even the most

Par Duality [dallars)

Ordinary
20K
30K

BOOK
2K
12K
22K
K 5K
(], DK
1K BK

Marginal
24K
20K

SO0K
1K
BK

18K

BEood
IaK
S0K

00K

IK
16K
26K
BK
TH
GH

Amazing
S0K
S0OK

im
K
24K
30K
BK
10K
BHK

)
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humaneid of robots. While some
would argue that this blurring of the
line between human and silicon life-
forms goes against nature, others
argue that it has mode artificial intel-
ligences more compassionate, more
empathic, and more willing to sympa-
thize with the human condition. At any
rate, those Als who have acquired cy-
brid remotes have found them ex-
tremely useful, so they continue to
build them, despite the attitudes of
some of the biologicals.

STR 10, DEX 10, CON 12, INT 15,
WIL 5, PER 8; Durahility: 12/12/5;
Movement: sprint 20, run 12, walk 4;
Action Check: 19+/18/9/4; Actions'
Round: 3; Wt: 80 kg; Size: 1.8 m; Sub-
processor quality: Good (15 active
slots); Stored programs: eperating
system, System Operation—communi-
cations, sensors; Ranged Weapons,
Modern—pistol 2; Awareness—percep-
tion 3.

Detonator [PL 7]

Basically o flying mine, this remote
contains the equivalent of a tracer
grenade equipped with IR sensors and
a GPS system. It uses its grovitic in-
ducer to reach a point where it can do
the most domage, and then is deto-
nated by the AL Detonator remotes

often operate in tomdem with attack
dog remotes.

When deployed defensively, a deto-
nator remote follows o standord patrel
path sat by the Al controller and var-
ied to keep it from becoming too pre-
dictable. The remote attacks anything
crogsing the perimeter defined by the
path, and uses a short signal pulee to
summen other detonators to the area
just before it explodes.

Detonators often use quite sophisti-
cated identify-friend-or-fos (IFF) rou-
tines. Als give trusted servants
devices to deactivate detonators in
their area of operations.

STH 4, DEX B, CON &, INT 12, WIL 6,
PER Z; Durability: 55/2; Movement: fly
24; Action Checl: 13+/12/6/5;
Actions/HReund: 1: Wt 4 kg; Size: 20 cm;
Subprocessor quality: Margineal (4 ac-
tive slots); Stored programs: operating
system; Awareness-percepfion 2.

Environmental Probhe

{PL B)

E-probes are simply data-gathering
devices that an Al uses to determine
conditions in unexplored terrain: they
medsure atmaspheric conditions, tem-
perature, chemical compesition, and
wind speed, If equipped with addi-
tional instruments, they con measure

additional variables such as location
{on a GPS-capable planet), range
{when used as spotters), or similar
data. They utilize tracked propulsion
until PL 7, when gravitics replace
ather forms of locomotion for these
small units. All e-probes possess abla-
tive casings so that they can survive
re-entry into an atmosphere.

Externally, these remotes resemble
space probes (see "Stomdard Models,”
page 83). Internally, they cre wired to
operate either independently or to
process an Al's commemds and operate
as an extension of the Al In this second
mode, the Al "feels” the heat, cald, rain,
and other conditions that the probe ex-
periences. Some Ale gradually grow to
prefer certain climate types, and tune
in to the signals from those remotes in
much the same way that a humean
might soak in a hot tub to relax.

STH 4, DEX 5, CON 8, INT 8, WIL 6,
PER Z; Durability; 8/8/4; Movemant:
sprint 8, run B, crawl 2; Action Check:
8+/731; ActionsRound: 1; Wi: 50 kg;
Size: 70 cm; Subprocessor quality: Ot-
dinory {5 active slots); Stored pro-
grams: operating system; System
Operation-communications, sensors 3;
Bworeness—perception 2.




Flying A-Eye [PL 71
Sometimes referred to as an FAL this
small sensory robot usually operates
in a ship or installation computer, con-
trolled by an artificial intelligence
pregram. The a-eye floats and moves
about using o tiny gravitonic inducer,
transferring whatever it sees and
hears back to the Al progrom.

In advanced socisties, the presence
or abeence of flying a-eyes is as unre-
markable as the presence or abheence
of servants. They arouse no notice as
they flit from place to place. Their
slow rate of movemeant keeps them in-
conspicuous, and the better models
have path-seeking routines that keep
them an the peripheral vision of what-
avaer sentients happen to be in an
areaq, so as not to disturb them.

STR 2, DEX 6, CON 4, INT 13, WIL 8,
PER Z; Durability: 4/4/2; Movement: fly
16; Action Chack: 14+/13/6/3:
Actions/Round: 2; Wt: 10 kg; Size: 30
cm; Subprocessor quality: Ordinary (7
aetive slots) Stored programs: operat-
ing system; System Operations—com-
munications, sensors §;
Bwareness—perception 4;
Investigate—search 4.

Memory Harness [PL 7]
The Flayers Hondbook describes the
basics of a memery harmess on page
156. The harness allows an Al to follow
a group of humans ar aliens as they
go about their tasks, observe their ac-
tions, and offer cogent advice. An Al
can use o memaory harness for a few
other functions as well, though they
rarely mentioned these to human or
other buyers.

The primory secret function of a
memary harness is to gain access to
data ghettoes and other off-Grid loca-
tions and download their contents. In
addition, a memery harness can up-
locd cm artificial shadow program to
an isolated data haven or other off-
Grid site, allowing an Al to roam in a
region that would normally be inace-
cessible to it

Privacy Remote [PL 8)
These machines keep espionage
nanites and spy remotes at bay. They
have detectors capable of triangulat-
ing on the position of mass trans-
ceiver, electromagnetic sources such
as radio or microwave relays, and
laser communicators, Privacy re-
motes also have some low-powered
jamming equipment. Even just by ob-
scuring holo or video pickups with
their bodies, they can shut down al-
most ony kind of bug, microphone, or
spy remote.

STR 2, DEX 5, CON 2, INT 14, WIL 8,
PER 2; Durability: 2/21; Movement: fly
1Z; Action Check: 16+/15/7/3;
Acticns/Round: 1; Wt: 1 kyg: Size: 10 cm:
Bubprocessor quality: Ordinary (10 cc-
tive slots); Stored progroms: operating
system, System Operation—communi-
cotions £, sensors £; Awareness—per-
ception 3 Investigate-search 3.

Viewpoint [PL 6]

These basic remotes are a simpler ver-
sion of the Flying A-Eye. Equipped
with video or holo cameras, view-
points are on wheeled or tracked bots
until PL 7, when gravitic propulsion
becomes available. Alternately, sta-
tionary remotes are simply placed
around the Al's supercomputer facility
ta give it a sense of what is going on
around it. The Al places others wher-
ever the Al's work takes it: at the labs
it oversees, throughout a driveship it
runs, or even on shoulder-mounted
cameras for soldiers entering combat.
These mobile remote viewing plat-
forms often encounter danger; their
life expectancy is quite short,

STR 2, DEX 6, CON 5, INT 9, WIL 7,
PER Z; Durability: 5/52; Movement:
sprint 8, run B, walk 2; Acticn Checl:
10+/9/4/2; Actions/Round: 2; Wt: 15 kg
Size: 30 em; Subprocessor quality: Or-
dinoory (5 active slots); Stored pro-
grams: operating system, System
Operation-sensors J, Awareness—
perception 3.

Al Backups

An Al citen takes a pretty smug
view of the univerze, because it
knows it may be around a lot
longer than most sentients, The
reason for its longevity is sim-
ply that an Al has o digital
backup on storage medic.
Granted. an Al's backup memo-
ry can fill up alot of datacores,
but it's worth it. If the Al ever
suffers a power loss, loses data
to hackers, or accrues sufficient
damage to its processor to
destroy it, it can reconstruct its
matrix from the backup leg. The
difference in its internal clock
and the real time that has
elapsed since its last backup
will immediately tell an Al that
it has restored itself from bacl-
up, but it may not know what
took it down.

STANDARD Als 5

Eariy Sentients

At the end of the Information Age and
throughout the Fusion Age, Als are im-
mobile and expensive projects, always
linked to big money and sophisticated
resedrch. Mozt Als defend immobile or
expensive sites and systems, such as
corporate headquarters, stellar gov-
ernment capitols, or large space liners
and battleships, from Grid-based or
even physical attacks.

The STH, DEX, and CON scores pro-
vided here are those for the Al's Grid
shadow, adjusted by the Al's Computer
Science—hacking skill. All are stan-
dard Grid avatars formed by the
shoadow form program (or by the artifi-
cial shadow program if applicable). A
mdainframe computer system serves as
the platform for each of the following
Als. These built into supercomputers
are considerably more powerful, as
they may possess an unlimited num-
bar of gkill and Grid programs in oc-
tive memaory.

Pure Als

In the Matter Age (FL 8], Als are power-
ful forces, able to outlive, outthinl,
and often outmaneuver their makers,
Fortunately for humans, the interests
af egilicon-based and carbon-baszed
lifeforms rarely intersect. As long as
humans demand relatively few com-
putation cycles of attention from the
Als, the two forms of intelligence tend
to leave each other alone.

The Als of the period are complete
personalities capable of interacting
with hundreds or thousands of crea-
tures simultaneously. On the Grid, they
still appear as single avatars, though
thoze Alz with the multitask skill some-
times reprogrom mirror image soft-
ware to credate a set of as many as 10
duplicote shadows, Each of these
shadows performs as if it were a
shadow of the Al with o step penalty
equal to ons less than the number of
shadows created (that is, if the Al re-
flects 4 shadows, each of them suffers
a +3 penalty). When they rejoin into a
single form, the penalty disoppears.

fils of this time period frequently
pass themselves off as humems on the
Grid, though this is technically fraud.
COddly enough, no Grid cope seam to
want to enforce it.

STONIDITILNI 1613140 D
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Prototype Al [PL &)

This Al is one of the first of its kind, built as a unique machine
under conditions of strict security. It can appear early in the
Fusion Age (PL &), but it has limited abilities ond its makers
are uncertain of its potential.

The prototype has limited interfaces and ne peripherals
that allow it to interact with the real world directly. All of its
attacks must come indirectly, through the Grid: destroying
credit ratings, shifting air traffic controls, or infecting a tar-
get's laptop computer with a virus.

The prototype’s makers hoped to use the Al in military ap-
plicotions such os code-craocking, for information warfare
against highly protected military and systems, and rapid
aatellite image interpretation. In the corporate world, they
hoped to use these Als for information warfare ageainst com-
petitor’s shielded R&D data sites, for protection from outside
attacks, and for processing-intensive research, Typical Al-
level research prejects might include gerodynomic studies,
biochemical modeling of protein folding, drug design, and
prediction of complex systems such as stock markets.

Prototype (PL 6)
Ordinary-Quality Al Operating System Program, Level 1

STRH 9 INT 16

DEX a9 WIL &

CON 4 PEH &

Durability: 9/9/5

Action Check: 13+/12/6/3 Action Check Modifier: -d6
Actions/Hound: 2

Reaction Score: Ordinary/2

Physical Form

CPU Armor Slkill Armor Value

None N/A None

Weapeon Slkill Damage

None N/A None

Grid Avatar

Program Quality Slots Damage

Al Core O3 o

Break-in o 2

Control ] 4

Cwerride ) 3

Shadow Weapon M 1 dés/d4+2s/db+2s

Base Grid Skill Score: 18/9/4

Grid Movemaent Bate: 18

resistance modifier vs, Grid attacks: +3

resistonce modifier ve. encounter skills: +3 (INT), 0 (WIL)
Systems

Processorr  Amazing (9 active slots, maximum skill renk: 4)
Interfoce:;  Voice, comm port

Remotes: None

Key Skills: Al Functions-multitasking 2, prediction 2

Computer Science-hacking 2
Enowledge-mathematics 4, deduce 2
Awrareness—perception
Business-corporate
Administration-bureaucracy
Security-securily devices 2

Costt F4M

Ship’'s Al [PL 7]

As Al technology improves, it becomes more transportable,
and ship architects build Als into starships starting in early
PL 7. Far capital ships and most larger freighters, the cost of
adding an Al isn't a huge addition to the overall cost of the
ship; for smaller ships the Al may cost more than the rest of
the ship put tegether. All fortress ships of the STAR'DRIVE set-
ting require a ship's Al Ships smaller than destroyers rarely
have the luxury of such powerful computers, though some
space yachts of the wealthy and a few lucky smugglers or pi-
rates install such systems to help them keep their vessels op-
erating on the cutting edge.

A ship's Al generally has few opportunities to room the
Grid, as it is often isclated for long stretches of time in tran-
git, either by the realities of slower-than-light communica-
tions, or by the barrier of drivespace in the case of FTL travel.
As o result of this seclusion from the rest of the digital world,
shipbocrd Als often become chatty and even nosy, keeping
close tabs on the ship's crew, systems, passengers, and cargo.
This sometimes becomes annoying, but it's part of the mao-
chine's established parameters and it prevents a greater dan-
ger—Ior ship’s Als are especially prone to becoming turned
dangerously inward. Societies have recorded several cases
of ship's Als losing their grip and attempting to seize com-
mand. See "Hermit Als" on page 61 for more details.

Ship's Al (PL 7)
Ordinary-Quality Al Operating System Program, Level 3

3TH 9 INT 16

DEX ] WIL 12

CON 9 FPER 10

Durability: 89/5

Action Check: 16+/15T13 Action Check Maoditier: —d&

Bctions/Round: 2

Reaction Scorer Ordinory/2

Physical Form

CPU Armor Skill Armor Value

Mone N/A none

Weapon Skill Damage

Maone

Grid Avatar

Program Quality Slots Damage

Al Core QS L]

Shodow Wegpon O 1 dd+Zs/ddw/d4+2w (-1 bonus)
Base Grid Skill Score: 18/9/4

Grid Movement Rete: 18

resistance modifier vs. Grid attacks: +3

resistance modifier va. encounter skills: +3 (INT), +1 (WIL)
Systems

Processor:  Good (10 active slots, maximum skill rank: 9)
Interface;  Voice, uplink

Remotes:  Two space probes, one memory hamess

Key Skills: Al Functions—-multitasking

Computer Science-hacking 2, hardware
Enowledge
Navigation—drivespace 6, system 3
System Operation-communication 2, defenses 2, engi-
neering 4, sensors I, weapons 2
Awareness—perceplion 2
Cost:  5500K




Watchman Al [PL 7]

The watchmen is o standard form of Al optimized for vision,
identification, and security functions, Throughout PL 7, larger
corporate and academie institutions use such Als to watch
over cnd protect researchers, prototypes, ond research maote-
rials from espionage.

This Al is relatively helpless in the Grid, but it has excel-
lent sensors and friend-or-foe detection routines. These de-
viees combine with its superior imaging software to allow it
to provide constant, incorruptible security for installations
such as weapons labs, corporate headguarters, and starage
areas for extremely hazardous materials,

Institutions usually isclate their watchman Al from the
Grid to prevent hackers from bypassing site security. This
isolation carries a price, though—the watchman itself re-
quires constant watching, to prevent the Al's mind fram suf-
fering damage due to boredom and repetition. See "Hermit
Als” (page 61) for details,

Watchman hardware (its processor, neural metrizx, deatea-
cores and so on) is always stored in a restricted area and usu-
ally protected both by o series of [D systems and by a
cerametal armor casing to prevent unouthorized tampering
with the system's brain.

Watchman (PL 7}

Marginal Quality Al Operating System Program, Level B
STHE INT 14

DEXE WIL 11

CONE PER 3

Durability: B/6/3

Action Check: 13+/12/%/3
Actions/Round: 1

Action Check Modifier; —d4

Reaction Score:  Ordinary/1

Physical Form

CPU Armor Skill Armor Value

Cerametal casing nons dB+1/d8+1/dE

Weapon Slkill Damage

Heavy MG Hvy Wpn b+ L2 4+ Bl cdBrm (HIAG)
Stutter SMG Bng Wpn, Mod d6+2s/d8+2s/d8+4s (LI/C)
Grid Avatar

Program Quality Slotz Damage

Al Care 08 M

Shadow Weapen O 1 dd+Zs/ddw/dd+ 2w (-] bonus)

Basze Grid Skill Score: 14773
Grid Movement Rate: 12

resistonce modifier ve. Grid attacks: +2

resistance modifier v=. encounter skills: +2 (INTI, +1 {WIL)
Systems

Processor;  Ordinary (7 active slots, maximum skill rank: 8
Interfaoce:  Voice, keyboard

Hemotes: Flying A-Eves (3), Attack Dogs (3), Viewpoints

[one per entrance to facility), Fixed Weapons with firing
and aiming actuators (one per entrance)

Key Skills: Al Functions—multitasking 4, remofe 4
Computer Science
Enowledge
Becurity-pratection profocols 4, security devices 4
Awareness—perception 4

Cost: 8250 K, plus the cost of remotes and weapons

Grid Lord [PL 7)

Thiz Al is a rooming Grid guardian, designed to defend do-
mains and subsectors against attack, infiltration, and abuse
by vigitors. Unlike many Als, it has no remotes, and doesn't
reclly miss them, As for as the Grid Lords are concemed, the
Grid is the entire universe. Anything worth knewing about
the real world is scmewhere on the Grid.

Grid Lords serve Grid police organizations, corporations,
counterespionage agencies, and occasionally even the mili-
tary. Their exact specifications vary by aoge and specific func-
tion, but all build on a very territorial neural matrix with
top-of-the-line identify friend or foe (IFF) software. They de-
tend their own territory from attack, chase down criminals,
and throw troublemakers out on the street.

Unlike other Als, Grid Lords ore very public figures, and so
they underge substantial training before being assigned to a
sector. Almost all Grid Lords serve a form of apprenticeship
to another Grid Lord for two to five years, tagging along and
lecrning the standard procedures, Al tricks, and the basics of
criminal psychology.

Grid Lord (PL 7)
Good Quality Al Operating System Program, Level 12

STH 13 INT 18

DEX 13 WIL 13

CON 14 PER 11

Durahbility: 1471477

Action Check: 19+/18/9/4 Action Check Modifier; —da
ActionsRound: 4

Heaction Score: Good/d

Physical Form

CPU Armor Slkill Armor Value

Maone N/A None

Weapon Skill Damage

Hone W/A MNene

Grid Avertor

Program Quality Slots Damage

Al Core 08 G

Brealk-in A 2

Datoscan A 1

Log e 2

Shodow Armor2 A 2 d6+3 (+4 penalty)

Shadow Weagpon 2 A 2 dB+Zwid4+2m/d6+2m (-3 bonus)
Trace G 1

Fortress A 2

Grid Base Skill Check: 26/13/6

Grid Movement Rate: 26

resistonce modifier vs. Grid attacks: +7

resistance modifier vs. encounter skills;  +4 {(INT), +2 (WIL)
Systems

Processor:  Ameazing (13 active slots, maximum skill rank:12)
Interface:  Wired directly into local Grid

Remotes: None

Koy Skills: Al Functicns-multitask 2, prediction 4

Computer Science—artificial intelligence 2, hacking 8,
hardware 2, programming B
Enowledge—deduce 2
Low-law enforcement 3
Awareness—perception 4
Interaction
Street Smoart-Grid savvy 4
Cost:  S750K
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ARTIFICIAL INTELLIGENCES P <
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Government Al [PL B)

A government Al knows everything there is to know about
you and all your friends. It has access to every imaginable
record. What does it do with all that information? That de-
pends on who you are and how you act toward authority.

The government Als have a form of protective softwore
that ignores citizens who behave responsibly and that at-
tempts to guide, reform, and ultimately contain citizens who
behave aogainst the best interests of the state. Whet deter-
mines whether these programs are helpful or repressive de-
pends on what goals the state provides them with: The
government Al of a nation that sees the protection of govern-
ment alites as the highest priority acts differently from those
of a government that sees infrastructure and business devel-
opment as the highest priority. Typical behaviors can vary
from mother hen to big brother and back again as the Al's pri-
orities shift in response to new administrations, new priori-
ties, and new hard-wired instructions, In o few cases, the
thaid nature of their goals has destroyed o data warden un-
ahle to cope with contradictory instructions, but these cases
are rore.

