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IT'sacrime ...

.. that Red Bull isn’t available in Canada. Or, more accurately, it has been suggested to me that it is in fact illegal to sell it here — something about
regulations banning the sale of non-cola coloured, caffeinated drinks. I don’t know if it’s true or not (it probably has more to do with regulations of additive
levels rather than colouration), but I do believe that this book would have been finished months ago if I could get it locally. Of course, I could probably say
that about every book I'm in charge of, but then I imagine I'd be a burned out husk all year ‘round, instead of just during con season.

That might be appropriate for further projects, mind you ... just wire my desiccated body up via neural jack and let me live ghost-like on my writer’s
computers, haranguing them into more and more frenzied and gonzo writing (simply feed me by Red Bull IV-drip, please). Some probably say I do that
already.

15 r-r - rrr "

Did I 'say the book would have been done a few months ago? Even that was running well into delays. Ex Machina was originally conceived in September
0f 2002 — bloody hell, I'm embarrassed to admit that — with a tentative street date of November 2003. 14 months sounded like enough time ... apparently
I'was off a bit. We were all a little too idealistic in those pre-friend-networks/pre-taste-tribes/pre-future-phone days. The iPod had just been released, both
Matrix sequels still had potential, and blogging was going to be the new voice of the commons (awful word, blogging — how the hell can we have collectively
agreed upon such an ugly term?).
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And I sold this idea of a giant cyberpunk genre book not only to Mark and Jeff, but I somehow conned a quintet of warm and fuzzy writers into
climbing aboard, and fleshing out their take on the genre.

This book is about these writers, and their savage, electric ideas that crackle on every page. They are a wonderful, vicious, motley crew of neo-
cyberpunks (or is that post-cyberpunks? or post-post-cyberpunks, maybe?) who have struggled with me over these long months to properly showcase their
visions. Their worlds each present a different image of cyberpunk, viewed through a perspective of the early 21st century. Not only do we have the advantage
of having grown up with and studied the classic cyberpunk authors, but we it on the brink of “tomorrow;” we may not have Blade Runner's air cars or Voight-
Kampft tests, but we do have future-phones, WiFi, hybrid electric cars, and supercomputers masked as video game systems.
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The challenge was to put it all into place and make it sparkle.... Future-shock, indeed.

Beneath the chrome and glitter were hideous little gems that cut to the quick; as manuscript pages came in, there were days I felt a desperate need to
wash my brain.

Michelle Lyons is a sweetheart. When she proposed “Daedalus” to me, neither of us saw how close to home the metaphor would strike. She described it
as the world gone wrong, about 90 minutes in the future. Skimming my RSS feeds, I wonder if we're closer to 30 minutes from “Daedalus.” The oft-repeated
Ben Franklin quote comes to mind, “They who would give up essential Liberty, to purchase a little temporary Safety, deserve neither Liberty nor Safety.” It’s
not a vision I find very comforting.

¥

Rebecca Borgstrom is loved and respected for Nobilis, a game of high concept and big gods. “IOSHI” is a story of little gods — tiny people who are
masters of their own abilities, in a world of complex, corporate machinations. Some days, I'm convinced Rebecca is one of these little gods herself, a shark
most likely — albeit a friendly, nearly tame one. (Nice shark, pretty shark).

Bruce Baugh, like Rebecca, I knew only through reputation before this project. He's a clever guy, with a good sense of the game industry as a whole. He's
also a master of references, and undoubtedly not only read every book, movie, and comic in the bibliography, but read them twice. And by “read” I mean
“analysed,” and taken notes. Pondering the logistics of his orbital beanstalk is daunting, but I hope he takes over Columbia one day and makes it happen.

I'met Brad Kayl and Chris Gossett in Las Vegas ... where else would one meet two L.A. kids bursting with pride over their urban magic retelling of the
Soviet/Afghanistan conflict? Not only are they tremendously funny, sharp guys, with a fabulous comic in The Red Star, but they knew gaming ... and had a
long history of Shadowrun campaigns, among others. Some nights I lie awake thinking about the horrors they've concocted for Underworld ... vile abuses
that have burned their way into my brain.

I've known and worked with David Pulver longer than anyone else here, but only recently have I truly grown to appreciate his knowledge, skill, and
killer wit. This book — massive quantities of Red Bull included — would remain incomplete without his aid and assistance.