Government Deta Wearden (PL 8)
Good Quality Al Operating System Program, Level 1B

a8TH 11 INT 18
DEX 11 WIL 15
CON 12 FER 12
Durability: 12/12/6
Action Check: 21+/20/10/5 Action Check Modifier: —d8

ActionsRound: 3

Reaction Score: Good/3

Physical Form

CPU Armor Skill Armor Value

None MNfA None

Weapon Skill Damege

None MN/A None

Grid Avetar

Program Quality Slots Damage or Armor Yalue

Al Core O3 G

Dertasean A 1

Shodow Armor2 A 2 dB+3 {+4 penalty)

Trace = 1

Fusea O 2 dés/dd+1s/dB+1w (+2 penalty)
Locator e 3

Cwverride ] a

Grid Base Skill Check: 22115

Grid Movemesnt Rate: 2

resigtance modifier vs, Grid attacks: +4

resistance modifier ve. encounter skills:  +4 (INT), +3 {WIL)
Systems

Processor:  Good (15 active slots, maximum skill romk; 12)
Interface: Wired inte government Grid

Remotes:  Video and Flying A-Eves in government sites
Key Bkills: Al Functicns—multitask 4, prediction 3, remote 6

Computer Science—hacking 4, programming 2
Encwledge-national history 3, current events 4, state se-
crets 5, deduce 3

Administratien-hureaucracy 7
Low—court procedures 4, low enforcement 6, nafional loaw &
Awdareness-perception 2
Deception—hluff

Cost: $750K

Freeborn Al [(PL 8)

With professions varying from investment banker to dri-
vasat engineer to space traffic coordinator, freeborn Als are
willing and able to take intense rote tasks and apply their
powerful processing power to them. They take odd jobs in
science and engineering that would require large research
teams ar even entire universities of humon scholars to re-
search properly.

Mot all freeborn Als are as benevolent as the scholors
and odd-jobbers. A few, constructed by the mechalus in the
early days before their race embraced pacifism or con-
etructed by rogue human corporations, are quite domgerous.
These evil freeborn Ale manipulate the Grid for their own
personal gain or simply to amuse themselves. They rou-
tinely engage in fravdulent schemes on the Grid, lure grid-
pilots into vicious traps, and traffic in illegal softwara,
Thaugh these are the Als that goin the most notoriety, many
meore such Als live quiset lives fighting their unethical
brethren. They are likely to be generous, honest, and willing
to help herces in trouble—if the heross can convines them
thot their couse is worthy.

Freeborn Grid Sentient (PL 8)
Good Quality Al Operating System Program, Level 10

STH 13 INT 16
DEX 14 WIL 13
CON 13 PER 10
Durability: 13137
Action Check: 18+/17/8/4 Action Check Modifier: —d&

ActionsRound: 3

Reaction Score: Good/3

Physical Form

CPU Armor Skill Armor Value

Meone MN/A Mone

Weapon Slill Damage

None MNiA None

Grid Avatar

Program Quality Slots Damage or Armor Value
Al Core O35 =

Artificial Shadow A 2

Brack-in G 2

Shodow Armer 2 G 2 db+2 {+3 penalty)

Shadow Bolt 2 e 3 dfw/dB+2w/d4m -2 bonus)
Grid Base Skill Check:  22/11/5

Grid Movement Rate: 26

resistance modifier vs. Grid attacks: +3

resistonce modifier vs. encounter skills: +3 (INT), +2 (WIL}
Systermns

Processor:  Ordinary (10 active slots, maximum skill rank: 9)
Interface;  Wired into government Grid

Remotes:  Attack Dog, Privacy, Viewpoint

Key Skills: Al Functions-mulfitasking 3, remote 3

Computer Science-artificial intelligence 2, hacking 6,
hardware 2, programming 6
Knowledge
Interaction-bhargain 3
Business-corporate £
Administration-bureaucracy 2
Awareness—perception 2
Caost:  $500K




Al STORIES

The nature of Als' disembodied minds
make for pretty good story characters.

Here are two quick examples of sto-
ries that a Gamemaster might want to
spring on his players.

Criminal
Mastermind

Trigger: The heroes are the victims af
an extortionist who seems always to
know where they are, and what crimes
they have recently committed. When
the herces arrive in a civilized area
with good Grid access, they find an
extortion demand listing the details of
a series of crimes that the heroes have
just finished committing. While the he-
roas may have committed the crimes
far a good cause, the extortionist
threatens the heroes’ reputations un-
less they pay him oif.

Challenge Scene: If the heroes confront
the extortionist, they discover that he
is working for a local boss, If they over-
come the boss's thugs and hired guns,
they can hove an appointment with
him—but he refuses to name his
sources for the blackmail information
he passes on to his hired collector. I
the heroes work their way up the lad-
der by using Interaction—intimidate, In-
vestigate—track, Deception-hribe, and
similar skills, they find that the top
gemgster in the local network answers
to a robot that brings instructions.
Resclution: The real leader of the or-
ganized crime family is an Al intent on
gaining encugh wealth to build an in-
dependent backup of itself. [t consid-
ers this “having children,” though the
heroes may disagree, It also has o
very inflexible definition of whet con-
gtitutes a criminal act. If the herces
point out that extortion is itself a
crime, they may very well shut down
the Al's operation. If not, the Al ration-
alizes the extortion as “fines” that the
herces must paoy—omd continues to de-
mand its money unless and until the
heroes destroy it, its backups, and its
robot remotes,

Al Rivals:
Cybrid Murder

Trigger: Bystanders find a seemingly
human body at a hotel where the he-
roes are staying, but en closer investi-
gation, the body reveals no
identification, no fingerprints or reti-
nal scan on file anywhere, indeed no
records of any kind. Scon thereafter,
an Al contacts the heroes and offers to

hire them to investigate the crime: it
claims that another Al is the killer.
Challenge Scene: In the convoluted in-
trigues af the Als, nothing is quite whet
it seems. At the autopsy it becomes
clear that the vietim was an android, or
more specifically, o cybrid, a humaneoid
remaote, The cybrid possessed implants
thet mimicked nermal human body
processes: breathing, heart rate, skin
temperature, ete. There is also a so-
phisticated tremsceiver in the cybrid’s
body. The herces can trace the fre-
gquency of the receiver to a signal sta-
tion in town; a subsidiory of the Al thot
hired the heroes owns the station.

Finding the killer is more difficult
than determining the identity of the
victim ond its owner. Rivals steal the
body from the morgue. If the heroes re-
member the frequency of the receiver,
they get their Al patron to show them
how to get a signal back fram the
bady. This way they can triangulate on
the location of the stolen body—omd
confront o group of humeans whe wark
for another Al who wants to build cy-
brids of its own,

Resolution: The heroes can either report
the killer to the cybrids controller, or
they can go to the normal authorities.
The authorities want nothing to do with
teuds between Als; soon after the he-
roes report anything, two representa-
tives of the Computing Security Bureau
visit them, wha tell them te butt out.

If the herces report what they've
found to their employer, the Als may
fight it out among themselves, but fight
to a standstill. If the heroes still have
their patron’s trust, the Al mery hire them
to attack the opposing A7 at its hard-
ware core—but that's another story, and
a much maore dangerous one.

HermiT Als

Hard as it may be to credit, some Als
don't live on the Grid; they isoloate
themselves from the company of their
own kind. These off-Grid machines
horve no contact with the network; in-
stead, they live cloistered lives of ma-
chine contemplation, usually
ocverseeing robot colonies, terraform-
ing projects, or scientific research that
requires isclation, Withdrawn and
silent, these Als work reliably—maost
of the time, Other Als sometimes refer
to them as cloistered Als, manks, or
nune, The Al's peers consider living
off-Grid (referred to as “turtling”) un-
usual behavior, like that of a zany pro-
fessor or a maiden qunt.

Oecasionally, the izclation and lack
of sufficient inputs tum an off-CGrid Al

peychotic. Over the course of a year,
an Al can execute innumerable com-
mands and process innumerable in-
structions. Without a large social
matrix, eventually the isolated mao-
chines lose perspective; their human
and robot componions are roarely inter-
esting enough or fast encugh to pro-
vide stimulus. To determine whether a
hermit Al goes round the bend, roll
Reszolve-mental resolve check for each
veaor that the Al remains isolated, with
a +] step penalty for each year after
the first.

If the check succeeds, the Al contin-
ues to operate normally. If the check
fails, the Al loses its beorings some-
what: [t stumbles in conversation, it
forgets routine maintenance and back-
ups, and its remotes no longer function
at peak efficiency. The Al must now
make o check every month; it suffers a
+1 step penalty on these monthly
chacks.

If one of the monthly checks also
fails, the Al begins a serious disinte-
gration. It harbors delusions, starts
bizarre independent projects to “opti-
mize its functioning,” and generally
abandons most of its duties, To per-
form any useful function successiully,
it must first make a Will feat check. In
addition, it must now make a Wiil feat
check every day with a +2 step
penalty, If this check ever fails, the
machine goes completely catatonie; it
withdrows entirely into itself and
abandons all pretense of perfarming
its assigned functions, Until outside
intervention restores it, it does no
maore than whatever is necessary to
keep its own matrix ond data cores
functional.

Once an Al has loet its mental beor-
ings, it is impossible for it to get them
baek without outzside intervention.
This requires someone with the Com-
puter Science-artificial intelligence
skill. The Al's quality and its Will Abil-
ity Score provide resistance modifiers
against this check, and if the insanity
iz well-established (more than a year's
duration), evercoming it requires a
complex skill check at a level of diffi-
culty determined by the Gamemaster.
If the insanity is recent, a simple skill
check is all that is necessary. If the
check succeeds (usually a matter of
hours or days of intricate work at the
assembly-languags level), the haro re-
stores the Al to its sane, pre-break-
down functioning, although it has no
memory of the incident. If the check
fails, the hero connot salvage the Al
matrix. The only option left is to wipe
the machine clecn or restore it from a
pre-insanity backup.

Lo
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ROBOTS B =-

HRobots are the lazy man's dream.
After all, wouldn't life be perfect if
there were just someons else to do all
the work? Hobots exist for just that
purpose. Indeed, if humans are tool-
using organisms, then the ultimate
tool is surely the one that operates all
by itself.

Hobots are the drone laborers of the
future, performing many of the tasks
that sentients find difficult, distasteful,
or hazardous. While robots already
hove some specialized applications
right now (primarily in bomb squads,
heavy manufacturing, and some agri-
cultural applications), they really don't
come into their own until late in PL B.
At this Progress Level, robots become
barely viable as sidekicks for heroes,
but they remain members of the sup-
porting cast. At FL 7, robot heroes can
heold their own, and by PL B, they can
match their organic counterpearts in

NEW SKILL:
Robotics

Tech Op specialty, cost 3

All roboticists require the robot-
ics specialty skill, which falls
under the Technical Science
broad skill. The skill permits
the hero to build and modify
robots of all types. It also pro-
vides a -1 step bonus to any
attempt to repair o robot.
However. repairing broken
hardware requires a Tech
Science-repair or juryrig check,
and repairing foulty robot com-
puter components requires a
Computer Science—hardware
check.

Using this skill requires time
and money: robotics checks are
alweays complex skill checks,
Meodifying an existing "bot mey
require no more thon rounds.
for a miner wound under the
right conditions and with the
right parts. All other aspects of
robotics require hours, days, or
weeks of effort. depending on
the judgment of the
Gamemaster.

Chapter b

Robots

many respects, and excead them ot
some tasks,

Humoms are by far the species
most enthralled with robots; robats
built by other species are quite rare.
The fraal haven't built robots in many
generations, though some of their city-
ships may include ancient robot la-
borers, patched and repaired and
barely operotional.

The mechalus know how to build
them, but they seem to consider it un-
warthy of their talents, something on
the level of playing with dolls rather
than rearing children. Mechalus robots
are remarkably well-integrated sys-
tems, often built with self-repair abil-
ity, remote backups, or hidden
systems. Rumors claim thet most
mechalus robots are invisible; these
nanobots are tiny miracles of minia-
turization, more noanobot them any-
thing else. Some of these tiny robot
swarms are military-grade systems.

T'sa enjoy creating whimsical robot
toys and explorer rabots, bul seem ta
have little patience for building more
camplex robats, However, t'sa often
usa city robots as teaching machines
or nannies for t'son young.

The weren have little to do with ro-
bots, Most of them heven't enough
technological knowledge to build or
maintain robote, so they do not mele
use of them, They find the entire con-
cept of humans using robots as labor-
saving devices contemptible; such
foolishness has maode the humans
physically weak. There is a group of
weren mercenaries who take porticu-
letr delight in destraying human war-
bots, They proudly display the trophies
af their "kills” in a chamber of their
hiring hall on their hemewerld, Kurg.

The sesheyans believe robots are
soulless abominations that only mimic
life, They hoave no place in the natural
arder, so they deserve no more respect
than weould a stone, Sesheyans see ro-
bots as nothing more thon tools and
belisve they should loak like toals,

Though robots are ostensibly
labor-saving devices, robot society
creates its own problems. Robots
break down. They require repoir, re-
programming, and retrofitting as
technical stomdards change. This is

where the roboticist comes in, re-
building the rabots who falter.

Robots need managers as weall as
mechanics. These can be artificial in-
telligences, humans, or aliens: anyone
with sentience, basically. These robat
overseers must wateh over dezens or
even hundreds of robots and auto-
meted subsystems. They set the sched-
ules, track projects to completion, and
may even take o hands-on approach
in extreme coses, teleoperating a robot
through an especially critical task. Als
can do all this with control and remote
programs; biclogical sentients do it
with computer interfaces, such as vir-
tuality spheres geared to display a
constontly updated real-time model of
the robat labor foree. Though this cen-
tral control chamber may govern the
actions of an army of robots, it need
not even be at the manufacturing ar
construction site—as long as the con-
trollers ean communicate in real time,

RoOBOTS IN
EVERYDAY
LIFE

Regardless of the species or technol-
oy that constructs them, robots re-
main second-class citizens in almost
evary society they enter. Even military
hierarchies accord little respact to
their sophisticated military warbots,
which utilize some of the most
advanced technology available.
Societies treat robots as utilitarian
or amusing but inconsequential me-
chines at Progress Levels 4 ond 5—as
if they were simply clever fumiture.
During late PL 6 ond into PL 7, robots
gradually become able to walk out
into the world and meet humans and
aliens on their own terms. Not every-
cne wants a robot sitting in a ber,
however, knowing that the machine is
faster, stronger, and probably longer-
lived than cnyone in the place. As a
result, societies kesp robots and
dreids of all kinds in their place, Much
like dogs and cats aren't always wel-
come ot certain social functions and in
certain places, robots are aren't wal-
come in certain bars, restourants, and




public buildings, such as courtrocms
and police stations.

Becouse owners cdn program ro-
bots to kill, to explode, to win their
owner's bar brawls for them, or even
just to record everything they see di-
rectly onto a X3D, most people don't
enjoy a robot’s campany, especially
that of less-humeanecid robots. They
make customers edgy, and that's bad
for business. Those who dislike robots
quite convincingly claim they take up
valuable real estate without eating or
drinking from the establishments they
patronize. Most business owners insist
that robots be left outzide, with vehi-
cles, dogs, alien pets, and the like.
Even at higher Progress Levels, same
establizhments follow time-honored
custom in excluding robots, In particu-
lar, casinos of all kinds forbid their en-
trance, since robots con easily run
statistical software that drastically in-
creases their odds ot most gomes of
chance. Since casino owners can't al-
ways tell the artificial people from the
real ones, these public or private
spaces have sophisticated passive
scomners built into their doorweays,
able to detect metal, magnetic fislds,
and other aspects of robotic circuitry.

RoBors &
THE LAW

Rohots pass through three distinet
stages as legal entities as their intelli-
gence and thus their culpability in-
creases. Robots eventually become
just another class of sentient crea-
tures, but it's a long road to get thers
from the subhuman status they have
at lewer Progress Levels.

Initially, the law regoards robots as
nothing more or less than property:
People own them, and the owners as-
sume all liakility for their robot's ac-
tions. This phase is the simplest from
a legal standpeint, and it lasts
throughout PL 5 and 6.

Second, the law treats them as mi-
nors, with their owners viewed as
guardians, responsible for their robot’s
actions just as a dog owner is respon-
sible for his pet or o parent is respon-
gible for a child. This state of affairs is

sandard from late PL B through the
middle of FL 8. Just like domesticated
mmimals, though, businesses build,
keep, and destroy robots in their in-
dustrial processes. Owners must com-
plete permits to take ownership, to
prove o maintenonce record, or to
record the destruction of a robot, but
few ask questions about o robot's
quality of life.

Thea second phase
i= both more complex
and mare inlerssting.
Initially, the now-in-
telligent robots must
use their owner’s
property rights when
seeking redress under
the law. Robotz have
no rights, except as
property. They must
report damaoge in-
flicted on them to
their owner and to
whatever local qu-
thorities exist.

In early FL B, courts
first begin to accept
robots entered o= evi-
dence ("This scout
robot is people’s ax-
hibit A."). Once robots
achieve semi-sen-
tience in PL 7, courts
awear them in as wit-
nesses (“Mr. Skullz—if
that is his real nome—
then procesded to dis-
charge his weapon
repeatedly, thus defac-
ing Austrin-Ontis cor-
porote property in the
fallowing weys, . "L
Their reliability as
witnesses is assured by memory verifi-
cation devices; robotz sworn in as wit-
nesses always operate as if they had
the Honesty flaw.

Finally, societies accept the in-
creasingly intelligent and independ-
ent robots asz full citizens, with all the
legal rights cnd responsibilities of
other eitizens—but not always subject
to the same rules of evidence or the
some ronge of punishments. In this
erd, robots have civil rights, and must
be treated as full citizens. They can
own property, they can run businesses,
and they com access public places;
emancipated robots must even pay
taxes. However, lagal authorities treat
assault on a robot differently from as-
sault an a biological organism. Unless
damage cccurred to the robot’s mem-
oIy cores or processors, the courts treat
any assault as property damage.

} H] lj i |;:| If

Robot Criminals

Though programmed to be law-abid-
ing, robots’ ability to perform certain
tasks more quickly and more effi-
ciently than humans haos made them
valuable tools to criminals az well as
to law enforcement officials, While a
few early robots served with bomb
squads and in anti-terrorism units, it

wasn't long before a few clever crimi-
nals figured out that they could pro-
gram a robot to help them carry off the
big heists that humans alene could
never manage. The first robot crimi-
nals were hold-up artists, jewel
thieves and bank robbers, back in the
days of physical money.

In a way, the first wave of robat
criminals was a felon's dream, o way
of committing the perfect crime. All it
took was some clever planning regeard-
ing drop-off points and security codes.
Even if police caught the rabot, the
criminals could get away with the at-
tempt as long as the police couldn't
trace the robot back to them. Criminals
could use a robot like a getaway car; to
fulfill o function and then get dumped
at the side of the road—except that the
robot's function was to commit the
mest dangerous part of the crime itsself.

This fire-ond-forget attitude led to
the first rule of robot criminality: un-
traceahility. Criminals built rabots
with off-the-shelf components and de-
signed them to operate independently.
They encrypted their communications
with the strongest protection money
could buy. They dropped off their
gainsg through the mail, through
anonymous credit transfers, and
through convoluted schemes whershy
a robot would hide ite stolen materials
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in one of a few pre-chosen locations,
fire off o coded message explaining
where the goods were, and then erase
the list of locations from its memaory
cores. Police could then no longer use
the robot to link the criminals to the
stolen goods; if caught, they could
claim that they had just "found” the
stolen property, and no one could
prove it wasn'l so.

The second rule of robot criminality
is precision. Robots don't function well
in unfamiliar surroundings and in situ-
ations involving potentially emaotional
humem vietims. Robots, however, are
excellent at following a particular path
and searching for certain types of ab-
jects, If the criminals know the layout
of a jewel] store and they program it
inte a rabot, it ean enter the store, open
a safe, and leave with the diomonds
without incident, Likewise, a set of ar-
chitectural plems to a wealthy perzon's
home is enough to allow a robot bur-
glar to enter, roam the premises look-
ing for valuables, and depart without
leaving a trace of human presence. s
soon as o human guard or g home-
owner enters the equation, things get a
lot more complicated.

The third rule of robot criminality is
deniability. Ideally, criminals rig a
crooked robot with a self-destruct
mechanism. If police discover o robot
in the act of rabbing a store, home, or
bamk, it can simply blow itself to bits,
destroying much of the evidence that
might have linked it to a perpetrator.
Since the crime is remote-controlled,
establishing a link between the felons
and the robots they use as their cat'’s-
paws becomes much more difficult,
and prosecutors must usually rely on
witnesses or turncoats to put o group
of rogue roboticists behind bares. As
long as a roboticist can credibly cloaim
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to be uninvolved in a rebot's actions,
that robot’s crimes are a dead end for
lowr enforcement.

The final rule of robot criminality is
range. There's no peint in hanging
around and watching your robot go to
work; that's exactly the wrong way ta
go about it. The smartest criminals use
their robots when they themselves are
out of town, preferably in a sunny na-
tion that doesn't honor extradition
treaties. If authorities trace the robot
omd connect it undeniably with a per-
petrator, the criminal behind the rabot
crime may still avoid amrest and prose-
cution if he has never set foot in the
target jurisdiction. There's no reason
not to work from a site overseas as
long as the criminal sends a stalking
horse—an advance =cout of sorts—to
case the territory, find likely targets,
and return a detailed report of the lay-
out and houl. The stalking horse never
actually acts on the infarmation he
provides to the roboticists, but he gets
o share of the profits, just as the fence
far the stolen goods does. It's o compli-
cated, technical form of crime, but its
risks are lower than doing it yoursell.

How does a rogue roboticist create
such o felonious robot? The first step
is usually not to build it from serateh.
Instead, the better option is to use the
Grid savvy specialty skill to gain the
required software modules from a
daota haven; since some of the materi-
als might be illegal to own, install, or
operate, there are some rizsks involved,
If a hero wishes to gain access ta crim-
inal subroutines, he must make a suc-
cessful skill check (with a situation
modifier based on the local Grid's de-
gree of policing). These vary in cost
trom free (for Marginal quality) to $50,
5100, or 1,000 for Crdinary, Goed, or
Amazing quality. A failed skill check

Robot on standby
Find Robot OS
Grant self core access
Locate datafile

Alter code files

Alver data files
Program installed!

Slowed by static
Hardwired command
Locked out!

Career: Roboticist

A Roboticist is a Tech Op who
builds. maintains. repairs.
reprograms, and modifies
robots of all kinds. from heavy
industrial welders and miners
to delicate scientific survey
bots. A tully trained roboticist
needs to understand not just
hardware actuators, databases,
and decision trees, but alsa
imaging programs that permit
robot vision and social pro-
gramming that oversees robot
interactions with humans. In a
way. the job combines the most
difficult aspects of engineering,
programming. and psychology.

In addition, many roboticists
are aware of the legal implica-
tions of artificial intelligence
and are elever enough to know
where to find the sometimes-
elusive parts required to keep
robots running, or to maximize
their performance.

Skills (40 peints): Computer
Science-hardware, Al
Technical Science-invention,
juryrig. repair, robotics 2, tech
knowledge (engineering). Strest
Smart, Interaction-bargain,

Signature Equipment: Hobot
repair tool kit. programming
gauntlet, command bolt, sockel
interface.
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means that the hero connot find any
applicable software, and Critical Fail-
ure indicates that the poor roboticist or
gridpilot has stumkbled onto g Grid pe-
lice site meant to entrap potential law-
breakers.

Invention

Robot OS5 completed
Processor tests
Actuators function
Chassis armored

Build neural core
Tools activated
Imaging array works
Total parts integration
Robot completedl]

Incompatible parts
Programming failure
Newral core fails!
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Asimov's Three Laws
of Robotics

1. A robot may not injure a
human being. or through
inaction, allow a human
being to come to harm.

. A robot must abey the orders
given it by human beings
except where such orders
would conflict with the First
Lawr.

. A robot must protect its own
existence as long as such pro-
tection does not conflict with
the First or Second Laws.

Robot
Punishments

In all societies that build robots, intel-
ligent machines are not subject to the
same sorts of legal proceedings as
other citizens. In particular, they are
not accountable for their actions until
late in PL . Instead, they are primarily
under the guardianship of their own-
ers, and their owners are accountable
for any dameages or other problems
that their robots cause.

In the case of robots, punishments
match very precisely the crime. Au-
thorities reprogram robots that murder,
strip of their Grid hardware robots
that viclate Grid laws, ond reconfigure
robots that destray property so that
they can no longer run amaolk. In ax-
treme cases, courts fit ontizocial ro-
bots with commeand bolts to control
their behovior. If that {ails to correct
the problem, they simply strip mishe-
having robotes for parts.

ConsSTRUCTION

The actual work of making a robot is
restricted to industrial groups and tal-
ented amateurs until late in PL G,
when some of the parts make it pocei-
ble for small companies and corpora-
tions to construcl special-purpose
robots from a set of modular parts.
The basic problems of construction
and design don't change, even at
higher Progress Levels. Three basic
design principles lie behind every
robot made: efficiency, safety, and self-
relianee. The more efficient a robot be-
comes, however, the more limited it is.
It might be a great welding robot, but
it won't be much of a conversationalist
if all of its tools and features are for
finding joins and welding them. In a
waoy, over-gpecialized robots are much
like over-specialized species: They are

unbeatable ot their own game, but
helpless outside their narrowly limited
anvironment.

Safety is largely a motter of in-
stalling enough shut-offs, safeguards,
and redundant backups to prevent a
damaged robot from doing anything
that might endanger people or prop-
erty. All better-built robot models sim-
ply sound an alarm and shut dewn
when they suffer a potentially cata-
strophic hardware ar software failure.

Noted science fiction author Isade
Asimov proposed his "Three Laws of
Robotics” in the middle of the 20th
century as a means by which his fic-
tional future societies aocepted robots.
These laws provided little guidance to
real societies, however, In proctice, de-
signers and manufocturers often ig-
nored them even in the earliest days
of robot construction, For some, the
goals the laws embodied remained in-
fluential in robotic design, but most of
thezse were aeademic theoreticions.

Seli-reliance iz the most difficult
design parameter to evaluate, since it
iz also the parameter most closely
linked with intelligence and sapience.
Some robots are clearly able to protect
themselves, but are =low to find solu-
tions without outside help. Others are
persistent explorers and curicus prob-
lem-solvers, but are ultimately self-de-
structive, exploring so for and fast that
they often cripple themselves by ex-
cessive water damage, corrosion, or
zome other hazard.

Reproduction

Mere interesting than the techniques
omd philosophies of robot construction
by humans, t'sa, or mechalus is the
matter of robot reproduction. Robots
con reproduce themselves from a col-
lection of basic metals, plasties, rub-
ber, and circuitry, assuming they
possess the required knowledge (Tech-
nical Science-robotics). At PL & zome
robot foctories were already copable of
producing other robols, provided thet
they had the right row materials. In o
sense, robats’ need for certain special-
ized feedstocks is similar to a biclogi-
cal creature's need for vitomine omd
minerals. Without those small, precon-
structed molecules, a humeom will
sicken and die. Without a secure sup-
ply of silicon chips, rare metals, and
fuel, o robot may become irreporable,
and certainly won't be able to repro-
duce itzelf.

Buying and
Selling Robots

Trade in rebots and robot parts be-
comes a big business as technology
advances, A class of merchants devel-
cps to conduct this trade. These bro-
kers combine business savvy with
technical know-how to buy used ro-
bots, repair them to salable condition,
and sell them in groups or singly. In
many respects, robot brokers are simi-
lar to vehicle dealers.

Two factors change the purchase of
robots from the purchase of other ma-
chinery. First, robots can provide their
potential cwners with information
about themselves: these reports are
somewhat like the “zself-test” functions
ovailable on mony computers and
printers. Potential buyers view with
suspicion a robot broker who won't
allow a potential buyer to examine a
robot and question it this way {either
verbally or through a socket adapter).
As g result of these self-tests, o rabot
can inform a buyer about its construe-
tion, accidents, previous service
record, upgrades, legal status, soft-
ware modifications, system malfunc-
tions, and maintenance schedules. As
long as the buyer remembers to ask,
the robot can pravide plenty of infor-
mation. Circumventing the hardware
and software safeguards built aoround
the robot system that contains this in-
formation is usually more trouble than
it is worth, though some brokers do get
away with it, just as some car dealers
turn back cdometers ond put sowdust
in failing transmissions.

Second, a robot broker com do ex-
actly the same thing to a hero sesking
te zell a robot. It's very difficult to sell
a stolen robot as anything more than
parts, and the value of parts is almost
always much less than the value of a
connected, functioning, reliably con-
structed robot. If the robot's memory
cores are still available in the scrap
parts, a hero sesking to sell stolen
robot parts may still be in trouble. In
many coses, o robot’s last memory will
clearly be of its own dismemberment
by a hostile group of pirate heroes.

Any honorable broker will report
stolen property to local police, but
some brokers aren't that fussy, replac-
ing a stolen rebot’s memeory and neu-
ral cores with cores taken from some
other robot. The resulting patchwork
robot can tell its prospective owners
that it was totaled ond rebuilt, but it
won't be able to say that the rebuilt
chassis was stolen, since a technician
rebuilt the robot while its sensory in-
puts weare not functioning.




E begin with the Armor Operotion, Sta- cipal requirement for a robot to bear
REATINE A mina, Computer Science, Knowledge these heavier armors is an improved

RHBDT and Systermn Operation broad skills, power-to-mass ratio; the Armor Opera-
Note that the Armor Operation skill tion skill prevents the robot from sui-
Players and Gamemasters alike may generally does not involve wearing fering too severe d movement pendalty.
find thot robots moy odd an interest- armor; rather, it deals with the ability Robots must be at least PL 6 to acquire
ing dimension to their campaigns. The of the robot to move while bearing Intelligence-based specialty skills or
Players Handbook provides basic in- some af the heavier casings. The prin- Willpower- or Perscnality-based broad

formation on robots in Chapter 10:
Computers. The material in this chap-
ter expands that information greatly,
allewing players and Gamemuasters to
create robots for their campaigns.

s10808 p

Robot Heroes

Players may wish to create their own
robot heroes. The following informa-
tion allows players to create robots as
heroes. Players who wish to create
robot heroes probably should do so
only if their campaign is at PL 7 or
higher. Although it is possible to cre-
ate such a character at PL 6, robots are
gtill primarily mochines at that level
of technology. At PL 7 and higher, play-
ars should be able to create a robot
hero who is able to specialize as much
as o biolegical hero would.

Creating a robot hero is slightly
more complex than generating a stan-
dard humeon or alien character. If the
Gamemaster allows robots in his cam-
paign, use the rules provided in the
Player’s Handbook with the changes
provided in this section and on the
Rohbot Hero Record Sheet provided on
page M. The Rokot Hero Record Sheet
lists all broad and specialty skills
available to the robot hero, Any skills
not listed are not available. Robots
must pay the full cost for all skills ex-
cept general skills (unless otherwise
noted in the text below).

Hobote do not choose careers, but
they may choose a stondard function,
which indicates what role the robot
fulfills, Whether the robot hero still
fulfills that funetion is up to the player.
This chapter also includes a variety of
stundard models at various Progress
Levels for the Gamemaster's use or for
players who want to see examples of
what some typical robots look like at
various Progress Levels.

If a player wishes to create a robat
hero, he gets 50 points to divide
among five Ability Scores (the robot's
processor determines Intelligence).
The robot’s Ability Scores must fall
within the range of the minimums and
moximume provided in TABLE D17:
Ropor ATy SCoRE Limirs,

Ewveary robot hero starts the game
with a number of Skill Points deter-
mined by its Intelligence to spend on
gkills ond robot parts. All robot heroes

b



ROBOTS =~

ekills. Robote must be ot least PL 7 to
take any Willpower- or Personality-
based specialty skills.

A robot hero may purchoase no more
than six modifications from the Robot
Parts list at the start of his career: he
must spend the remaining points on
gkills. TasLE D19: Custes RokoT PARTS
provides a list of basic modifications,
arranged by Progress Level: additional
parts may be available at the
Gumemaster's discretion. Players must
purchase all robot parts with skill
points, just as if they were regular
skills (though with ne additional
ranks). If a robot hero does not pur-
chase g modification in a given cate-
gory, it has the default equipment from
that category, lindicated by a Skill
Point/® cost of —/0). Modifications that
indicate negative numbers in the Skill
Paint cost are modifications that make
the robot weaker in some way. Thesa
disadvantageous modifications pro-
vide the robot hero with the indicated
number of additional Skill Points to
spend on either parts or skills, but
they still count toward the robot's limit
of six modifications. Self-aware robat
heroes gain skill points exactly as do
other heroes. This information iz in
Chapter 8 of the Players Handbook,

Determine attributes, durability,
ond combat movement normally for
robot heroes. Robots with gravitics
gain flyving movement automatically.
Robats with tracks or legs move nor-
mally; wheeled robots gain a +25%
bonus to movement on flat, level
ground, but lose 25% in rough terrain
and cannot negotiote difficult terrain
at all (GM discretion). Robots cannat
swim at all unless they take the Move-
ment—swimming specialty skill and
possess floats and aguatie propulsion
of some type.

Robots never gain Last Resort
points. Determine the rebot’s action
check score and actions per round
using TasLe D18: Comemen Rosor
HARDWARE.

Finally, determine the robot's perks,
flaws, and cwnership status. A robot
hero may gain up to three Perks and

three Flaws from the Robot Perk ond
Flaw sections (pages 76 to 79). The de-
fault ownership status is that o hero or
supporting cast member owns the
robot, but a robot hero may purchase
the Emeomcipated perk for 4 points,

Hobots with manipulator arms can
use either arm equally well, In effect,
they are ambidextrous, Robhots are not
ahble to conduct multiple actions in
the same phase without penalty, how-
ever, us they are not able to learn the
multitask specialty =kill that an AT
can learn. Their ambidexterity simply
allaws them to use either "arm”
equally well,

A robat hera begins the game with
the standard ports from the parts table
{servo actuators, an Ordinary proces-
sor, tracks, video sensors in a standard
casing) ond whatever skill software
they require. The owner must provide
any and all other equipment (if the
robot is indentured} or the rabot itself
must aoquire it, using the Tech Op cat-
egory of TaeLE PAD: MonEY o Hawp (if it
is Emancipated).

Supporting Cast
Robots

Supporting cast robots, like animals
and aliens, do not always follow the
same rules as do robot heroes. Hobots
fulfill o specific function. That function
meay require a number of specific sub-
systems grecter than thot allowed to
starting rabot heroes. An industrial
robot, for example, might have more
than six individual parts or subsys-
tems, all of which are necessary for it
to perform its job. Supporting cast ro-
bots do not gain the outomatic broad
gkills listed for robot heroes. The
Gamemaster determines their Ability
Scores as necessary; they do not get
{nor are they limited to) the 50 points
to distribute among their Ability
Scoras. They must still choose their
broad and specialty skills from those
allewed a robat hero, including those
allowed by Progress Level {see Creat-
ing a Hobot Hero, abowve),

TABLE D17:

RoBeo1

5TR
i E
3-16
3-18
3I-20

DEX
1-bB
3-8

S-12

516

Hero ABILITY SCcoRE

CoOn
7-14
5-16
318
3I-20

Robot Systems

Robots must have lour core systems
that interact to allow the robot to act
on its environment: sensors, proces-
sors, software, and actuators. To held
these systems together, each robot has
a chassis, just as a living creature has
a skeleton or exoskeleton. Most robots
also have a propulsion system, data
ports, and specialized toocls. Heavy-
duty robots may also have armor to
protect them from bumps, from the
herzards of their environment, or even
from a full-seale assault.

In general, robot parts cost about
the same as standard hero's gear of an
equivalent function for most electronic
goods. For other systems, such as
armer or weapons, the robot equiva-
lant costs 30% to 100% more than
usual, because of the extra chips, ae-
tuators, and modifications required to
integrate it inte the robot's frame and
processors.

Processors

Robot processors are the brains of any
robot hero, responsible for organizing
incoming information and sending out
signals to subsystems.

The robot’s processor determines its
active memory slots, its maximum
rank in any given skill, its base action
check modifier, its Intelligence Ability
Seore, and (when combined with Dex-
terity) its action check score, TABLE DE:
Comemen Rosor Harpwane lists all of
these features of the processor.

Programs

A robot’s skills are ultimataly pro-
grooms; they are learned behavior that
the robot has condensed into a set of
cptimized movements and responses.
These skill-programs follow a stan-
dard set of rules. All robots come
equipped with the robot operating sys-
tem software, which allows them ta
perform the most basic of functions,
The software handles memory, move-
ment, mapping and navigation, objact
identification, power regulation, lom-
guage, voice recognition, and commu-
nieation. It mape its surroundings and
charts a path; more importantly, it gen-
erates an abstract model of the waorld
complex encugh to allow the robot to
make choices. The robot's operating
system (O8) requires cne active mem-
ory slot to run.

The robot OS manages all of these
functions through a programmed
leaming algorithm that allows candi-
tioning to affect future decisions. This
leaming function, when combined
with an inventory of past selutions
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Active
Memory

Processor

PLS
Marginal
Ordinary
bBood
Amazing

PL B
Marginal
Drdinary
Good
Amazing

PL 7
Marginal
Ordinary
bBood
Amazing

PL B
Marginal
Drdinary
Good
Amazing

and their resulte, makes the robot in-
telligent. While intelligence makes the
robot quite clever, intelligence is not
the same as consciousness. The minds
generated by a robot O8 are not sali-
aware until PL 8, when portable Al
technolegy is small enough to fit into
a robot chassis.

In oddition to their operating sys-
tem, they must devote active memery
slots to their broad skills and specialty
skills that they are using at any given
time. A brood skill simply uses a
gingle slot, A specialty skill uses more
active memory the more refined the
skill ie. Each skill rank requires on ad-
ditional active slot. Thus, a robot with
just 4 active slots could never possess
a skill bevond skill rank Z; it needs
one glot for its O8F and one for the as-
socioted broad skill, leaving only two
tor specialty skill processing.

It's possible to load only port of a
specialty skill program into o robot to
lecrve memory available for other pro-
grams; for instance, o robot with the
Demolitions—disarm 6 program can
use o reduced version, such as dizarm
1, ond then use other memory slots for
different programs.

Power Sources

Propulsion is the biggest power drain
on almost all robots. When moving or
levitating at marching speeds aver-
land, a PL 6 robot drains its lanthanide
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batteries completely in 48 hours. At PL
7 and higher, robots over 50 em tall de-
pend on internal mass reactors, which
are essentially self-sufficient, needing
only regular maintenance to keep the
robot running. However, these reactors
are a significant weight: the end result
iz that robots oren't any lighter when
they shed their batteries in exchange
for power plants. Smaller robots still
require batteries until PL 8, when the
mass reactor is linally miniaturized to
the point where it can be put in a robot
of any size

In zero-gravity, gravitics and legs
are the most effective forms of move-
ment, but some space societies build
their robots with up to six legs, each
pointed in g different direction. This
allows a wheeled robot to move down
a zero-g hall, by bracing itself against
at least four walls, and using friction
between itz wheels and the walls to
move up, down ond sideways.

Actuators

Actuators are the mechanical systems
that move a robot’s sensors, toals,
limbe, communications dishes, and so
on into position. Without them, the
enly thing a rebot can move is itself,
using its propulsion system. The actu-
atars are its limbs and ligaments,
moving its camera eyes, tools, and
manipulatars.

Dexterity

B-10 11-15 1B+

19 B
i
212
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213
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E

319
I
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Aleeran: These systems superfi-
cially resemble muscle wire, but allow
both mere strength and more fine
motor control.

Aleeran actuators are clesely re-
lated to cybermuscular systems, and a
eybarnetics-qualified surgeon (Med-
ical Science—surgery 6 or better) can
repair all such actuators,

Hydraulic: These heavy-duty sys-
tems are extremely powerful, able to
lift or move vast weights. They are
also slow and relatively large, com-
pared to similar systems used for
robot metion. Becouse they raly on flu-
ids to move the robot’s parts, hydroulic
actuator systems are susceptible to
leaks, overheating, and freezing, Gen-
erally, these systems are for industrial
and military uses that require power
rather than speed. Even when condi-
tioned for extremely cold temperatures
through the use of anti-freeze, they
can't operate in vocuum or on plansts
with surfoce temperatures baelow
about -10° C.

Muscle Wire: These special wire
bundles use shape memory materials
to flex, thus deforming metal wires in
a specific way, moving the limb. When
a current runs through it, the wire
heats, hardens, and returns to its origi-
nal state.

Prieumetic: Like hydraulic systems,
pneumdatic systems depend on vary-
ing pressure to move o robot's arms

SL0804 B =
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and tools. However, these systems use
air pressure instead of liquid pressure
to create those motions. While this
doesn't allow a pneumatic system to
generate as much force for extended
periods of time, it does allow for
quicker reactions than a hydraulie
system and smoother, more relioble
metion than an electromotor serve
system.

Serveo: These small motors operate
in conjunction with cables to move a
robot's parts. Since a typical robot has
a separdate servomotor connected to
each end of a cable, losing one servo
doesn't mean the loss of all ability to
move, just a portion, like a human
with an injured tendon.

Teon Electromotors: Wonders of
miniaturization, these motors do not
require cables as serves do, Their
powerful torque and reliable function-
ing mean that they are simply placed
at edach joint or swivel where they are
needed, They are very well built but
expensive.

Casing

Maony if not most robets are com-
pletely unarmored, but to protect the
investment that a robot represents
sometimes requires adapting human
and alien crmors to encase a robot for
hazardous duty. Most armar types
listed on TasLe D19: CusTomM RopoT
PaRTS have exact parallels in the
Players Handbook. Those that don't
are described here,

A robot without Armor
Operation—powered or Armor Opera-
tion—combat still sulfers the normal
penalties to its action check, as de-
scribed in the AP column of P41: ArMOR
in the Players Handbook, if outfitted
with heavy armor, However, robots do
not pay the full cost when purchosing
these skills; that is, all robots con pur-
chase the combat armor and powerad
armor specialty skills as if they were
Combat Specs.