Thope to work with all of these fine people again, someday. I think they are all much smarter than me. They scare me. But I am changed for it, and that
is for the best; you must always keep moving, and always have an escape plan.

As the voice over in Blade Runner says:

——

‘A new life awaits you in the off-world colonies. The chance to begin again in a golden land of opportunity and adventure. New climate, recreation facilitics... “

Welcome to Ex Machina — a new life, a new chance, a new climate. With luck it will terrify, intimidate, inspire ... and ultimately change you, if only a
little bit.

— Jesse Scoble, Night, July 2004
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He stared at the deck on his lap, not really seeing it, seeing instead the shop window
on Ninsei, the chromed shuriken burning with reflected neon. He glanced up; on the wall,
just above the Sony, he'd hung her gift, tacking it there with a yellow-headed drawing pin
through the hole at its centre. Closed his eyes.

Found the ridged face of the power stud.

And i the bloodlit dark behind his eyes, silver phosphenes boiling in from the edge
of space, hypnagogic images jerking past like film compiled from random frames. Symbols,
figures, faces, a blurred, fragmented mandala of visual information.

Please, he prayed, now —

Agray disk, the colour of Chiba sky.

Now—

Disk beginning to rotate, faster, becoming a sphere of paler gray. Expanding-

And flowed, flowered for him, fluid neon origami trick, the unfolding of his
distanceless home, his country, transparent 3D chesshoard extending to infinity. Inner eye
opening to the stepped scarlet pyramid of the Eastern Seaboard Fission Authority burning
beyond the green cubes of Mitsubishi Bank of America, and high and very far away he saw
the spiral arms of military systems, forever beyond his reach.

And somewhere he was laughing, in a white-painted loft, distant fingers caressing
the deck, tears of release streaking his face.

— William Gibson, Neuromancer

Cusenpunk 101
Wuat We R Tavkms Asout

Cyberpunk is science fiction set in the near future, usually in the next 25-100
years. It emphasises the social changes created by cybernetics, biotechnology,
nanotechnology, and other emerging technologies that can change not merely
what we do but what we are. It portrays the struggle of outsiders — “punks” — to
make a place for themselves in the face of future shock and oppressive political and
economic powers: the “system.” The protagonists are often unwilling heroes, if
they're heroes at all; many of them are criminals or operators on the fuzzy margins
of legality.

There are exceptions to each of those points in stories widely recognised
as cyberpunk. Above all, cyberpunk is defined by the attitude of openness to
transformation, respect for the power of innovation and improvisation, and
a fondness for rebels and dissidents. A story set in a cyberpunk-like future in
which wise, far-seeing chief executive officers skilfully suppress dangerous lunatic
outsiders isn’t cyberpunk; a story set in a typical space opera, which emphasises
social change wrought by new technology and the desirability of building
communities and responding to new needs may well be. Most cyberpunk fiction,
however, fits the greater part of this working definition if not all of it.

Roots anp Inspirations

Stories about the future tend to portray it in stark and extreme terms.
Sometimes it’s an awful prophecy of doom, such as Fritz Lang’s nightmarish
film Metropolis, or the classic dystopias like Aldous Huxley's Brave New World
and George Orwell’s 1984. Sometimes it’s a vision of the world made perfect or
near-perfect, like the technocratic tales of early science fiction magazines and
H.G. Wells’s film The Shape of Things to Come (in which the world is redeemed
after tremendous suffering). Very seldom does the future have the complexity and
ambiguity of the present.

* | Page L

Recvcrep Doomsaving. Mark I: 19705

Thirty years ago, the future looked very bleak to a great many observers, both
within and without the community of science fiction writers. The Cold War was in
full force, and very few informed people could imagine it coming to any peaceful
resolution. The history of the 20th century strongly suggested that however nice it
might be to live in a democratic society, the totalitarian regimes of the Soviet Union
and the People’s Republic of China would probably outlast their rivals.

Once-liberal democracies couldn’t keep down either unemployment or
inflation, and state intervention couldn’t resolve social problems like racism
or personal yearning for meaning and order. The military-industrial complex
US President Eisenhower warned about in the ‘50s seemed in charge just about
everywhere. Mass protest could help end the Vietnam War, French opposition
to Algerian independence, and the sub-Saharan struggle for post-colonial self-
determination, but it couldn’t create justice or happiness once the fighting stopped
... if the fighting ever did. The superpowers used guerrilla forces and puppet regimes
as their pawns in the ongoing struggle for world domination. Karl Marx wrote,
“Manis born free, and everywhere he s in chains,” and that seemed true — whether
the chains were First World corporate hegemony or Third World subjugation to
external empires.

Furthermore, a growing number of economists and futurists suspected the
Cold War would, in the end, be no more than a sideshow in the fading circus of the
West. The Third World’s leading nations were on the rise. Japan played the game of
capitalism more skilfully than either Europe or America, and China and the “Seven
Tiger” nations of Southeast Asia were building their own paths to wealth without
the complications of Western liberalism. Demographics were on their side. The
West couldn’t compete against the looming combination of ever more efficient
production and ever-greater numbers of labourers.

The space race ended with the 1969 triumph of Apollo over its Soviet
competition, and now the US’s space efforts were trickling down. Skylab would
not be followed up on. The Space Shuttle fell victim to political manoeuvring and
would end up more costly and less capable than originally planned. Meanwhile,
back on Earth, media corporations got ever-better at co-opting the spirit of
youthful rebellion as another tool for merchandising, and the rising insurgency
represented by punk rock was commercialised even faster than its predecessors.
The corporations could, it seemed, engulf and devour any threat to their position.

Nor were problems of the day purely social and political. The world’s
environment was also going to hell, and gaining speed on the way. Biologist
Rachel Carson had long since sounded the first warning notes about the dangers
of DDT and other pesticides in Silent Spring, but that was just the beginning. Toxic
wastes proved responsible for more problems than anyone had imagined, and no
amount of public concern seemed likely to keep pesticides out of the air, land,
and water. Toxic emissions from factories and cities constantly replenished the
supply of environmental poisons. Lasting climatic changes also loomed: in 1979,
the World Meteorological Association warned that the world was cooling and had
been for several decades, and that an ice age might well be imminent. In reaching
these conclusions, the WMA drew on research in both specialised meteorological
journals and prestigious cross-disciplinary journals, such as Science.

Science fiction of the late ‘70s reflected the divisions of the time. On one
side, the heirs of Golden Age technophilic optimism continued to sing the praises
of analytical problem solving, dismissing those who doubted progress as obstacles
to an ever-brighter tomorrow. On the other, writers critical of the established order
called into question the very possibility of progress as long as patriarchy, capitalism,
and other established forces endured. Those uninterested in this ongoing struggle
or unwilling to commit themselves to a faction took refuge in stylistic extravagance
and technical formalisms.
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In the midst of all this, some authors both inside the science fiction
community and outside it hunted for unconventional futures and alternative ways
of expressing their thoughts and feelings. William Burroughs, one of the survivors
of the Beat generation of literary innovators, was already famous for combining SF
imagery with the stuff of drug trips, nightmare, erotica, and more, all fused in a
spare and often witty prose that reflected the influence of earlier styles, including
pulp and noir. (William Gibson would later refer to Burroughs as “this dangerous
old literary gentleman who sent so many of us out, under sealed orders, years ago,”
and indeed the cyberpunk debt to Burroughs is very strong and lasting.) Latter-day
innovators like Thomas Pynchon also drew on SF for their experiments, feeling that
as the present careened ever faster into unknown territory, the boundary between
present reality and possible future crumbled into a miasma of waking nightmare,
daydream, and chaos.

One response to the challenge of escalating systems of social control drew
on a tradition including Surrealism and Situationism, and the idea that the tighter
would-be rulers clenched their fists, the more of what they held would slip through.
The eternal tyranny of 1984 turns out, they thought, to break up in bureaucratic
inefficiency, rival agendas, and the possibility that outsiders can manipulate the
information on which all governance depends. Alfred Bester, John Brunner, and
others wrote stories in which overlords fell not just because plucky entrepreneurs
challenged them, but because the status of overlord itself is unstable. Their
imagined worlds were messy, each totalising trend offset by new complications, and
life continued without any end state ever taking over.