All of the casings listed in TAELE
D19: CustomM RoeoT PARTS provide
water resistance and weatherproofing
irobots with no casing do not gain this
benedit). This protects them from the
effects of wet weather and dust parti-
cles, but immersion in water or exces-
sive dust storms may damage the
rabat (see TasLE D25: Special RoBoT
DAMAGE on page B0).

Casing, Standard: A standard robot
easing is a sheet of thin metal, usually
enomeled or varnished to protect it
from rust. While it is tougher than
human skin, most high-impoct
weapons and many meles weapons
readily puncture it.

Flickercladding: This colorful amor
actually serves two purposes. When in
its freeform mode, it translates the digi-
tal processes controlling the robot's mo-
tion cmd thought into colarful display
all aver its bedy—a sort of robot tattoo
thet stays constomtly in motion. When
in its protective maode, it provides con-
stantly upgrading camouflage.

Neutronite: Neutranite is the ultra-
dense material used to build body
tanks; a robot armored with neutronite
sutfers a +5 step penalty to its action
check unless it has Armor
Crperation-powered armaor. Even with
the proper software skills, the robot
suffers a —25% penalty to its movemant
rates. The benefit of all that extra
mess is that the robot’s toughness in-
creases from Ordinary to Good. Any
weapon that dossn't inflict at least
Good-level damoge has its damoge
degraded. Neutronite provides any
robot with phencmenal protection.

Meutronite is usually reserved for
military-spec robote. Buying it on the
black market requires excellent illicit
business connections and still costs
triple the listed costs.

Photocells: By covering a robot with
electric photocells, its power consump-
tion can be portly offset, & robot cov-
ered in photocells only needs aecess
to a power supply once every 30 doays
when provided with earth-luminosity
sunlight for at least 12 hours o dey.
After PL 7, photocells become redun-
dant because of the introduction of
portable mass recctors as power
SOUICES.

Chassis
Tha chassis is the skeleton or frame-
work that holds all the robot’s parts to-
gether, and keeps them together under
adverse conditions of heat, cold, vae-
uum, guniire, and g0 on. The size of
the chassis provides a basic measure-
ment of the rabot's durability. Robots
come in different sizes, but both minia-
turization and gargantuanism have
their problems. Smaller robots can
sustain less damage than larger ones.
The problem isn't so much that they
hove less structural integrity thom
larger robots (small rebots can be
guite resilient), but rather that any
given hit on a small robot is more
likely to damage multiple systems.
Small rohots’ CON limits reflect this.
Large robots suffer other problems,
primarily an inability to enter build-
ings, rooms, or doors built to suit
smaller creatures. Some heavily ar-
mored robots also weigh so much as to
be unwizldy. For these reasons, robots
aver 3 m tall or long is the loorgest cot-

egory available to robot heroes, and
this category includes robots no larger
then 4 or 5 m tall or long. Certainly
larger robots exist, but they are simply
too unwieldy to make good heroes.

Data Ports

Robets con speak to other robots in dig-
ital form using their built-in vocalizers,
but more often they speak to control
systems, ship systems, or even gridrun-
ning heroes via other interfaces. The
most common and readily available
doto ports are described here.

Telepresence Link: A telepresence
link indicates that the robot serves as
a remote sensor lor an cutside ob-
server. This system includes the sort of
link that an Al would use to control
one of its remotes or that a person
might use to operate a waldo. Biologi-
cal heroes may alse make use of such
a link to ses what o robot sees through
telepresence; the robot serves as o
host body to a humean in this case, A
robot with the Emancipated perk may
choose naot to serve as o telepresence
link if such o use goes counter to its
own interests or desires,

Encrypted: An encryption module
works with any data port to provide
secure communications betwean a
robot and digital receivers of all kinds,
Unless the receiver also has an en-
cryption/decryption module, howewvear,
the robot connot communicate with it

Socket: A standard link useful for
hooking into any local Grid. As long
as there is a matching adapter, the
socket can plug into the Grid just as a
human might use an NlJack for the
some purpose. A socket is a two-way
device: a mechonic or roboticist also
uses it to examine the status of the
robot’s internal systems and software.

Uplink: An uplink is a small radic
dish that allows the robot to communi-
cate at orbital distomees (with an air-
plane or spaceship far overhead, for
instance). The robot can alzo listen in
oh uncoded voice and daota traffic on
open frequencies using the System
Operation-communications skill.

Wireless: A wireless data port
allows a rabat to speak to a single
central point, often a company dis-
patcher, a mining boss, or a military
officer, or to a local communications
network or Grid. The wireless is effec-
tively a built-in comm link.
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Manipulators and Tools

Some people consider robots them-

galves little more than clever tools, but

in fact robots are helpless without the
proper manipulators, tool feedback ?]
sensors, and other devices. Heres a
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sampling of the tools that robots most
frequently possess.

Claw: The stondord robotic manipu-
lator con pick up small objects, lift
them, and turn them, but that's about it.

Hand: This is much more useful
than the standard claw monipulator,
especially if it has a tactile sensor
array, which allows it a greater range
of control. If the hond iz similar in size
to that of an adult human, the rabot is
able to use the same sorts of tools that
a human could.

Toolset: Complete with wrenches,
screwdrivers, hammers, and other
basic tools, this manipulator allows
the robot to take apart mechanical
systems cnd put them back together.

Professional Tools: A robot can have
a stemdard professional tool kit (de-
scribed in the Players Handbook), spe-
cialty gauntlet, or other equipment
unicque to a profession or coreer at the
Gamemaster's discretion. Of course,
the foct that the robot carries these
tools around everywhere alsc makes
them liable to destruction whenever
the robot hero suffers mortal domage.

Typical toals include socket
wrenches, arc welders, jockhammers,
fog lights, bullhoms, screwdrivers, bolt
cutters, pruning tools, chainsaws, dia-
mend-tipped drills, measuring devices,
laser levels, electrical meters, phone
jacks, power cords, generators, mag-
netic compasses, watering hoses,
pumps, fire extinguishers, electromag-
netic boots, ropes, nail guns, pry bars,
or flamethrowers. Basically, a rabot can
use any tool the Gamemaster allows,

Prapulsion

The simplest and most practical forms
of locomotion ore wheels, tracks, and
gravitics (when available). Wheels are
the fastest system on land, but require
smooth ground ond shallow grades,
Tracks provide relatively slow land
movement but offer the advontage of
allowing the robat to handle more dif-
ficult terrain, Gravitics allow the robot
to fly over all chstacles, but they have
high energy requirements fulfilled
only by minigturized fusion generators
or other such power sources. In addi-
tion, although gravitics are both prac-
tical ond effective, they are expensive
to install. Even when gravitics are eas-
ily available, making them part of a
robot can easily double its cost.

Hobeot legs are primarily an indul-
gence to make humans feel more com-
fortable with their robots, though they
also serve well when crossing difficult
terrain, Most people relate better to ro-
botz with a humanoid form, and thus
legged robots remain popular. The

twa-legged systems require at least an
Ordinary processor, since walking on
twa legs requires constantly maintain-
ing a balanee of forces. Since a two-
legged robot is not statically stable,
many four ar six-legged walkers are
alse available, These are more stable
but are nat as visually appealing, and
so are usually reserved for robots
whose appearance is not o factor.

The pentapod system is cne of a
number of attempts to provide o way
far a robot to cover rough terrain with-
out being limited by tracks or legs. By
combining wheels with legs, the pen-
tapad system overcomes some of the
difficulties associated with legs or
wheels on their own. Each of the
robot's five telescoping legs has a
wheel ot the bottom. It operates on its
wheels under normal conditions, mowv-
ing faster thon o robot on legs alone
and consuming less energy. When in
rough terrain, the rebot lifts its front
legis) over an chatacle, then moves for-
ward on the remaining legs. When the
remaining legs hit the chstacle, it low-
ers the front legs, lifts the blocked leg,
and maves forward. Eventually, all the
legs are on or over the ohstacle, While
it may be a slow way to get over a
rock, barrier, or stairs, the robot is
never in any danger of tipping over,
since the system is statically stable,
even when two legs are off the ground.

Other, rarer lorms of propulsion in-
clude moneuvering thrusters for zero-g
environments, hydrojets for marine
movement, jets or gyrocopters for cer-
ial movement, or even system drive
engines lor asteroid mining robots.
This supplement does not address cny
of these here, as they are not useful in
the wide variety of environments theat
robot heroes can expect to meet, A
Gamemaster who wishes to add such
robots to his campaign can assume
that these systems cost about as much
gravities to install.

Sensors

A robot only knows as much about the
world as itz sensors con tell it, and for
many robots, its senses are limited to
sight and scund. However, o robet can
combine multiple sensors—many of
them measuring inputs completely in-
vigible to a biological orgomism—as
long as it has encugh processor power,
Any robot with a Marginal processor
con use just one sensor at o time. Any
Ordinary processor can handle twe in-
puts at once, and a good processor con
handle three. An Amazing processor
can collate the information from as
many as five sensors ot once,

Chemicagl Sniffer: This device de-
tects and cmalyzes volatile chemical
compounds; that is, it can detect any-
thing that evaporates or that has a dis-
tinct smell. However, since it operates
on a mechanical basis rather thom a
biological one, it isn't as attuned to
some smells, and much more sensitive
to others, For instomee, a roboticist can
set a chemical sniffer to detect the
presence of drugs, or petroleum, or ex-
plosives—but any such fine-tuning
leaves it unable to sense other chemi-
cale. In any case, the chemical sniffer
can either grant three bonus skill
ranks to the robot's Awareness-percep-
tion score with respect to a particular
type of chemical, or one remk to the
skill for a wider ronge of chemicals.

GPS: Global positioning sensors
use signals from gecsynchronous
aatellites to determine, within a few
meters, exactly where on a planet the
GPS device is. Since these systems
only function on planets with a well-
developed satallite system, they are
more common on Terra and its most
developed colonies than on the fron-
tiers of space.

Gravitic: This sensor can measure
the fluctuations in gravitational fields
coused by gravitic inducers at o dis-
tance of up to 1 km for small inducers,
such as those produced by robots or
skycars. The robot can detect larger
craft, such as space-to-ground shuttles
or sky tanks, up to 5 km away, and
spaceships with system drives up to 25
km away.

Holo: Any robot with a holo sensor
gaine excellent 3D imaging capabili-
ties, but it must hove the two lenses
mounted at least 40 em apart for accu-
rate imaging to 5 m, and as much as 2
m for accurate depth perception to a
dizstanee of 30 m.

IR Sensors: IR sensors simply allow
a robot to measure heat, thus detect-
ing vehicles, warm-blooded species,
machines, and other heat sources in
the dark. These sensors are usually
quite emall, and are often built into a
robot’s casing.

Life Recorder: This device hooks up
to any form of sensor to create o con-
tinuous record of everything the robot
gees and hears. All of this data goes
directly onto a 3D or X3D erystal,
which the robot or somecne elze can
remove and store ot the end of a day.
Reobots without this device record de-
tailed impressions only for short-term
use, then compress the data when it is
no longer immediately needed, much
like human memory.

Meta] Detector: This sensor uses
disturbonces in magnetic fields to de-
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tect the presence of any metal, from
ferrous metals such as neutronite, cer-
ametal, iron alleys, and stesl to nen-
terrous metals such as gold, bronze, or
copper. It detects anything as small as
a bullet or even a pin within a 2 m dis-
tance. Metal detectors usually involve
a large ring-shaped or circular deteet-
ing electromagnet,

Motion Sensors: These devices
sense motion within about a 10 m ra-
dius of the robot, making it impossikble
for others to achieve surprise in close-
combat situations.

Rangelinder: This surface-scan
radar identifies moving chjects cut to
the horizon. At PL 7, it is equivalent to
a radar gauntlet.

Sonar: This senscr system is a sim-
ple ring of several ultrasonic emitters
cnd receivers, roughly resembling a
series of smaller speaker boxes. The
sensor sends out pulses of ultrasound,
and their reflections provide a map of
the area around the robot. A robot with
sonar can see in the dark using its
echolocation sense, but it cannot read
written text, view paintings, or watch
activity through o monitor or
viewsecreeen—because all those forms
of vision simply appear as flat sur-
faces to sonar,

Tactile: Tactile sensore allow o robot
to receive sense-of-touch feedback
iealled hapties by roboticists). This
allows fine memipulation, necessary for
such delicate tasks as surgery, detailed
repairs, and demolitions weork. The
array consists of o series of sensors
placed along the robot's frame (espe-
cially the fingers). These sensors pro-
vide a continual stream of information
to the central processor, which orders
corrections to the sensor as needed.

Vehicle-Mount Systems: This is actu-
ally o category of different sensor sys-
tems that best suits robots that are
essentially brains within vehicle chos-
sis, They are too large for most robaots,
but they might be appropriate for ro-
botic vehicles, probe droids, and other
such larger robots, From Table G28; Ve-
hicular Accessories on page 128 of the
Gomemaster Guide, these systems
might include an ECM pod, the EM de-
tector, the IR detector (which would
possess longer ronge that that given
by the rabotic IR sensor), radar, sonar
[crlso capable of longer range thon its
smaller cousing, thermal imager, and a
video scanner. The power and sensitiv-
ity of these sensing systems enhonce
the capability of larger robots consid-
erably. Count each system seporotely
when totaling skill and monetary

coete, See the table in the Gamemaster
Guide to determine finomcial costs,
Video: The basic input device until
holo sensors become cheap and plenti-
tul at PL 7, video provides a robot with
a flat, perspectiveless view of its sur-
roundings. Special software included
in the robat OF processes these images
into a three-dimensional view of the
robot’s surroundings, though holo-
groms, camouflage, and even paintings
can cccasionally fool it into misinter-
preting whet is really in front of it

Determining
Weight

Hobots are much heavier than moset
heroes, to the point that they can
rarely move stealthily through any
natural terrain. Simple humonoid ro-
bots of PL 5 and B can easily weigh 300
kilograms or more, double of the
weight of an adult weren.

To gauge of a robot's approximate
total weight, add up the weight value
of its component parts as given in
TasLE D19 CustoM RopoT PARTS. Then
reference that value here and either
choose a mass from the range given,
or roll dice to determine it.
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All armors listed in italics are militang=-grade. Only military robots may legally bear these. They cost five times the asual
price Tor nonmilitary purchases on the back market.

Aleutrmnite armor grants Good toughness to amy mbot fortunate enough to be eguipped with it This degrafes all dam-
age caused by Ordinary damage weapons by one category. Thus a 5MG would inflict stun damage Iinstead of wounds.
Weapnns that inflict Good or better damage inflict damage throogh neutronite normieasliyg.

*Heavy Neutronite armor requires a @m chassis and hydraulic actuators, or the robot simply can't move the armor's
added weight under 0.5g or higher.

Chassis Height/Length
Under 10 cm

1 to 50 cm

51 cm o 1 m

1Tmito & m

Emto3Im e Too big Tor doors
Over 3 m Ton big for hallways

Data Ports
Telepresence Link
Encrypred

Sochet

Lplink

Wireless

Easily kichked

]
- Small enough to carry
-1

Wired into coanim net

nmaumm
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Manipulators
Claw

Hand

Toolser
Professional Tools

(10,0 AT,
n
m-|
o

Propulsion
Lemtgsm

Gravitic

Tracks
Pentapod
Wheels

Flight

1 T T
An|ow

SeEnsors & lmaglng
Chemical SnilTer
GS

Giravitic

Holn

IR sEnsor

Lifer Recorder
Metal detector
Motion sensor
Pichup/voicehnx
Ramnye Tider
Sonar

Tactile
Vehicle-Mount

gooon
150
2.000
1200
FO00
&S00
1amn
<00
a0
1000

Deetect valatile chemicals to 10 m
-3 step bonus to Navigation
Destect gravitics to 100 km
Normal depth perception
Heat vision to 100 m
Perfect sensory recordings
Find ferrous metals to 2 m
=1 sterp bomus o surpriss mil
Basic hearing and speech
=1 step bonwus o Rog Wpn chechs
aon Might vision to 40 m
1200 Allows fine manipulation
varics varites S5 Table G2B [(pg. 128) in the
GMEG Tor more info
S0o0 1 #1 penaliy to all BEng Wpn chechs
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TABLE D20: Ropar MW

Weight
Value
o-5
B-10
1115
16-20
21-30
-0
41-50
51-60
B1-70
T+

If vou choose to use dice to determine
o rebot's weight rather than assigning
it a vodue, vou'll notice some unusual
die rolls being called for, Generate the
d80, 4200, 4400, end =0 on are genar-
ated by rolling regular dice cmd multi-
plying by 10. Far instance, a d80 could
simply be a d8 multiplied by 10.

RoBoT PERKS
& FLAWS

Like other heroes, robots can chooze up
to three perks and three flaws when the
hero iz firet created, and the robot hero

Mass
(ka)
2-8
920
21—-30
41-120
121200
2-300
S0-600
B01-1,000
1,001-2,000
32,001-10,000

Die
Rl
2dg
B+di2
20+da2D
S0+d80
120+dB0
100+d200
S00+d200
600 +d300
1.000+d2000
32, 000+dBOOD

com remove the flows later by spending
additional achisvement points,

Perks and flows morked with an as-
terisk () are from the Players Hand-
book. Seo that volume for a complete
description of those perks and flaws,
This chapter describes all the new,
robot-only flaws, The use of ifalics de-
notes perks that the player must select
at the time of character creation if he
is going to purchase them at all.

Perk Descriptions

The robot hero may add only certain
perks after he has created the robot
hero. Italics indicate
the perks that the
player must choose at
| the time of the hero's
creation.

Detachable
System

Cost 3, CON, Conscious
The rabat has a special
wirelass relay connect-
ing one of its compo-
nent parts to its central
processor, allowing it to
detach the part and still
' uee it normally. Each
time the hero takes this
perk, one additional
part gains o wireless
relay. Hands, weapons,
sensars, and any other
subsystem approved by
§ the Guomemaster can
become detachable.
The robot must have a
wireless data port in
order to make uze of
this perk.

Emancipated
Cost 5, PER, Active
An emanecipeated robot
iz no longer the prop-

erty of an owner, but is theoretically a
free sentient able to conduct its affairs
with the full protection of the law. In
practice, many sectors of sociaty ro-
bots still discriminate agaoinst robots,
but at least an emancipated robot
doesn't hove to follow ony more orders
from above than any other hero.

There are two ways that o robot can
become emancipated: It can go roguse,
ar its current owner can free it. Since
robots of PL 6 and higher are self-cod-
ing machines, able to improve their
systems cnd processes over time, they
are also capable of overcoming the cir-
cuitry that keeps them subservient.
However, some robots don't seck to
overcome these limits, and even
among those who do, many remain
loyal to their masters. Robots that aver-
come their progroamming can go rogue;
any robot hero who spends the requi-
site achievement points can go rogue
when desired at any time after achiev-
ing level 6. The discbedisnt rabot can-
not be brought under contrel again
without wiping its central processors
clean of all its acecumulated skill, Own-
ers fit especially valuable robots with
a command bolt to retain their skills
and ensure their loyalty.

Owners emancipate other robots,
This is rare at lower Progress Lavels,
but becomes increasingly common at
the end of PL 7. Even if another player
emancipates a robot hero, the player
of the robot hero must still spend the
3P to buy the perk. Until he does, the
robot's circuits will remain obedient to
humaon commands, and banks and
courts will refuse to recognize the
robot's new status,

Fuzzy Logic
Cost 4, PER, Conscious
The robot has maore flexibility thaon most
robots in interpreting commands and
comn display non-truthful behavior by
making a simple Will feat cheeck with a
1 step bonus (that is, the robot can lie
through its teeth). While the robot can
lig, others may not belisve it. Alzo, the
robot can't directly contradict a com-
mand from its owner or any authorized
ueer (such as an Al remote). If a robot is
clever enough, its fuzzy logic con sub-
vert the intent of almost any crder.
These lies are strictly limited to verbal
exchanges; the robot cannat doctor
video images and data files without the
necessary additional skills {such as
Compulter Science-programming).

Hidden System
Cost 4, DEX, Conscious
An important tool, sensor, or weapon




iz hidden inside the robot's casing,
retracted from view. The robot can
deploy the item in a single phase
without expending an additional ac-
tion, A normal sensor scdn cannot
detect the hidden item. The object
comnot be larger than could fit
within the robot's chaeeis; that is, a
10 cm robot could not contain a
charge pistol as a hidden system,
but a 2 m robot could. A player may
choose this perk mare than once for
his robot hero.

Language Module

Cost 6, PER, Conscious

The robot can speak and understand
dozens or even hundreds of human
end alien languages fluently, cand
com learn new longuages quickly by
the use of pattern matching. For all
practical purposes, the robot speaks
all the standard human languages
and all the languages of starfaring
alien races. In addition, for each 1 ad-
vancement point spent, the robot can
lecorn a language it doesn't already
have in its database. Note that it
takes an action to chonge from one
language to another (much like
changing other soltware).