Our or THE LAB, InT0 THE STREETS:
19705 10 1982

Science fiction has a long tradition of small press magazines, fanzines, and
amateur press association magazines (many of them only distributed to a small
circle of contributors) and of ongoing correspondence both in the letter columns
of professional magazines and directly between would-be authors. These forums
act as incubators for ambitious young writers. In the mid-1970s, the writers who
would establish cyberpunk busily exchanged letters and ‘zines, honing their craft,
critiquing the published work of the time, trading ideas, news, and commentary.
They pushed themselves and each other.

John Shirley started publishing stories of high-tech horror and fusions of
fantasy and science fiction in 1973. Bruce Sterling made his debut in short fiction
in 1976, and at novel length a year later. William Gibson’s short stories began
appearing in 1977, his first novel some years later. W.T. Quick joined the growing
throng in 1979, Michael Swanwick in 1980. Bruce Bethke wrote a story of crucial
importance well beyond its content in 1980. The story, “Cyberpunk,” provided
a widely acceptable name for the movement; it did so well before the story was
actually published in 1983, thanks to the habit among cyberpunk authors of
circulating work in progress.

Rucky Rucker’s intensely bizarre novel Soffware, published in 1982, is either
a crucial early cyberpunk work or sufficiently weird to constitute its own genre;
critical views vary on the matter. John Varley’s Eight Worlds series (running from
the early 1970s into the early 21st century as Varley’s health allows him to write
more) has very little cyber-anything in it, instead emphasising biotechnology. Its
setting (a future solar system with Earth off-limits to humanity and the surviving
members of the species living on the Moon and other bodies) and its concern with
the social changes set in motion by technology (allowing for cheap and reversible
sex changes, cloning, and longevity) both partake of the cyberpunk outlook and
approach, though.

CHAPTER ) INTRODUCTION

By 1980, it was clear to many observers (as well as to the authors themselves)
that something was going on. Editors like Ellen Datlow (handling science fiction
for Omni magazine) and Gardner Dozois (in charge of Isaac Asimov’s Science Fiction
Magazine ) gave the new writers space and attention. This rather motley crew
differed in many ways, both conceptually and in terms of their presentation, but
they shared a lot, too: a fascination with the social consequences of ubiquitous
computing power; the role of style in defining identity; the opportunities for
low-lifes in high-tech contexts; and difficulties facing average people in the face of
overwhelming concentrations of corporate and political power. The new writers
rejected both the old-school SF trust in technology and reason (subjecting both
to trenchant critiques about their origins and consequences) and the newer
conventional wisdom of impending doom and despair (likewise regarding it as a
flight from life as it is actually lived). The new futures weren’t particularly cheery,
but they had hope and the potential for changes both small and large.

In 1981, computer scientist Vernor Vinge published the novella “True
Names.” It didn’t make as big a splash as William Gibson would a few years later,
but it has been an enduring influence within both SF and computer programming
communities. Vinge laid out a near-future world in which complex interactions
between individual users and their computers can be abstracted into virtual
landscapes. Vinge cleverly recognised the lasting appeal of fantasy among
programmers and hackers, and his protagonists inhabit a jointly constructed
landscape with both dungeons and dragons. He also showed governments helpless
in the face of a threat born from their own operations, and the world saved by

sufficiently insightful and independent individuals.

Many cyberpunk authors are musicians, some of them professionally so,
and many of the early-proposed labels for their movement drew on musical
inspirations. Terms like New Romantic and Techno-Punk refer to contemporary
developments in rock and pop. But for every delighted proponent or advocate of a
general label, there was at least one other author with a serious objection, and the
debate dragged along until Bethke’s invention, “cyberpunk,” came along and suited
almost everyone.

Even before an agreed upon name, the new movement attracted immediate
attention. Some of the new authors won awards; many were cited and discussed in
annual anthologies of genre fiction. Not that they were universally loved, of course;
they came under criticism for (depending on the critic) sneering postmodernist
ignorance about science, irresponsible Western male capitalist confidence in the
possibility of progress, foolish obsession with flash and surface at the expense of
substance, and so on. The general response on the part of the authors was either
amused agreement or relaxed dismissal of the power of the critic to get in the way
of the authors’ message.