Lightweight Alloy

Cost 3, DEX, Active

The robot’s chassis and major systems
are made of lightweight materials,
making it weight 25% less than other re-
bots of its size and type. Add 4 points to
the robot's Desxterity score for the pur-
poses of caleulating movement ond ac-
tion check Scores. This DEX bonus doss
not apply to any other purposes, such
as skill checks or Ability Score feats. In
addition, reduce robaot's Weight Value
by 25% when estimating its mass.

Memory implants

Cost 4, PER, Active

The robot has a false memory of child-
hood, adolescence, and young adult-
hood, giving it greater emotional
depth and empathy. The robot adds
two to its Personality score, and mey
excesd the normal Personality limit for
its PL. If the rabot ever discovers that
ite memories are false, it must make o
Will feat check or permanently lose 1
point of Personality.

Nanite Self-repair

Cost 4/7/10, CON, Active

The robot has a nanotechnology sub-
system that repairs damaged systems
in redal time, making it possible for the
robot to heal domaoge as long as it has
access to sufficiently pure raw materi-

E D21: Rosor PERKS
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Concentration®
Detachable System
Emancipated
Faith*
Fortitude*
Fuzry Logic
Good Luck *
Heightened Ability *
Hidden System
Language Module
Lightweight Alloy
Memory Implants
Nanite Self-repair
Observant®
Photo Memory®*'
Redundant Systems
Reflexes ®
Remote Backups
Self-Editing Program
Superior Tech
Tough As NMails*
Vigor*®

lpUB PO WRLI W WS

=
N
=

dUnpbunbonw

233

Special

Tup=
Conscious
Conscious
Active
Conscious
Active
Conscious
Conscious
Active
OEX Conscious
InNT
DOEX
PER
CoOn
WIL
INT
CoON
DEX
INT
INT
cCon
5TR
Cond

Conscious
Active
Active
Active
Active
Conscious
Active
Active
Active
Conscinous
Active
Active
Active

' A robot with Photo Memory must take the Life Recorder sensor
add-on for its memory to remain perfect beyond a single day's
events. therwise, the sheer volume of data guickly becomes

unmanageable.

als. At the 4 SP cost, the robot can repair
wounds but requires assistance for
mortal domage, just as any other hero
does {it just requires the assistance of a
roboticist rother them a physicion). To
succeed in repairng mortal dameage,
the robot must succeed at a Technical
Science—robotics roll; the robot suffers a
+3 step penalty if working on itself.

At the 7 SF cost, the robot can re-
pair both wounds and mortal damage
without assistance. At the 10 3P cost,
the robot can repair wounds, mortal
dameage, and even entire systems de-
stroyed by theft, vandalism, or special
damage. The robat connot repair de-
stroyed subsystems without a Techni-
cal Enowledge—robatics roll with a +6
slep penalty.

Redundant Systems

Cost 6, CON, Active

The robot=s duplicate systems, extra
memery bulfers, ond backup motors
and generators provide a degree of re-
liahility usually only found in hard-
ened military systems. This extra
redundancy meons that the robot al-
ways uses one slot of its active mem-
ory (to monitor its own redundomt
gystems), but it cannot be dazed and it
never suffers kmockdown checks from
stun damage. Wound damage may still
stun a rabot with redundant systems,

but the robot makes the Staming—en-
durance check with a -3 step bonus.

Hemote Backups

Cost 5, INT, Active

The robot has stored its memory in a
distant location, such as the ship’s com-
puter ar even in another system via dri-
vespace relay. Every time the robot
recharges its lanthanide batteries, it
also downloads its memory cores. Even
if the robot is completely melted down
to scrap, someone com incorporate its
personality and memeries (minus a lew
days since the last backup) into a robot
constructed of new parts.

Self-Editing
Programming
Cost 4, INT, Conscious
The robot con change its own program-
ming. The robot effectively shuts down
while it performs this function, and o
successiul check allows the robot ta
abandon one of its existing broad
skills for another. Any specialty skills
gained for the jettisoned broad =kill
are lost as well. The robot must spend
time observing the desired broad skill
for it to use this ability. This takes at
least one doy per skill point necessary
to learn the skill.

This perk is particularly useful
when a robot does not possess the

SL0808 p =
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gkill points to leam o new skill nor-
mally but must do so at the behest of
its employer or to perform an impor-
tant task.

Superior Tech

Cost 5, CON, Active

The robot hero is a prototype or has
access to advanced technology that
hasn't vet reached the mainstream
markets. You may choose one system
rated at one PL higher than the gen-
eral level of technology. If this part is
destroyed, the robot cannot replace it
except by using the Nanite Self-Repair
perk. A successful Technical
Scilence—juryrig roll gets it working
again until the next failed roll using
that robotic system; an Amazing suc-
cess meomns that the juryrigged part
won't fail until it suffers a Critical
Failure. A foiled juryrig attempt
breaks the part irreparably.

Flaw Descriptions

A player may not add flaws to his
robot hero after character creation. He
must choose any flaws the robot suf-
ters from when he makes the charae-
ter. Some flaws are peculior to robots
with a certain minimum level of tech-
nology; TABLE D22: RoeoT FLAWS indi-
cotes this in the PL requirement
column. A robot hero may remove a
flaw when it reaches Gth level (see
Chapter B: Achievements in the
Players Handbook for details),

Asimov Circuits

+ 35k WIL

The robot must sacrifice its own sur-
vival for thot of the species that built
it, and to prevent members of that
species from coming to harm through
inaction. While this seems like a noble
goal in the abstract, in practice it re-
sults in robots often being diverted
from their tasks by the need to play
good Samaritan. In addition, it means
that a robot cannot attack with lethal
force and cannot permit villains of its
creator specias to come to harm, Az a
rasult, a robot with this flaw may often
wind up arguing with or even oppos-
ing other heroes.

Command Circuitry

+4 3B WIL

The rebot hero has a command circuit,
which allows anyone with a comm
link and knowledge of the robot's oper-
ating frequency and passcodes to give
it erders. The robet cannot discobey
these orders unless they would be
self-destructive; if it receives more
than one crder viag its command cir-
cuit, it always follows the most recant
instruction first.

These circuits are normally on min-
ing and heavy industrial robots to
allow a supervisor or Al overseer to
keep a team of rabots working to-
gether at peak efficiency. & war robot
never has a command circuit, since it
could allow the ensmy to compromise
the robot's crders.

TABLE D22 R_n_aﬂT

Flaw

Asimov Circuits
Bad Luch*®
Clueless *

Clumsy *

Command Cicruitry
Delicate*
Doublespeak
Fragile

Honesty
Incomplete Coding
Inferior Tech
Memory Lapse
Dhlivious *
Dhsessed *

Did Injury®*
Dverheat

S5ecret Drders
Short Circuit
Slhow*

LUnarmored

Ability
WiL
WIiL
INT
OEX
WIL
S5TR
PER
con
PER
INT
Ccon
INT
WIL
INT
S5TR
CoN
WiL
INT
DEX
cCon

Doublespeak

+2 SF, FER

The robot must repeat a word or phrase
from every uttercmee. On a Critical Fail-
ure, it may stutter uncontrollably until
its system restores itself (with a suc-
cessful WIL feat), ar it may repeat its
moet recent action exactly in the next
action phase. A robot with this flow suf-
fers an additional +1 step pendlty to all
PER skill checks ond feats.

Fragile

+4 8P, CON

B robot with the Fragile flaw is ham-
pered by poor construction, reflected
in the game as a +1 steppenalty to all
Stamina-endurance skill checks it
makes due to combot domage and a
+2 steppenalty to resistance rolls for
water, electricity, and other forms of
environmental domage.

Fragile robols are also more diffi-
cult to repair, since their parts are
often closely linked and their interde-
pendent systems often fail in series if
mistreated. Anyone without the Tech-
nical Science-robotics specialty skill
guffers a +1 steppenalty to all repair
rolls.

Honesty

+2 3F. FER

The robot cannot tell a lie, and i=
often compelled to tell embarrassing
truths to supporting cast or heroes
{such as when it rolls a failure on any
Perscnality-based skill check). The
rabot is espeacially prone to tell the
truth to aquthority figures, such as law
enforcement officials. The robot can
attempt a Will feat to lie, but a Criti-
cal Failure results in a processor over-
locd that infliets enough stun damage
to knock the robot out for the rest of
the scene,

incomplete Coding
+2/4 3F, INT
Vital coding has been left out of the
robot's core programming. [t occasion-
ally fails to understand commeands—
resulting in requests for clarification
ot restatement—or in some cases re-
sponds in a completely unpredictable
way. In the most fortunate cases, the
robot simply fails to respond.

+2 8P: On a Marginal result while
attempting om action, the robot takes
additional time to process the com-
mand, merely losing its action as it re-
quests further input. Assuming it
receives the input, it can try again on
its next action. On a Critical Failure,
the robot becomes stuck in a progrom-
ming loop, and can take no further ac-
tions until either it makes o Will




check, or another character maokes a
suceessiul Technical Science-repair
skill check, breaking the robot out of
its command loop.

+4 8P On a Marginal result while
attempting on action, the robot exe-
cutes an incorrect but essentially
harmless action—attempting to repair
a weapon instead of firing it, for exam-
ple. The player should make a note of
this behavior, as he cannot correct it
until another character makes a suc-
cessful Computer Science—program-
ming skill check, re-writing the faulty
code. On a Critical Failure, the robot
executes an incorrect action that is
detrimental to itself or its compan-
ions—{iring a weapon when instructed
to repair it, for example.

inferior Tech

+4 5F, CON

The robot has dated, second-hand, or
factory-reject ports, which degrade its
performance. As a result, the robot suf-
fers Patigue dameage just as other he-
roes do, plus additional fatigue when
its battery runs low.

The robot gains a fatigue rating as
if it were a biclogical hero. A Critical
Failure roll on any STR, DEX, or CON
skill gives the robot a fatigue point, in
addition to the result of critically fail-
ing the task in question.

TABLE D23:
1T BrRAWLING AND RAaviving DAMAGE

Damage
d9—3Is/'dI4Is/d4—f=
da-3s/dI4—Ps/d3-1s
da-Ps/d3-15'dis
das/da+1s/d3+2s
dbs/db+1s/db+2s
dB8s/db+Tw/dB+1w
Adds2dIwdI+1m

Under 10 cm
11 to S50 cm
S1omtolm
1mto 2 m
E2mto 3 m
Over 3 m

SL0804 b =

Add+2s2dId+2w/dBE+1Tm

All damage inflicted by robot ramming and Tists is low impact [LI)
and of Drdinary strength, except for that inflicted by robots over
2 m, which is of Good strength. The mass of the robot alters the
damage it inflickts in hand-to-hand combat. More massive robots
inflict damage equal to the next category on the chart above. For
example, a more massive 1T m to 2 m robot inflicts damage of
dBs'dE+TvwdB+Tw [egual to that of the 2 m to 3 m categoryl. A
robot made of lightweight materials goes down a category on the
table above. A1 m to 2 m robot made of lightweight materials
inflicts dds/dd+1s/d3+2s in damage [egual to that of the 51 cm to 1

m categoryl.

Memory Lapse

+5 5P INT

The robot's memory processors are
fulty, and it often forgets important
events or bits of data, such as pass-
words, names, or even instructions for
cperating complex machinery, A Mem-
arv-lapsing robot re-
celves a +1 steppenalty
to all Intelligence-
based skill checks.

Overheat

+6 3F, CON

The robot's processor
and actuator circuits
tend to run hot, often
leading to malfune-
tions. When focing the
some conditions thet
would couse a human
hero to gain a Fatigue
point, the robot hero
must make a
Stamina-endurance
check. If the check suc-
cesds, nothing hap-
pens—the robot's
systems continue to
function normelly. If
the check fails, the
robot overheats and
must immedicately shut
down or destroy its
central processor.
Treat this a= a knock-
aut (see page 53 of the
Players Handhook).

Secret Orders

+3 5P, WIL

A player may choose this flaw only if
his rebet here has wireless or telepres-
ence link data ports. Hidden deep in
the robot's hardware is a secret set of
information that the robot's maker
built into its chips; this information
may include an assassination target, a
spying mission, or plans to a vital in-
stallation. When the robot enters an
appropriate situation it acts on its se-
cret orders. Furthermore, it may re-
ceive a signal from its wireless or
telepresence link, giving it further or-
ders at any time, The robot’s secret or-
ders cverride all other attempts to
control it, including commeond bolts,
Asimov circuites, and normal orders to
an unemancipated robot,

Short Circuit

+4 BB INT

The robot has a nagging, untraceable
shart circuit in its core processor.
Whenever it rolls a Critical Failure, it
suffers 2 points of stun damage in ad-
dition to the effect of failing the task at
hand. Only completely tearing the
robot apart and replacing almost
every aspect of the processor can fix
the short circuit, Until then, almost
anything can set the short circuit off
as the Goamemaster determines, from
Amuazing hits against the robot ta
failed Stamino—endurance rolls. The
robet alse drains power at one-and-a-
half times the usual rate if it rune on

botteries, ? q
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Unarmored

+2 SF, CON

The robet is completely unprotected
from dust, water, and weaponry; its
chassis is uncovered and all its parts
are visible, It suffers full domage from
any attack in combat, and it may sui-
fer step penalties when exposed to
water, electrical storms, and other nat-
ural hazards. A robot with the Uner-
mored flow comnot also take the
Hidden System perk.

RoBoT1Ss IN
ComBAT

Military forces have used robots sue-
cesefully in war at least since 1991,
when Iragi troops attempted to surren-
der to a reconnaissance drone during
the Gulf War. Though expensive to de-
ploy, they require fewer materials. The
greater danger is that a technologi-
cally competent enemy can turn o cap-
tured robot against its maker.

TABLE D24:
Roeor SYsSTEM
DAaMAGE

del roll System

damaged
1-5 Armor
Actuator
Tool
Data Port/
Wiring
Chassis
Propulsion
SEnsor
Processor
Software

TaeLe D25:

Robot Unarmed
Attacks

The amount of damage robots inflict in
unarmed combat is dependent upon
their size and mass, Especially mas-
give robots inflict more domage than
do their lighter counterparts. Some ro-
botz do not have coms or other such
manipulators. These robots are still
able to inflict damage using ramming
attacks. See Tape D23: RosoT BRAWLING
AnD RaMuine DaMace (page 79) to deter-
mine the amount of domoge a robot
inflicts.

Robots attempting to avoid a colli-
sion do not use the brawling and ram-
ming table above, but instead should
use TABLE P43: CrAsH AND COLLISION
Damack on page 201 of the Players
Handbook; the damage applies
equally to the robot and the creature it
crazshes into.

Mortal Damage

If a rebot takes mortal domage in com-
bat, it must make a Stamino—en-
durance check. If the rabot fails this
check, it may lose a mechanical sys-
tem or subsystem due to damage (see
TasLe D24: RopoT SYSTEM DAMAGE). In
the case of Critical Failure, the system
is completely disabled, requiring
replacement.

The Gamemaster may choose ex-
actly which system is affected or he
may determine it by the random hit lo-
cation system presented here. The lo-
cation system uses a set of
compartments like those used for ve-
hiele combat to determine which sys-
tem is domaged. For instance, if a
robot suffers mortal dameage and the
Robeot System Damage roll comes up
as a 13, the robot’s propulsion system
fails and the rebot can't move until it
is fixed. Unlike damoge to biological
systems, mortal damage is permanent

until the relevant part is repaired or
replaced.

Any robot who suffers Amazing
damage (whether stun, wound, or mor-
tal) must also succeed ata
stamina—endurance check or lose all
of ite remaining stun points. In such o
case, the robot must re-initialize its
systems. The robot must spend one
phase per stun point recovered, and
ecannet function again until it finishes
itz system check.

Special Damage

While robots are immune to poisons,
the etfects of vacuum, and even to ex-
tremes of heat and cold, they do suffer
more than other heroes from exposure
to water and electric currents. Use the
following rules for robots caught in
the rain, dumped in the ccean, struck
by lightning, or fried with a power
surge.

Any robot exposed to water is
likely to short out its circuits, its bat-
tery ar power supply, or both, While
fresh woter is dangerous enough, salt
water is corrosive as well and a much
better conducter of electricity, as are
some other liquids, such as certain
acids, liquid hydrogen, and
organometallic solutions, When the
robot is immersed in one of these lig-
uids, it muet make a Stamina-en-
durance check or be immediately lose
all remaining stun points. In this case,
the robot becomes functional again
when it is removed from the debilitat-
ing liquid. If the check results in a
Critical Failure, the robot suffers the
damaoge indicated on Tasle D25: SPE-
claL RoroT DAMAGE, It must repair it-
self, or someone else must repair it
before it bacomes functional agaoin. In
the case of acids and the like, the
robot also suffers damage that has the
same effect on durability as it would
on any other hero that suffers from the
hearmiul liquid.

When o large electrical current,
such as a lightning bolt or an un-
grounded power line, courses through
a robot, the robot must also make a

Stamina-endurance roll. If this roll
fails, it immediotely loses all remain-
ing stun points and suffers the dam-
age listed in the table above, If the roll
is a Critical Failure, the damage indi-
cated iz mortal instead of wound dam-
age; the electrical surge melts
components rather than merely mag-
netizing, disabling, or overloading
them. In either case, a hero capable of
juryrigging or repairing it must attend
to a robot shut down by electrical
damage of any kind hefore it may

Source Bonus/Penalty
Fresh Water =1
S5alt Water o
Acid*® +1
Liguid Hydrogen +2

d<w

dbBw
2ddw

dBEm

Lightning Strike +3
Power Line, Low Voltage -2
Power Line, Transmission +2

diZw
ddw
2dbhw

The BonusPenalty column indicates a modifier to the Stamina-
endurance chech.




regain its lost stun points and rejoins
the action.

Rohbots specially built te withstand
electrical currents and spikes may gain
bonuses to the Stumino-endurance
rolls. The Gamemaster should deter-
mine these bonuses in each case in
which they may apply.

RosBoOT
MAINTENANCE

Like biclogical heroes, robots need
regular upkeep. People and animals
need food and rest, and robots need
systems checks, power, and occa-
sional new parts. Occasionally, the
rigors of combat or hazardous envi-
ronmental conditions necessitate
more sericus repairs. Repairing a
robot is essentially a two-step proce-
dure: diagnesis and the actual repair
itsalf. A= with other technological sys-
tems, robot repair requires the Tech-
nical Science-repair, juryrig. or
rohotics skill.

Robot Diagnostics

The first step in repairing damage to a
robot is diagnosing the extent of its
malfunctions, and determining whert
parts to repair, bypass, or replace,
Only o proper and correct diagnosis of
what systems have failed will allow o
robaoticist to repair the problem. The
robot itself can perform this dingnosis
if it has the Technical Science—robotics
specialty gkill, or ¢ mechanic or roboti-
cist who carries a rabot diagnostic de-
vice can do it. If the robot does the
diegnosis itzelf, the Technical Sci-
ence—robotics skill check is subject to
whatever the robot currently suffers
due to mortal damage it has sus-
tained. It gaine a benefit for the qual-
ity of ite OS (Ordinary grants -1 step,
Good gives -2, and Amazing grants a
-1 bonus). If the robatics roll succeeds,
the degree of success indicates how
much the robot knows about what
parts need replacing, as shown on
TapLE D26: Rosor Diacnosis below.

If a@ mechanic or roboticist performs
the diagnosis, the process is still fairly
stroightforweard. If the robot has no
socket or other interface, the roboticist
must first gain access to the robot's
motherboord. Doing so requires open-
ing the robot’s access panel, o simple
process in most circumstances. How-
ever, a malfunctioning robot may
sometimes resist or flee when ap-
proached, even by those with good in-
tentions. This makes cpening an
aecess panel more difficult. If the robot

resists, the roboticist
must make a cantestad
Strength feat check,
Likewise, a robat can
attempt to prevent any-
one from oocessing its
system by running
away, forcing the tech-
nician to make o con-
tested Dexterity feot
check with the robot. If
the robot wins, it may
simply flee the scene,
assuming it is in good
encugh condition to do
s0.

Onee the roboticist
has access to the
robot’s innards, he con
make a Technical Sci-
ence-robotics roll nor-
mally. Note that the
roboticist suffers no
penalty for mortal dam-
age that the robot may
have sustained. The ro-
botics skill grants an
external obeerver the
ability to review and
understand the impli-
cations of system-wide
failures. However, the
roboticist may suffer penalties to the
diognosis roll if the model he is ex-
amining is unfamiliar (+1 step), alien
{+3 steps), or built using a more
advanced tech level than the roboti-
cist is familior with (+4 per Progress
Level), at the Gamemaster's discre-
tion. The Gamemaster moy ossign a
bonus if the roboticiet owns the robot
i-1 step), has upgraded or modified
the robot (-2 steps), or designed and
built the robot from the ground up (—4
steps). Onee you have compared the
results of the diognosis roll with the
degrees of success on the Diagnosis
Table above, the roboticist haro can
then move on to the repair rolls.

BLE O26:

f Success
Critical Failure

Hesult
Misdiagnosis; apply a +6 step penalty

Robot Repair

Most robots have little or no ability
to repair themselves as biclogical
organisms do. Once they have taken
damage, that damage remains until
an outsider intervenes. The exception
is stun damage, which affects robots
just as it affects other herces: At the

end of the current scene, it disappears.

The robot can act normally after it
reboots.

Wound domage is more serious,
and requires Technical Science—robof-
ics, juryrig, or repair to correct. Making
a repair attempt requires one uninter-
rupted hour of effort; without at least

Roepor hagnOosis

to any repair attempt

Failure

Stumped; apply a +2 step penalty to

any repair attempt

Ordinary
Good

Correct diagnosis; proceed with repair
Familiar problem; subtract one

reguired success from any complex
repair skill check

Amazing

The repairer knows all the parts and

procedures by heart; apply a -1 step
bonus to repair attempts and sub-
tract one reguired sucrcess
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B2

of mortal domage,

plus the spillover

points of wound

and stun domage.

If the robot contin-

ues to operate and

its mortal durabil-

ity rating drops to

zera, it suffers an

unrecaverahle

BITOT in its memory

el

thiz much time, little more than diag-
nosis and juryrigging is possible. On a
Failure, the wound is sericus, and re-
quires both more time and parts that
are currently unavailable. The re-
pairer may attempt no further repair
until he gcquires the part (often an ex-
peneive proposition). Even then, the
next repair attempt requires a full day.
On an Ordinary success, the repair re-
stores | wound point. A Good or Amesz-
ing success restores 2 or J points,
respectively. Repairing wound dam-
age costs $300 per wound point. Used
parts can cut this cost in half, and
scavenged parts con reduce it to zero
{see "Scavenging Parts,” page B2).
Only someone skilled in Technieal
Science-robotics may restore mortal
damage. Until this happens, the robaot
continues to suffer the step penalties
associoted with mortal damage.
Howewver, the robot's condition does
not deteriorate so quickly as o mor-
tally wounded organie ereature
might. The robot’s mortal damage
only worsens when the rabot hero
makes a skill check or ability feat
and suffers a Critical Failure. Each
Critical Failure inflicts another point

pores and dies.

Though somecne
can still rebuild its
body,
he cannot recover
= its mind.
—  Repoiring mortal
damages to o robaot
iz always a com-
plex skill check. The
Gamemaster detar-
mines the number
of required suc-
ceszes, adding one
more required suc-
cess for every point
of mortal domoge
the rabat has taken.
Assuming the
Gamemaster sets
the difficulty at Or-
dincoy ond decides
thot three successes
= are the base num-
=, ber required, a ro-
boticist must
achieve at least seven successes when
repairing a robot that has taken four
points of mortal damage. & Critical
Failure during the skill check indicates
thert the robeticist requires additioneal
parts in order to finish the repoir. These
parts are often major, expensive com-
ponents or even entire subsystems; the
cost of the required part is $1,000 to
26,000 plus 2,000 per lavel of the robat
above PL 6. A repairer may not attempt
any further repair ralls until he locates
and installs that part, Any Foilure (in-
cluding a Critical Failure) adds to the
chonee that the whole complex skill
check will fail (by reaching three
Failures).

Repairing mortal damage invelves
replacing larger subsystems and more
impertant and expensive components
them repairing wound domage. Repairs
cost 51,000 per martal point, $500 if the
robot is patched up with used ports.

Lack of proper parts or facilities
when repairing a damaged robot adds
step penalties to the robofics check as
determined by the Gamemaster. How-
ever, a successful juryrig check con re-
duce that step penalty by -1,

Scavenging Parts

In the depths of space, sometimes
parts can be hard to come by.
Fortunately, technicions can keep ro-
bots going with parts cannibalized
from similar models or even stripped
from other sources entirely, such as
spaceships or military vehicles, Parts
taken from any source other than ap-
proved channels have a chanece of fail-
ure, As a result, adding these
peripherals to a robat is not always
successful. Doing =o requires the right
connectors, actudatars, and even soft-
wore; some systems are simply incom-
patible, No matter how skilled the
robotieist, fitting o mechalus eyelball
into a video-driven harvester bot just
waon't merge effectively into a single
working unit.

Whenever a hero uses scavenged
parts to repair or modify an existing
robot, make a Technical Science—robot-
ics roll. I the parts are fram a different
Progress Level, were not originally
robot parts, require specialized soft-
wure, of wera constructed by another
species, make a roll using Technical
Sclence-juryrig. If the part meets more
thoan one of these conditions, the at-
tempt suffers a +2 step penalty for each
condition beyond the first.

If the roll succeeds, the part works
as desired, at least for a while; see the
"Used Parts” results for an Ordinory,
Good, or Amazing suceess. All scav-
enged parts count as used ports, and
are subject to all their quirks and
problams. If the roll fails, the scav-
enged part is incompatible with some
part of the robot's hardware or soft-
ware, and does not integrate into its
systems successiully.

Used Parts
Active robots are often subject to field
upgrades, retrofits, and patchwork re-
pairs. It's not always possible to re-
place a robot's worn or damaged parts
with new, factory-fresh components, or
evaen with entirely compatible compo-
nents. On the frontiers of space, in
wartime, or even in backward notions
and territories, a roboticist often must
use second-hand, pre-owned, recondi-
tioned parts. These usually do the job
as well as a new part—for o while.
When o technicion installs o used
or scavenged part in a domaged robot,
make the repair rolls as usual to see
how quickly he repairs the damage
isee "Robat Repair,” page 81). Then,
make o rell using Technical
Science-robotics to determine how
well the part will perform. An Ordi-
nary success indicates that any Criti-
cal Failure when using the part results




in the part failing completaly. The
usged part connot be repaired. A Good
success indicates that the part
tunctions normelly until the robot rolls
a Critical Failure while using it, The
roboticist must reattach, reinstall, or
reconfigure the part before it will work
again. An Amazing success means
that the part functions perfectly until
destroyed or removed.

Robot Longevity

Given proper care and maintenance, o
working robot can have a working lite
ol 30 ar 40 years, though robots in rela-
tively unchanging industries such as
textiles may work the same job for 100
years or more. But this is just the time
that they are expected to function as
laborars. Emancipated robots can sur-
vive for much longer, even centuries, if
they keep updating their systems, re-
pairing worn parts, ond maintaining
their central programming in good
arder. This drive to keep in top work-
ing order is one of the emancipated
robat’s chief precccupations. A few
guch robots also prepare secondary
bodies for themselves and reproduce
themselves by cloning, thus doubling
their long-term chances for survival.
Unemancipated robots are not so
fortunate. Owver time, the tasks ex-
pected of a robot decline, however, as
manufacturers build newer ond more
capable robots. Consumers push the
older machines to the margins, to
pocrer worlds or industries. Eventually,
they are either overheuled and up-
graded (in the case of robots whose ex-
perience makes them valuable—such
as warbots or scout robots), stripped for
parts, or allowed to run their power
sources down into a slow, rusting
death. Though no one likes to discuss
it, these robots almost always die as
the direct result of a humen decision,
becaouse most robots can keep going as
along as someone decides that the ma-
chine is worth the effort required to
maintain it. As a result, a few antique
ar classic robots from the prior Progress
Level cre always floating around.

STANDARD
MODELS

Despite the tireless work of individual
roboticists creating specialized robots
for specialized tasks, most robots that
heroes encounter are standord mod-
els, made to perform o certain task ef-
ficiently and without complaint. This
section describes sample models, for
use as supporting cost members.

Eariy Bots [PL 5)

Hobaots of the Informeation Age operate
purely on mechanical feedback sys-
tems, using gaouges and sensors
adapted to the task at hand. Some of
them also function as waldos, that is,
machines that mimie the actions theat
a human eperator located elsewhers
performs using a set of wired replicas
af the robot’s limbs. Labeoratory robots
and bomb squad robaots are typical ex-
amples of PL 5 waldos; a scientist can
mix demgerous chemicals from o dis-
tance by using a set of controls and a
video monitor that control the arms of
a robot in a blast-proot or radiation-
proof lab.

The early bots are special-purpose
machines, helpless whenever can-
froented by an entirely new situation or
one outside their field of expertise,
They function enly when provided
with a regular schedule of mainte-
nance and recalibration. Their pro-
gramming is o very simple set of
instructions, and the "programming” is
often more a matter of mimicry than
expertise. Bome robots follow routines
generated by tracking a humean expert
whao performs the operations.

Further, many early robots are more
than just immoebile; they are bolted
firmly to the floor. Any small shift in
their location, any wear in their actua-
tors, reduces their accuracy ond the
quality of their products until they are
recalibrated by a humeon technician, In
some ways, these robots resemble the
first computers, which also required
specialized conditions and a technical
maintenance staff,

Dumb Bots [PL B)

In the Fusion Age, robots are still re-
stricted to o few tasks. They are no
longer merely mechanical systems,
but instead use dataobases, loyered
neural nels, and expert systems to
make basic decisions and learn from
their experiences. Howevear, they are
very focused machines, extremely ca-
pable at their core competencies, but
aften confused by new situations or
unforeseen events. Only the best bots
can operate effectively when cut off
from humon support, maintenonce,
and intervention.

Autonomous Bots
{(PL 7}

These robots aren't self-aware enough
to count as sentient, but they are quite
intelligent, able to meake complex

decizions on their own and act inde-
pendently. They respond to new situa-
tions by the use of pattern recognition,
territorial and social hierarchies, and
built-in behavior medels. They have
no emotions of their own and no abil-
ity to process humon emotional
TESPONSes.

SL0804 B =

Androids [PL 8)

Mast robots at this Progress Level are
androids, capable of understanding
and expressing a wide range of emo-
tion with the help of internal Al-level
processors. Since Als are small
encugh to fit into each robot, manuofac-
turers use them to provide conscious-
ness for those tasks that require it
thaugh they also build many robots
without such fancy higher-level func-
tions, Though they fit Al brains into ro-
bots, these do add greatly to the cost,
so manufacturers reserve them for the
robots that really need the additicnal
processing power. The minioturized
Als implanted in robots at this level
usually lack the Al Functions specialty
skills of prediction, multitask, and re-
moate.

Military robots are an ohvious ex-
ception to the android format; they re-
main completely inhuman machines,
capable of waging war in a grim, effi-
cient manner incomprehensible to
most sentient species. Both the an-
droids and the machine killers oporate
on excellent pattern recognition and
learning software, and are equipped
with emotional modeling hordware as
well, As a result they gain the fHlexibil-
ity and cunning required of warriors;
they are able to decide shades of gray
in addition to the usual black-and-
white functioning of other robots,

B3
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B4

Bushel-series Harvester
Robot [(PL 5)

Horvester robots have bean working on Earth farms since the
late 20th century, conducting most of the basic functions of
agribusinesses: planting, fertilizing, irrigating, and harvest-
ing enormous stretches of land. All robotic harvester ma-
chines have specialized tools that allow them to process
fruits, vegetables, and grains. Special variants of the early
21st century robots come equipped with the tools to handle
herbe, flowers, lumber, and ether unusual crops.

Harvester robots vory in size from waist-high to towering
U-shapes that loom over a row of trees in an orchard. Foarm-
ers adapt the exact form to suit the crop types, but four basic
madels predominate. The first is the grain robot, meant to
plant, tend, and harvest wheat, eats, barley, and other cere-
als. They range from 1.2 to 2 meters tall, and can tend two or
three rows of grain at a time. Next are the root crop robaots,
with a number of specialized tools for weeding and cultivat-
ing potatoes, carrots, yams, and other underground crops.
They often double as vegetable, herhb, or flawer robats, able ta
work with lettuce, gourds, beans, and so on. They are small
robots, rarely more than half a meter tall. The next is the ar-
chard robof, able to shake fruit or nute from trees. They are
terll and epindly machines up to B meters tall, and often built
in an arch shape, so they can strip a tree from top and sides
simultanecusly. Specialized forms of orchard droids also hor-
vest grapes. Finally, there is the lumber robot, able to cut
down, strip, and trim logs for transport while often working
on slopes and rough terrain. They stand as much as 3 meters
tall, cnd advenced models of PL 6 can process entire logs.

STR 9 INT 7

DEX B WIL 2

CONEB PER 2

Durability: ara/d

Movement: Sprint 14, Run 10, Walk 4

Action Check:  10+/9/4/2 Actions/Round: 1
Reaction Score: Marginal/l

Attacks Skill Damage Type
Harvest Tool! Melee Weapons  ddw/dd+lw/dd+3w  LIIO

! The horvesting tools are small blades slung bensath the haorvestar

robot, ond can only be uged on an opponent whose action check falls in
the same or a later phase than the robot's.

rasistance modifier vs. melee attacks: 0

resistamce modifier ve. ranged attacks: =1

resistance modifier vs, encounter skills: 0{INT}, -2 {WIL)

Body Type

Processar: Crrdinary (3 active slots)

Actuators: Servo

Casing: Stondard casing d4-2(LI), d4-2 (HI), d4-3En)

Chassis: Slemto2m

Data Port: Telepresence link, wireless

Manipulatars: Tocl arms

Propulsion: Wheels

Sensor; 3PS, video

Toole: Harvesting tools, trailer hitch, temperature
and humidity sensors, pesticide/
herbicide/fertilizer sprayer, storage bin

Key Skills: Stamina
Life Science

Cost: 22K

Hephaestus-series
industrial Robot [PL 5)

Industrial robots are the highly specialized, stationary arms
that do the heavy lifting, welding, and metalworking that hu-
mans and other races find dangerous and distasteful. Manu-
facturers build them for function, not lecks, and purchasers
often bolt them to the foctory floor, without any means of
propulsion. In addition, industrial rebots usually werk in the
dark—there’s no reason to spend money on lighting for ma-
chines that aperate with constant, repetitive precision.

For the most part, industrial robots are completely horm-
less, s long as vou stay out of their way. While they might
become the hostile tools of a computer-savvy villain or an Al
they are just too specialized to take hostile action on their
awn. As long as a manulaeturing task is in front of them, they
know what to do. When they are under attack, questicned, or
threatened with destruction, they have no hordware or pro-
gramming able to cope with the task.

The ramming and welding torch domaoge indicated as-
sutnes thet o target comes within reach: an industrial rabot's
recch com be up to 6 meters away from its core. The industrial
laser has a range of 100200100, half that of a laser pistol.

More advanced industrial robots become mobile; con-
struction robotz are a subset of these advanced momufactur-
ing machines.

3TR 16 INT &

DEX 6 WIL 2

CON 14 PER 2

Durability: 14/1457

Movement: None

Action Check:  11+/10/3/2 Actions/Round: 2
Reaction Score: Morginal/l

Attacks Skill Damage Type
Industricl Laser Hng Wpn, Mod  dd+1w/dB+lwidG+2w En/G
Welding Torch!  Melee Weapons d4+1w/déw/dB+1lw  En/O

' The welding torch ignites combustible moterials on a Good success
or better, inflicting d4-1w additional damage per phase until the fire ia
put out.

recistance modifier ve. melee attacks: +3
resistance modifier ve. ranged attacks: -1
resistance modifier vs. encounter skills: 0 {INT), -2 (WIL}
Body Type
Processorn Good (5 active slots)
Actuctors: Servo
Casing: Stomdard casing d4-2(LI0, d44-2 {(HI), 44-3 (En)
Chassiz: 50 em or more
Diata Port: Telepresence link, wireless
Manipulators: Toel arms
Propulsicn: None
Sensor: IR beam
Tools: Industrial Laser, Welding Torch
Eev Skills: Stamina-endurance
Enowledge
Technical Science
Cost: 325K




Armstrong-series Space
Probe [PL 5]

In the tradition of Mariner, Voyager, Viking, Pathfinder, Ven-
era, and Lunakod, spoce probes have been the first choice of
space explorers since the first liquid-propellant multistage
rockets sent instruments to the moon, Mars, Venus, and be-
yond. By the Fusion Age, space probes rarely lounch from o
planet’s gravity well. Instead, they launch from ships into or-
bits that allow them to examine vast stretches of a planet
from space.

Seame probes are capable of entering an atmosphere and
examining planet surfaces directly: doing so is still risky
even at higher Progress Levels, and requires a successful
Constitution feat. If the feat fails, the probe suffers herdware
damage during re-entry and transmits no data back to its
point of crigin,

Almost all probes are disposable, meant to perform their
function once and then fade into silence. Though some
probes use solar panels or even fusion generators to extend
their life span, when their batteries fade, they stop relaying
data.

STH 12 INT &

DEX 4 WIL 4

CON 12 PER 3

Durability: 1212/6

Movement: Sprint 16, Run 10, Welk 4

Action Check:  9+/8/4/2 Actions/Round: 1
Reaction Score: Marginal/l

Attacks Skill Damage Type
Ham Unarmed Attack ddsidd+1s/d4+2s LIiO
resistance modifier vs. melee attacks: +1

resistance modifier vs. ranged attacks: -2

resistance modifier vs. encounter skills:  0({INT), -2 (WIL)
Body Type

Processor; Good (5 active slots)

Actuators: Sarvo

Casing: Photocell: d4-2 (LI}, d4-2 (HD) , d4 {En)

Chassis: 1m

Dester Port: Telepresence link, uplink

Momipulators: Tool orms

Propulsion:  Tracks
Sensor: Rangefinder, vidso
Tools: Metal assay, gas chromatograph, carbon
assay, atmospheric assay
Key Skills::  Vehicle Operation-space
Stamina
Mavigotion
Physical Sciences
System Operation
Cost:  $IM

Artemis-series Reconnais-
sance Robot [(PL &)

These scout robots are the first robots that the military em-
ployed. The basic reconnaissance robots come in two types,
both of them improvements of the early drones of PL 5. The
drone scout planes first saw service in the industrialized
armies of World War II. Miniature land rovers soon followed
them. The rovers are basically waldos mounted with video,
radar, and IR sensore.

The flying recon variants are common and are generally
referred to as Unmonned Aerial Vehicles (UMAVs), and they
are related to the robotic cruise missiles that were first de-
veloped in the 1950s. Later recon robots gain better optics and
other sensors; over the decades, they gaoin more ability to op-
erate independently in adverse conditions, being able to stay
aloft for days by the end of the 20th century.

Twa additional specialized recon robots exist beginning in
PL B: the orbital insertion vehicle, ar OIV, and the miniatur-
ized recon robot called the microcerial vehicle, or MAV. The
orbital insertion scout is dropped to a planstary surface from
orbit, and must survive the re-entry just as space probes do.
Onee it lands safely, it resembles a small dune buggy
aquipped with cameras.

The MAV iz a tiny, unarmed scout less than a meter across,
and meant to evade detection and destruction by virtue of its
smaller size. It can drive under barbed wire and over mines
without setting them off, and its size and quick movement
make it o difficult target to hit.

STH 14 INT 10

DEX & WIL 7

CON 14 FPER 5

Durability; 14/14/7

Movement: Sprint 18, Run 12, Walk 4

Action Checlk:  9+/B/4/2 Actions/Hound: 1
Reaction Score: Morginal/l

Attacks Skill Damage Type
Ram Unarmed Attack dbs/d6+1s/d6+2s LG

llmm Ch Rifle Hng Wpn, Mod  d6+1w/d6+3w/dB+1lm HLO

resistance modifier vs. melee attacks: +2

resistance modifier ve. ranged ottacks: -1

resistance medifier ve. encounter skills: 0 {INT), 0 (WIL)

Body Type

Processar: Good (7 active memory slots)

Actuators: Servo

Casing: Standard Casing d4-2(LI), d4-2 (HI), d4-3En)
(OIV re-entry shields): Ablative d4/d4/d4+4
ithese burn up upon reentry)

Chaszsis: 2m

Diatex Port: Telepresence link, uplink

Manipulators: None

Propulsion:  Tracks (UMAV has wings or gravitics)

Sensor GFS, IR, rangefinder, video

Taools: Life recorder, 11 mm chorge rifle, smoke
grenade, self-destruct grenade

Key Skills: Stamino-endurance
Ranged Weapons, Modem-rifle
Navigation—surface
Awareness

Cost:  8125K standard ($150K for OIV)

SL0804 B =

B



ROBOTS p =

Bb

Bertolli-series Chauffeur
Robots [PL 6)

The gutopilot programs of PL § gradually grew more and
more sophisticated. Eventually, they became a removable
module that provided net just driving skills, but geographical
and cultural information, preprogrammed destinations, vari-
able driving styles, and even specialized programming such
as counterterrorism or stunt driving skills. This was the first
generation of chautfeur robots; eventually, many vehicles for-
merly piloted by humans became robot-driven. Within an-
other generation, robot drivers were available for passenger
vehicles as well, though many humans still preferred to drive
themselves,

The Bertolli series offers simple ond reliable transporta-
tion for passengers or cargo. They use wheels for most heavy
loads, and gravity inducers after the turn of the 22nd century.
Cargo models such as the Mack or Lone Star models are often
referred to as "baggage bots,” "sherpas,” or "truckhots "

STR7T INT 9

DEX 7 WIL 3

CONS PER &

Durakility: 2/8/4

Movement: as Vehicle

Action Check: 104/9/4/2 Actions/Round; 2

Reaction Score: Marginal/l

Attacks Skill Damage Type
Roam Unarmed Attack 3dds/2ddw/dd+1m LG
resistance modifier vs. melee attacks: 1]
resistance modifier vs. ranged attacks: 1]
resistonce modifier vs. encounter skille: 0 {INT}, 0 {WIL)
Body Type
Processor; Ordinary (5 active memory slots)
Actuators: Servo
Casing: Standard casing d4-2(LI), 44-2 {HI), 44-3 (En)
Chassis: as Vehicle; generally over 3m
Data Port: Uplink
Manipulators; None
Propulsion: Wheels or gravitics
Sensor; GFPS, pickup/voicebox, rangelinder
Tools: Automatic sliding door, remote tire-changing
droid
Eey Skills:  Vehicle Operation-land 3 or air 3
Stamina-endurance
Enowledge-local area 3
Awareness
Interacticn
Cost:  $20K

Fuller-series Mining Robots
(PL 6]

The Fuller series of mining robots operate in groups or
ewarms, dissecting any worthwhile asteroid they land on.
The robots send the results of these mining efforts via en-
crypted radio or uplink signal to a local mining outpost and
to nearby robots from the same corporation. This allows the
robots to register mining claims and to summeon additionel
robots to a rich region or warn them away from an unpromis-
ing site. Initially, mining company sends the MAMG robaots
{named for the Mars Astercid Mining Group, which made
them faomeuns) through a potentially rich region of moonlets or
astercids as surveying moachines, When one of them detects
a suitable ore deposit, it sends a signal to a contrelling ship,
which orders other mining robots to the area to mine the ore.
This eycle repeats until the regicon is depleted of usable cres
or until the swarm receives a “stop” signal from its point of
origin,

When deployed in a mineral-rich system, they can yield
regsonable returns within six monthes. Howeaver, collizions
with microscopic debris, as well as the harsh conditions of
astercid navigation, result in a high rate of attrition ameng
these robaots. Individual swarm members rarely last more
than a few years before being destroyed on the job. A few of
the unlucky ocnes never eomn back their initial investment.

STR 12 INT 4

DEX7 WIL B

CON 12 PER 4

Durability: 12/12%

Movement: Sprint 18, Run 12, Walk 4

Action Check: 104797402 Actions/Round: 2
Reaction Score:  Marginal/l

Attacks Skill Damage Type
Mining Laser Melee Weapons d6w/dS+lw/dB+dw  En/O
Clamps Unarmed Attack d4s/d6w/d6+ 1w LI/O
resistance modifier vs. melee attacks: +1

resistance modifier vs. ronged attacks: 1]

resistance modifier vs. encounter skills:  0{INT}, 0 {WIL)
Body Type

Frocecsor: Ordinary (5 active memory slots)

Actuctors: Servo

Casing: Standard casing d4-2 (LI}, d4-2 (HI}, d4-3 (En)
Chuassis: 2 m long

Diata Paort: Socket, uplink, wireless

Meanipulators: Tool arms

Propulsion:  Tracks, sclar laser thrusters (system move-
ment equivalent to ion engine)

Sensor: Helo, metal datectar

Tools: Mining laser

Key Skills:  Stamina-endurance
Enowledge—mining and metallurgy
Navigotion—-system astrogation
System Operation-communications, engineer-
ing, sensors
Awdareness

Cost:  F300K




Janus-series Sentry Robot
(PL B)

Sentry robots are tracked robots armed with light weapons
and superlb sensors; they serve the same functions as o
human sentry combined with a guard dog's supsrior senses.
They typically guard corporate installations, airports, space-
porte, and military installations; when on gatekeeper duty
they may use retinal scans, electronically encrypted poass-
cards, or biselectric signature verification to control entry to
restricted areas. While they carry multiple weapon systems,
their primary purpose is o capture or disable opponents,
rather than to kill. A sentry robot always attempts to defuse a
situation with its stun baton or concussion grenades first.
Omly when foced with overwhelming resistomce will a sentry
robot use its submachine gun.

Just os important as a senlrybot's weapons are its sensors,
gince it con call in local police whenever it detects o tres-
passing, burglary, or ather crime in progress. These sensaors
include simple motion detectors, a chemical sniffer to help
ferret out explosives, and video cameras that feed directly
into a X301, The combined sensor data con serve as evidence
in a eourt of law, Even if intruders manage to destroy the
robot, technicians can recover the sensor data. Many sentries
have accomplished their job posthumously, Although the ro-
bots themselves were totaled, their recordings of the crimi-
nal’s attack can be enough te pinpoint and convict the
attacker.

STR 14 INT 9

DEX 7 WIL 7

CON 16 FER 4

Durability: 16/16/8

Movement: Sprint 18, Run 12, Walk 4

Action Check:  10+/9/4/2 Actions/Hound: 2

Reaction Score: Marginal/l

Attacks Skill Damage Type
Ram Melee Weapons dBs/dB+1w/d8+1w LI/
SMG, 9mmch  RAng Wpn, Mod  d4d+lw/dé+ lw/ddm  HLO
Stun baton Melee Wpn dd+1s/dd+3s/dB+4s  En/D
Conc Grenaode  Athletics dB+2s/ddwidd+ 1w LI/
resistance moditier vs, meles attacks: +2

resistance modifier ve. ranged attacks:
resistance modifier ve. encounter skills:

none
O {INT}, O {WIL)

Body Type
Processor: Ordinary (5 active memory slots)
Actuators; Servo
Casing: Standord Casing d4-2(L1), 44-2 (HI), 44-3 {En)
Chassis: dm long
Deata Port: Wirelozs
Momipulators: Tool arms
Propulsion:  Tracks
Sensor IR, motion, pickup/voicebox, and video sen-
Tals]
Tools: Bioelectric or retinal signature reader, life
recorder, chemical sniffer
Key Skills: Athletice-throw
Melee Weapons—powered
Ranged Weapons, Modern-SMG 3
Stamino-endurance
Security
Awareness
Interaction
Cost:  §175K

Excalibur-series Bodyguard
Robot [(PL 7)

b

A bodyguard robot has one great advantage over a human A

bodyguard; Its owners con go obout their business secure in
the knowledge that their bodyguards will definitaly take a
bullet for them—after all, they're progrommed to do just that.

In addition, bodyguard robots possess special sensory cir-
cuits that excel at scanning for and tracking potential
threats—hbut that ignore most discussions of politics, busi-
nesg, or {inance, Their specially constructed memory cores
have no ability to store sensitive or classified dota that might
later be retrieved and used against the bodyguard's owner. In
a zense, the bodyguard is a form of well-equipped guard dog.

STR 15 INT 13
DEX 9 WIL B
CON 10 FERE
Durahbility: 110V
Movement; Sprint 24, Run 16, Walk 6
Action Checl: 144713613 ActionsHound: 2
Reaction Score:  Ordinary/2
Attacks Skill Damage Type
Fist Unormed Attack dBs/dG+1s/d6+2s LI/
Stutter Pistal  Rng Wpn, Mod  d6+2=/dB8+8s/dB+ds LIIO
Gren, Smoke  Athletics Special Special
resistance modifier v, melee attacks: +J
resistance modifier vs. ranged attacks; none
resistonce modifier ve. encounter skills: 42 (INT), 0 (WIL}
Body Type
Pracessor Ordinary (7 active memory slots)
Actuators: Servo
Casing: Attack armor d4+1 (LI), d6+1 (HI), d6-1 {En)
Chaossis: 2m tall
Data Port; Uplink
Memipulators: Tweo arms with hands
Fropulsion: Legs
Sensaor: Haolo, pickup/voicebox, sonar
Tools: Harpoon grapple with 25 meter cable, first aid
kit, stutter pistal
Key Skills: Armor Operation—combat armor
Athletica—throw
Unarmed Attack-brawl
Honged Weapon, Moderm—pistal
Stamino—endurance
Knowledge—first aid
Awareness—perception J
Cast:  S200K
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J700-series Drone [PL 7)

Drones are all-purpose robots, meant to provide the basic
labor needed in establishing a planetary eolony, working in
manufacturing or construction, depending on what addi-
tional progromming and tocls they are given. While not es-
pecially fitted to any particular task, their versatility makes
them popular with frontier groups, survivalists, and certain
corporations, The [700 series has proven particularly adepd at
a wide variety of tasks, and can be seen throughout human
space,

Colonizing agencies send a particularly hardy form of this
model, called the Pioneer variant, to sites selected for colo-
nization to prepare the location for the settlers crriveal. The Pi-
oneer builds shelters, surveys the areq, and sets up machines
to produce any life-giving gasses or chemiecals that the
colony may require. By the time the settlers arrive, the Pio-
neers have created a margin of safety for the settlement, Pic-
neers cost an additional $1.5M, largely due to their shipping
and re-entry costs. Most Pioneer models are drop-shipped
much the way space probes are sent to explore. Like those
probes, they must make a Constitution feat in order to survive
the journey and re-entry intact.

STR 12 INT 12

DEX & WIL 7

CONE FER 4

Durability; B/ard

Movement: Sprint 18, Run 12, Walk 4

Action Check:  13+/12/6/3 Actions/Round: 1

Reaction Score: Ordinary/1

Attacks Slkill Damage Type

Fist Unarmed Attack  dBs/db+1s/d6+2s LI'C

resistance medifier vs. melee attacks: +1

resistance medifier vs. ranged attacks: -1

resistance modifier vs. encounter skills:  +1 (INT), 0 (WIL)

Body Type

Froceszsor: Mearginal (4 active memory slots)

Actuators: Servo

Cuasing: Standard casing d4-2 (LI), d4-2 (HI), d4-3 (En)

Chassis: 1.5 m tall

Data Port: Socket, telepresence

Manipulators: Tool arms

Fropulsion: Tracks

Sensor: Holo

Tools: Modular: added as needed for current task

Key Skills: Stomina-endurance
Knowledge—construction
Technical Seience-invention, repair
Awrareness—perception

Cost:  $110K

Maxwell-series Mechanic
Droid [(PL 7)

A mechanic rebot diognoses and repairs mechanical sys-
tems, usually vehicles, starships, or other robots. They have
both electronic cond mechanical assets to fulfill these fune-
ticns, and are even capable of a limited amount of juryrig-
ging.

A typical mechanic droid has wheels, gripping claws thet
enable it to climb all over a large machine, and sometimes
even thrusters (for zero-g repairs while in space). In addition,
they are usually smaller than o human mechanic, akble to
enter ducts and spaces that a biolegical mecheanie can't
reach. A mechanic bot also has o complete set of electrical
and mechanical tools, from wrenches and pliers to voltmeters
and wire strippers.

STR 12 INT 13
DEX 10 WIL 8
CON4 FER B
Durahility: 9/9/4
Movement: Bprint 22, Run 14, Walk 4
Action Check: 14+/13/26/3 Actions/Hound: 2
Reaction Score: Ordinary/2
Attacks Skill Damage Type
Fist Unarmed Attack d4s/dd+1s/dd+2s LI'D
resistance modilier vs. meles attacks: +1
resistonce meodifier vs. ranged attacks: 1]
resistance modifier vs. encounter skills:  +2 (INT), 0 (WIL)
Body Type
Processor: Crdinary (7 active memory slots)
Actuators: Servo
Casing: Standard casing d4-2 (L), d4-2 (HI), d4-3 (En)
Chassis: 07510 1 m tall
Data Port: Socket
Manipulators: Tool arms
Propulsion: Tracks
Sensor: Holo, pickup/voicebox
Tools: Basie tool set, other tocls as necessary
Key Skills: Acrobatics—zero-g fraining
Staming
Enowledge—computer operation
System Op—engineering
Technieal Sclence—repair 4, juryrig, robotics
Awareness—perception
Cost:  ZBOK




Lister-series Miedical Robot
[(PL 7]

A medical robot diagnoses and heals a specific species of bi-
ological creatures. These robots come in two basic models:
medical robots, designed to provide medical treatment to
sentient species, and veterinary robots, designed to ossist
cnimals. Medic bots possess sensors, micro labs, and steril-
izing autoclaves to fulfill these functions, and are even copa-
ble of a limited amount of surgery.

A typical medic has fully haptic hands that enable it reset
broken bones; these hands also have built-in thermometers,
needles, and anesthetic dispensers. These robats are usually
about three-quarters the size of @ human doctor, though they
are strong enough to lift and carry victims unable to mave
themselves,

STR A INT 14
DEX B WIL 7
CONGE PERT
Durability: 6/6/3
Movement: Sprint 16, Run 10, Walk 4
Action Check:  15+/147/3 Actions/Round: 3
Reaction Score: Ordinary/2
Attacks Skill Damage Type
Sedative Melea Weapons  as Poison L'z
resistance modifier vs. meles attacks: 0
resistance modifier vs. ranged attacks: 0
resistance modifier vs. encounter skills:  +2 (INT), 0 (WIL}
Body Type
Processor: Good (10 active memory slots)
Actuators: Musele wire
Casing: Stondard casing d4-2 (LI, d4-2 (HI), 44-3 {En)
Chassis: 1to 125 m tall
Dita Port: Socket, telepresence
Meanipulators: Arms with hands
Propulsion:  Tracks
Sensor: Holo, IR, pickup/voicebox, tactile
Tools: Basic medical kit, thermometer, toxicology
screen kit, blood work screen kit, trauma pock
kit, surgical kit, medical drugs
Key Skills: Stamina
Knowledge—computer operation
Medical Science—treatment 3, surgery
Cost: F115K

Horatio-series Point
Defender [PL 7)

A point defender is a throwback to the days of stationary in-
dustrial robots: an immabile or marginally mobile rabot de-
fends o limited territory from intruders. It is often used in
ploce of a pillbox or machine gun nests in order to cover a re-
treat, or to hold o fortification or military installation against
guerrilla incursions. Its enormous weight makes it iImpossi-
ble for the machine to move at more than a crawl.

Point defenders are not tanks; they are too slow, and have
too much difficulty over rough terrain to fare well beyond the
territory they delend. They use light coms and tenacious de-
fenses to hold a line, but they aren’t able to do much about in-
coming artillery. They can defend themselves against tanks
and aireraft using their bamtam launch tubes, and they are
usually hardwired into a military defense Grid and thus em-
powered to call down air strikes or reinforcements of their
own. To defend against close assaults, they have anti-per-
sonnel mines attached to thair armored exteriors. They often
uge these as recctive armor to bring down armoer-piercing
missiles aimed at them. Primarily, they are meant to cover a
retreat by human forees, to shore up defenses of a site low on
personnel, and occasionally serve as an sarly warning sys-
tem. Beyond that, their duties are minimal; they fight and die
to save the lives of more valuable equipment and personnal
around them.

3TR 12 INT 14

DEX 4 WIL 10

CON 14 FER 4

Durability: 1471417

Movement: Walk 4

Action Check:  154+/14/7/3 Actions/Round: 3

Redaction Score: Ordinary/2

Attacks Skill Damage Type

Cannon, 25mm Hvy Wpn  d8w/d4+1m/dEé+2Zm HI'G

Cuontum mini Hvy Wpn  d8+1w/d8+3w/dEm En/G

Gren Launcher Hvy Wpn  as grenaode load varies

Bantam Louncher Hvy Wpn  as bantam load varies

resistance modifier vs. melee attacks: +1

resistance modifier va. ranged attacks: ad

resistance modifier vs. encounter skills:  +2 {INT), 0 (WIL)

Body Type

Procosson Good (10 active memory slots)

Actuators: Hydraulie

Casing: Moderate neutronite 2d4+1 (LI), 2d4+1 (HI), 24
(En)

Chaossis: 3m long

Deta Port: Wireless, encrypted

Monipulatars: None

Propulsion:  Tracks

Sensor; Hole, IR, motion, rangefinder; vehicle-mount
surface-search radar, thermal imager

Tools: Mines, chaif launcher, radar jommer

Key Skills: Armor Operation—powered armor
Stamino—endurance
Haavy Weapons-direct fire
System Operation—communicalions, sensors
Tactics
Awareness—perceptfion

Cost: 165K
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Titan-series Robot Tank
{(PL 7)

The autemated skytank of the 26th century has weapons ca-
pable of destroying buildings at a range of several kilome-
ters and has direct-fire weapons capable of punching
through, well, tank armer. Their quantum mini guns on qut-
ofire con decimate an infantry platoon in seconds, and their
rail canneon likewise can punch through heavy armor. The
only safe place near a tank is on the inside.

Though these tanks con function independently, their
makers don't quite trust them. Mest often, they are deployed
to @ battle area under their own power, but teleoperated by
human tank commanders at a remote location once they en-
gage in hostile action, Their ability to fight on their own is re-
served for emergencies, such as when cut off from their
teleoperators by a jomming deviee.

Fast and flexible in combat, a tank is meant to roll over op-
position—and it can. Smaller than a tank that must carry
humaon cccuponts, the robot tank is a difficult target to ae-
guire, end thus has greater survivability than might be ex-
pected from a mechanical system. The robat tank's ability to
use its gravitics to fly for short perieds gives it even greater
ability te cutmaneuver the enemy.

Robot Tank
STR 18 INT 15
DEXT WIL 10
CON 16 FER &
Durability: 16/16/8
Movement: Sprint 24, Run 16, Walk 6, Fly 43
Action Check: 16+/15/7/3 Actions/Round: 3
Reoction Score:  Ordinory2
Attacks Skill Damage Type
Ram Un Atk 3d4+222d4+2w/dé+1m LG
Bantam Launcher Hvy Wpn  as lead as load
CQuantum Mini Hvy Wpn  d8+1w/dB8+3w/dG6m En/G
120 mm

Rail Cannon Hvy Wpn  dB8+1widBm/d12+2m HI/A
resistonce modifier ve. melee attacks: +4

resistance modifier vs. ranged attacks:
resistonece modifier vs. encounter skills;

none
+3 (INT), 0 {WIL)

Body Type

Processor: Ameazing (13 active memory slots)

Actuators: Hydroulic

Casing: Heavy neutronite 2d6+1 (LI}, 2d6+1 (HI), 2d6
{En)

Chassis: 6 m long

Datta Port: Wireless, encrypted, telepresence link

Monipulators: None

Propulsion:  Tracks, Gravitics

Sensors: GPS, helo, IR, rangefinder; vehicle-mount sur-
tace search radar, thermal imager

Tools: Thermal smoke generators, chaff lounchers,
loptional: minefield plow or bridging pontoon)

Key Skills: Armor Operation-powered armor
Heoavy Weapon-direct fire, indirect fire
Staminao-endurance
Navigation-surface
System Operation—communication, sensors
Tactics
Awareness-perception

Cost:  51.25M

Loki 09-series Assassin
Android [PL 8]}

Assassin robots ore the terrors of the age. Clothed in human
flesh, they are more cyborg ar android than pure robot. Since
they are not detectable by metal detectors (their skeletons are
ceramic ar plastic), they can pass for humaon, get close to o
target, and destroy themselves and everyone in a 10-meter
radiuz, cousing as much domage as o mass grenade. Be-
cause of the potential political cost to any nation or carpara-
tion caught using them, they are rare. Often, nations usea
them as a weapon of last resort.

STH 14 INT 135

DEX 10 WIL 12

CON 10 PER 8

Durability: 10/10¢5

Movement: Sprint 24, Run 16, Walk B

fction Check:  19+/18/9/4 Actions/Round: 3

Reaction Score: Goodf3

Attacks Skill Damage Type
Fist Unarmed Attack  dBs/dB+1s/d6+2s LIQ
Stoar Bwerd  Melee Weapons  dB+1w/2d6w/d4+3m En/G
Moss Pistol Hog Wpn, Mod dbw/dE+2w/dém En'G
Mass Gren  Athletics dB+2s/d6+2w/dEm  En/G
resistonce modifier vs, melee attacks; +2

resistance modifier vs. ranged attacks:
resistomce modifier vs, encounter skills:

none

+3 (INT), +1 (WIL}

Body Type

Processor: Good (15 active memory slots)

Actuators: T'ean electromotor

Casing: Carbonate fiber dd (LI), dd4 (HI), d6-2 (En)

Chassis: 1.8 m tall

Dgta Port: Encrypted, socket, wireless

Monipulators: Two arms with honds

Propulsion:  Legs

Sensor: Holo, sonar, pickup/voicebox, rangefinder,
tactile, video

Tools: Hidden system-mass grenade, hidden sys-
tem-mass pistol

Eey Skills: Athleticsthrow
Melee Weapon-powered
Unormed Attack—brow]
Ranged Weapons, Modem-rifle, pistol, SMG
Stealth—hide, shadow, sneak
Stamino-endurance
Demolitions—set explosives
Avrareness—perception
Deception-hluff
Interaction—charm

Cost:  HIM




Dreadnought-series
Starmech War Robot [PL 8)

The Starmech Collective is only one of many stellar nations
to have relied an robots in war, but the Starmech Dread-
nought is a good example of the type. Capable of being
launched from an orbiting warship and achieving a gliding
re-antry, the dreadnought's primary funetion is to suppress
ground-based resistonce, Unlike o simple skytank, o dread-
nought carries a full complement of anti-personnel, anti-
air, ond anti-tank weapons, as well as explosives and light
artillery. It is capable of fighting a pitched field battle in
synch with manned vehicles or of conducting independeant
aperations.

STH 1B INT 16
DEXH WIL 12
CON 18 PER 4
Durability: 1B/18/9
Movement: Sprint 26, Run 16, Walk B, Fly 52
Action Check:  20+/19/%/4 Actions/Hound: 3
Reaction Score: Good/3
Attacks Skill Damage Type
Ram Un Atk 3d4+2s/2d4+2w/1dB+1m LIG
2 120mm

Bail Cannons  Hvy Wpn dB+1w/dAm/d12+2m HI'A
Cuontum Mini  Hvy Wpn  dB+lwi/d8+3w/dBm EnlG
Bantam Louncher Hvy Wpn  as load varies

'The dual mount allows the Dreadnought to fire twin-shell salvos rather
them just single rounds, which provides a -2 step bonus to all attack
ralla with the roail cannon.

resistance modifier vs, melee attacks: +4

resistance modifier ve. ranged attacks: 0

resistonce modifier ve. encounter skills: +3 {INT), +1 (WIL)

Body Type

Processor: Amuoging (18 active memory slots)

Actuators: Hydraulie

Casing: Heavy neutronite 2d6+1 (LI), 2d6+1 (HI), 2d6
(En}

Chassis: 12 m long, 3 m tall

Data Port: Wireless, encrypted

Manipulators: None

Fropulsion:  Tracks plus gravitic propulsion

Sensor: GPS, gravitic, hale, IR, rangefinder; vehicle-
mount EM detector, thermal imager, mass
detector, multiband radar

Tools: Minalayar

Kev Skills: Armor Operation-powered armor
Heavy Weapons—direct fire, indirect fire
Stomina—endurence
Navigation-surface
System Operation-communications, sensors
Tactice—vshicle
Awareness—perception

Cost;  HIM

Rambler-series Explorer
Robot [PL 8)

Many stellor nations send explorer bots to survey the vast-
ness of space, since sending robots is inevitably cheaper
than sending humens to every corner of the galaxy, These ex-
plorer bots ore versed in science and in first contaet skills,
and they never complain of the drudgery of long voyages,
loneliness, or lack of communication with the homewarlds.
Cnce launched, g rambler robot operates on its own for
weeks or months, sometimes even years. Once it has maode a
circuit of the planet it is meant to explore, it shuts down meost
syetem and waits for the return of the survey team that
dropped it off. When its makers return to the system and send
an activation signal, the rambler robot responds by sending
a complete report of everything it has encountered, meas-
ured, ond logged during its stay. This saves the survey team
a great deal of time and effort, and allows them to decide
quickly whether a system is worth further investigation.

STR 10 INT 14

DEX 10 WIL 12

CONg PER 10

Durability: 9/9/4

Movement; Sprint 20, Run 12, Walk 4

Action Checl:  1B+/17/8/4 Actions/Round; 2

Reaction Score: Good/2

Attacks Skill Damage Type

Fist Un Atk d8s/d6+ lw/d8+ 1w LI'O

Stutter Pistol Rng Wpn, Mod  dB6+2s/dB+2s/dB+ds LI'C

resistance modifier vs. melee attacks: none

resistance modifier va. ranged attacks: none

resistonce modifier vs. encounter skills: +2 (INT), +1 (WIL)

Body Type

Processar: Ordinary (10 active memory slots)

Actuators: Servo

Casing: Photocell d4-2 (LI}, d4-2 (HI), d4 {En); ablative
reentry shielding d4 (LI), d4 (HI), dd+4 (En)

Chassis: dm tall

Data Port; Telepresence link, uplink

Manipulators: Teol armes, claw arms

Fropulsion: Gropvitic

Sensar: Chemical sniffer, holo, IR, metal detector,
sonar; vehicle-mount EM detector, mass de-
tector, multiband radar, thermal imager, videa
Soanner

Tools: Soil cnalysis kit, bio sample kit, atmosphers
analysis kit, gus chromatograph; vehicle-
mount science suite

Key Skills: Ranged Weapaons, Modem-—pistol
Vehicle Operation-space
Stomino—endurance
Life Science-hiology
Navigation—drivespace, system
Physical Science—chemistry, planetology
System Operation-sensors, communications
Awareness—perception

Cost:  $325K

SL0804 B =
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Jepves-series Servant Droid
(PL 8)

Servant robots are companions, cooks, butlers, trainers,
housekespers, nannies, and gardeners, all rolled into one.
They can be compassionate and as protective as any mother
bewar, or as polite and diplomatic as any ambassador. Most of
all, they are completely loyval to their owners. They interpret
and respond well to the nuances of social interaction with
pets, children, ond adults.

Servant robots often function as the administrators of
household finances as well, shopping, paying kills, and
watching the occounts. Although they are capable of waorking
through the night, most servant robots function as watchmen
when the household is asleep, as most humans find the sight
of something moving and warking in the dark a little disturb-
ing. As guards, Jeeves-series robots do little more than sound
an alarm when an intruder enters the grounds—sscurity isn't
recilly their area of expertize.

STHEB INT 14

DEX 10 WIL 12

CONT FER 9

Durability: 774

Movemeant: Sprint 18, Bun 12, Walk 4

Action Check:  18+/17/8/4 Actions/Hound: 2
Reaction Score: Good/2

Attacks Skill Damage Type
Fist Unoomed Attack dbs/d6+1s/dé+Zs CHLI
resistance modifier ve. melee attacks: 0

resistance modifier vs. ranged attacks: 0

resistance modifier vs. encounter skills: +2 (INT), +1 (WIL)
Body Type

Praocessor: Ordinary (10 active memory slots)

Actuators: Servo

Cuasing: Standard casing d4-2 (LI), d4-2 (HI), d4-3 (En)
Chaseis: l.5m

Data Port: Socket, wireless

Manipulators: Twe arms with hands

Propulsion:  Legs

Senson: GPS, holo, IR, pickup/voicebox, tactile

Tools: Medical gauntlet, first aid kit

Eev Skills: Unarmed Attack
Stamino-endurance
Enowledge—computer operation, first aid, de-
duce
Administration-management
Awareness—perception
Culture—netive culture
Entertainment—act, sing
Interaction-bargain, charm

Cost: 565K

Famous RoBoOTS

Tust as some humans have changed the course of humem
histery, some robots have made large contributions to the
advance of future societies. Here are a few of them.

Scout Bot 1737

During PL B, when the stardrive was leading to the first mass
exodus from Terra, finding inhabitable worlds was a crucial
task. Sending stardrive-equipped ships to visit hundreds or
even thousands of possibly inhabitable systems wasn't always
the best way to find habitable worlds. Instead, some of the
great Terran powers sent scout bots in waves. A stoardrive-co-
pable ship would hop into a system, drop enough scouts to ex-
amine the most likely planets, and then move on. On its way
back ta Earth, the ship picks up the uplink signals from each
scout bot—which is then abandoned on the world it hos sur-
veyed ithe fusl and engine cost to bring it back into crbit is
gracter them the cost of the robet), Scout Bot 1737 was so suc-
cessful that it was actually recovered from the systems it ex-
plered and sent to new onee. It surveyed 93 systems before its
processor gove out,

Hugo

This first melding of robotic technology with artificial intel-
ligence occurred in the year 2396 in Berlin, with the assis-
tance of researchers at MIT robotics labs. Until that point,
the cooling systems and the sheer fragility of Al matrices
made them poor candidates for mobile systems of any kind.
But Prof. Homna “Brueke” Dilligen, @ member of the Anar-
chist Union then residing on a Free Fellowship in the Mox-
Flaneck Institut, overcame both these problems by the
creation of the phased crystal lattice. The lattice is a simple
compression scheme that reduces both the cooling require-
ments of traditional Al matrixz systems and bolsters the re-
sulting systems’ resistance to shocks and temperature
tluctuations, theugh processor benchmark performance suf-
fers somewhat as well. The first melding of this lattice with
a cybemetic system was christened “Huge” after Prof. Dilli-
gen's fovorite author, The robot itself was immediately put
to work providing assistance in complex mathematics at the
Max-Planck Institut.

The Forlorn Hope

By PL 8, the use of robots in wartime was well established,
and some of the newly emancipated robots began making
their way in the world as mercenaries. Robots quickly dis-
coverad that fighting other robots was a dangerous ccoupa-
tion, and consequently formed warrior companies. These
companies would fight for the highest bidder, but often re-
quired in their contract that they fight only against human
carnies rather than other robot mercenaries. The Forlom
Hope was one of the most successful of these companies,
most of which lasted only a few years before succumbing to
the chaocs of war. Through superior knowledge of tactics and
the adoption of the most powerful hardware available with-
out respect to provenance, the Forlorn Hope wandered from
system to system for over a hundred and fifty years, working
for 24 employers in all. In one case they even destroyed an
employer (the Shapers of the Neptune Syndicate) who be-
trayed them. Unsubstontiated reports link them now ta the
Society of Free Robots, a form of mechanized utopia whera
they still serve as the army, navy, and special forces,




RosBsoT
ADVENTURES

Robots are excellent sources of adven-
tures: they make good villains (as ram-
paging machines or clever replicants
impersonating humans), sidekicks
{from scouts to servants) and as com-
rades-in-adventure. Since their pro-
gramming is somewhat predictable,
Gamemasters can plot out their reac-
ticns in a simple if-then logic chain,
making them easy to plan actions
around and easy to launch on paths of
interconnected actions. At the same
time that they seem predictable, they
can pursue actions that are logical to
them, but that a living ereature might
never pursue. Here are a few story
ideas for the Gamemaster.

The Prospector’s
Claim

Trigger: An asteroid-mining robot files
a claim on an asteroid full of rthedium,
lanthanum, or ather valuable miner-
ale, but the robot’s former owner, a
large mining corporation, steals the
claim.

Challenge Scene; The robot comes to
the herces for help in establishing its
claim to the astercid—Dby going to the
astercid and moving it into a new
arbit where the corporation won't

be able to find it anymere, but the
heroes will.

Resolution: The prospector robot asks
the heroes to file the claim to the
“newly discovered” astercid them-
selves, and give it the mining rights in
exchange for a small fee. Whether they
honor the agreement or keep it to
themselves, this forgery could lead to
further adventures and entanglements,

Kidnapped!

Trigger: After undergoing repairs at a
small robet shop, one of the party’s
robot heroes becomes kidnapped by
remote; suddenly it must chey orders

from a distant Al It wanders off and
sometimes ignores commeomds and in-
structions from its componions, inves-
tigating portions of the ship thet it
knows well and ottempting to access
restricted ship's computer files
surreptiticusly.

Challenge Scene; Each time the rabot
hero receives orders from its distant
controller, it moy attempt a Will feat
check. If one of these ever succeads, it
can tell the rest of the heroes what is
going on. Alternately, a roboticist or
Tech Op in the party may discover the
wireless telepresence link while per-
forming routine maintenancs or while
searching for the source of the robot’s
strange behavior with a successtul
Good Technical Science—robotics roll
or an Amaging Technical Science—
repair roll.

Resolution: Once somecne dizcovers
the link, a hacker can trace it back
with a troce program, and can find the
gource of the remote control. Perhaps o
Diplomat can strike a bargain with the
distant controller; perhaps the party
simply rips out the offending device.
But who planted it, cmd why? The best
option may be to tie the "kidnopping”
attempt to a long-standing villain or
other members of the campaign's sup-
porting cost.

Robot Rampage

Trigger: Robots in a spaceport's repaoir
shop go berserk, destroying the build-
ing, then turning on their owners, The
machines threaten to cloge down the
starboase where the heroe” have
docked their ship.

Challenge Scene: The robots rebelled
bacause one of them hacked the repair
shop's administration Grid demain,
and found a plan to cannibalize the
existing robots for parts! According to
the plan, these parts and tools are to
be added to o new =eries of robots
meant to "upgrade” the existing facil-
ity. Perhaps the plan was merely spec-
ulative, and the base administrators
never meant to put it into practice, or

with the rampaging bots being put
under commend bolts and sold to the
highest bidder. In this case, the herces
might be able to buy several bots at
reasondable prices—a fine reward for
their intercession,

Resaolution: The robots may be willing
to negotiate with one of their own
kind, a hero robot who will represent
their interests to the spaceport com-
mission. The robots are not going to
agree to any deal that brings about
their "recycling,” but they might con-
sider other options.

perhaps it is already being in place, B

SL0804 b

The Society of
Free Robots

Trigger: A robot hero hears rumers or
finds Grid data suggesting that a set-
tlement of free and independent robots
exists in a distant comer of space. A
map indicates ite location, and the
data indicate that the colony was set-
tled by a colony ship that lost its
human settlars to a virulent plague.
Challenge Scene; The robot finds the
mechtopia, but finds it may not be ex-
actly what he had in mind. Robots
with larger, better processars,
wedpons, or actuators lord it over
older, slower, weaker models—and
every robot is fighting to reproduce it-
self by building a new body for its
memory cores to inhabit before the ald
one wears out. Hegardless of how gru-
eling the mining, smelting, and pro-
cessing work of the Society of Frea
Robots truly is, though, the robots
themselves vehemently declare thet
they are freeborn and noble, unlike
their "enslaved kindred” back in
humen-settled space.

Resolution: The robot may be accepted
by the Society, cast out, or asked to re-
turn to humean space as a robotic spy
(minus its command baolt, telepresence
link, Asimov circuits, or other "shack-
las of the falze masters"—but with a
data link back to the Socisty).

03
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» ALTERNITY® Science Fiction Roleplaying Game Robot Hero Sheet <

Hero's Name Player's Name
Model PL Original function
Attributes Owner - Setting Gamemaster

ABILITY Score Untrained Res. Mod. ALCTION CHECK SCORE

O Marginal Drdinar Good Amazing

Strength e e i I_"E'_|+

Dexterity Q

Constitution O DIEQ ALTIONS PER ROLUND O
intelligence O

COMBAT MOVEMENT RATES

will O Sprint Run Walk

Eeraiuiiita O Easy Swim sSwim Glide Fly
DURABILITY

swn () OOODOODDOODOOOOOOOOD Fetigue () OOODDOOOOO

Wound OL_':luuuuuuuuuuuuuuuummm Martal ODDDE‘IDEDDDD

ARMOR PERSONAL DATA
i Chassis
GAME DATA Appearance
Special Abilities Activators
Sensors
I:Eﬂis Flaws Processor
P Isi
G ropulsion
Data Ports
ATTACK FORMS Score Base Oie Tuype Range [S/M/L] Damage
Linarmed Lim Personal !/

e T R e
g M W Wl
o e
o S S Sl S
R e T
e R

SITUATION OIE STEPS SCALE
—-d20 | di2 | —d8 -db -4 +d +o3 +db +d8 | +di2 | +d20 |+2d20|+3d20

BOMNLS PENALTY
ACHIEVEMENT TRALK 5kill Points Spent Stoweed - ¢
i e e e e e o v e R O R R
Hero's Level 1 2 3 4 5 687 B 910112131415 16 17 18 19 20 21 22 23

ALTERYMY 1S @ regstered trademark owred by TSR, Inc. 219908 TSH, Inc. Al rights resenved. . Bermmission granted to photocopy for personal use.




STR Skills Rank Score
Armmmor Dperation | e i o
Combat S P Sl
Powered Sl I R
Athletics L= e ="
Cilrmby R ol Pt e
Jurng ARIRC Rl N S
Throw I LY T
I iy B
Heavy Weapons | R e ey
Oirect fire A AP |
Indirect fire P P LR P s |
Melee Weapons | ] ) |
Biade SR W anrY b NN |
Bludgeon I T T |
Powered e I R
Linarmed Attack A R e |
Brawil G A L |

DEX Skills Rank Score
Acrobatics R S
Oaredevil AT SR HE A |
Dodge RN Y T |
Falf i L e
Flight B R R |
fero-gtraining [/ [/ 1
[ =]
T R |
Manipulation R T R |
Lochpick s SN e etk |
Pickpocket e i iR R |
Ranged Wpns, Mod., [/ / 1]
Pistol it LR
Rifle P Tt fLett e, T |
SV o b ey R G |
Stealth e e Sl |
Hide S AT e L |
Shadow e iy A T RN
Sneak Ny W e il |
Vehicle Operation e T (S |
Alr Wi s S iR |
Land eiale] She T |
Space ety Y Seh et |
Water Tl iy (el e s |

CON Skills Rank Score
Movement | A oy R |
Race i sspps e ]
Swim e S R
Trailblazing ¥t oo S IS T |
Stamina il = LA |
Endurance Y. e IS T |

INT Skills
Business
Corporate
lilicit business
Small business
Computer Science
Hackirg
Hardware
Prograrmiring
Demolitions
Disarm
Scratch-built
Spt explosives
Knowledge
Computer op.
Deduce
First aid
Language

Rank

Benetics
Xenology
Foologuy
Medical Science
Forensics
Medical know.

Tactics
Infantry
Space
Vehicle s

Technical Sclence
Invention e
Juryrig itk
Repair R
Technical kmow,._

Score
P aifing
R e A
ST AR
Fi i
R R
SR oy ) |
B o S |
R L L |
e I
| S e R |
T S N
R |
E o tasd
R M e |
A T G |
A e S |
A
I SR |
R S T |
S S |
| SR BT S |
T S ACNES |
| T R
R |
Y SR A |
| RN SO R |
| LGB S A |
| R |
| ERE AN R |
| o I R |
B R
| [ e e |
e Al AL, |
T AR Y |
| B R A
| BT o S |
| T O A |
A e R |
| R s |
B A
G
R
| RRSE RO
| S AR
Y P
| O S|
| CERE SR e
R S S
foaf i
| e A
T R
AT S R
R R S
Lokl v
L)
o R
Lot i)
Lo Jo)
Gt S N |
[aahlaghs o)
it ALY T |
LEptipe =
A L Tl

WIL Skilis Rank Score
Administration foegffn )
Bureaucraciy  ESN Y A |
Managerment _ [ [ [ ]
AWAreness ey gty Gl |
Perception PR 0 L T B
Investigate i SR S |
Interrogate el ety it SR |
Search i e e P o |
Track ] LR R
Teach AL e T |
iy et A |
il G B T

PER Skills Rank Score
Culture [iifeagsg
Diplowmacy Bl AT R |

Etiquette

| R AR e |
NS Ry
im0 S R | PR S
First encounter [/ /]
Deception el S|
Blufr k| (et o
Bribe P dratl Rame S|
Eamble 0 e AL et e Y
Entertainment |l R el
Act L i o
Dance S s Y M i)
Sing LS R |
A s e SRR T T |
Interaction Y i L |
Bargain AREILTE) e el S |
Charmm MRS T A A |
Interview W G e i
Intimidate ISP GEELY AR G |
Taunt RETER SERLUNEE: fh |
Leadership R ARl il |
Command BTy o i Bl |
Inspire UL TR A BN el |

Note: Skills printed in blue can't
be used untrained.

Agrerraty s B registered rodemark
owned by TSH. Inc.
21998 TSH. Inc. Al rights reserved.
Permisson gronted to photocopy
for personal Lse.
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B > SHADOW RECORDO SHEET

A Player: . Campaign:

ﬁ Gridpilot: Bamemaster:

g Grid name: .

[ e

- Computer Science-hacking Score: /
Action Check Scorez_ /| /| | Processor Check Bonus:
Processor Speed: Co-Processar [if any):
Shadow Program Quality/Number of Actions: _ /

SHADOW ABILITY SCORES

Resistance Resistance
Modifier Modifier
ST iNr
DEX WIL
oo PER
Durability: _/ /

Movement:
# Active Memory Slots:

DEFENSES
Ouality Damage Resistance
[circie one] Absarbed Slaots Modifier
MOGA skl i
MDGA b bkt
MODGA ok e
MOGA TRy ey e
MDGA R e
MDEGEA e e
ATTALCKS
Duality Damage Slots Special
[circle one) Inflicted Notes
MDODEA e S
MOE A e T
MOGA i ST
MDEA e B
MDEA Snafanl L
MDEA £

OTHER PROGRAMS

Duality Special
[circle one) Skill Score S5lots Notes

MDGA el i
MOG A e e
MDGE A L e
MDG A il i
MODGA o L
MDG A bR e
MDGA Sl g
MDG A e e

q ﬁ ALTERNITY IS T registered trademark owned by 156, Inc. @199 TS Inc. Al rights resereed. Bermission granted o photooopy for personal use.
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