;| ,;; s poslsllble to argue for a long time what best warrants
 label of “first cyberpunk story.” Close up, the boundari

of fyberpunk dissolve; continyous changes mc;Her as much -

radical ones. William Gibson’s 1977 short story, “Fragments g;

a Hologram Rose,” is clearly cyberpunk. John B,runner's 1975 §

lrlwvel, The Shockwave Rider, is almost universally regarded

nearly cyberpunk but not quite.” Anyone who really nee:;'ss

o give cyberpunk a birthday, h i ;
| born in 1976 of o Y, however, can regard it as being
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A significant part of cyberpunk’s power is its fusion of existing elements into
new forms. One of the occasional complications of working this way is that precisely

because the elements are out in the world at large, others may also notice them and
do something similar.

Convercin STreams: 1982 To 1984

Film director Ridley Scott wasn't reading the science fiction small-press
magazines when working on his 1982 movie Blade Runner — he was reflecting on
the gonzo future scenes created by Philip K. Dick (Do Androids Dream of Electric
Sheep) and on ways of capturing old-time ambience, and in particular the feel of
film noir, in a science fiction context. As it happens, he plugged together similar
pieces in nearly the same way that cyberpunk authors were doing. William Gibson
describes the experience of seeing Blade Runner while he was in the midst of revising
his forthcoming novel, Neuromancer, and feeling like he'd seen what was in his head
up on the screen.

The same sort of parallel invention was happening elsewhere with Slava
Tsukerman’s 1982 film, Liguid Sky (a favourite of many cyberpunk writers for its
exotic visuals and thoroughly whacked-out story of aliens encountering punks),
and the SF-tinged horror films of David Cronenberg, including 1981's Scanners and
1983's Videodrome. These works and Blade Runner would in turn influence many
other creators along with cyberpunk fiction.

Other works had influence within the small community of cyberpunk creators
without spreading far beyond it. John Shirley’s 1982 novel, City Come A-Walkin’, is
a particularly important example of this. Set in a near-future San Francisco facing
growing political repression, it focuses on the struggle of independent musicians
and their underground companions to achieve some dignity and liberty in the
midst of it all. Unlike most cyberpunk; it has outright fantastic elements, including
the soul of the city incarnate as a shadowy figure always wearing mirrorshade
sunglasses, and genuine magic at work. Its ambience, however, gave focus to the
efforts of other cyberpunk writers, particularly William Gibson. He describes it as
Patient Zero for his own distinctive blend of ideas, infecting his consciousness with
new connections between what had been disconnected impressions.

Grouno Zero: 1982

In the early and mid-1980s, editor Terry Carr oversaw a line of novels called
the Ace Specials, each the first novel by an author with a history of excellent and
distinctive short stories. His series became the focal point for the cyberpunk
movement, which gained its name and its most important visual motifs in 1984,
the year Bruce Bethke's “Cyberpunk” and William Gibson’s Neuromancer appeared.
The list of 1980s Ace Special authors and titles includes several crucial works:
Neuromancer; Kim Stanley Robinson’s The Wild Shore, about a future US thrust
back into primitive conditions after a war and careful ongoing manipulation; and
Richard Kadrey’s Metrophage, about a Los Angeles in terminal decline and the
philosophy behind the politics of total control.

Neuromancer is the definitive cyberpunk work by any evaluation, beginning
with its evocative opening line, “The sky over the port was the colour of television
tuned to a dead channel.” (Though as fantasist Neil Gaiman has noted, for today’s
children that would mean bright blue rather than static-laden black and white.)
Endless urban sprawl is dominated by global corporations who use governments
and societies at their own whim. People interact with computers via complex

imaginary landscapes, the “consensual hallucination” named cyberspace;
hackers attack the black ice of high-security defences with programs that draw on
cyberspace imagery to crawl, pounce, soar, and lunge. In the semi-legal and illegal
fringe communities where Gibson’s characters gather, ageing cyber-aces reflect
on lost glories while drifters and up-and-coming hot talents load themselves with
experimental implants and designer drugs in search of the edge they need to rise
above the pack.

William Gibson was already well established in a habit that Neuromancer
makes throughout: an attention to brand names and matters of fashion. Gibson
noticed this fascination recurring widely in spy stories like the James Bond books by
Ian Fleming, military magazines, and women'’s fashion magazines, and he put it to
work as a tool for world building. The people of his fictional world live in a culture
in which style consciously matters, and this builds a bridge between them and the
modern-day reader. Ironically, the constant flux of style becomes one of the few
points of enduring stability in the chaos of perpetual change.

Neuromancer also sets an important precedent that’s often overlooked by
people who put too much attention on the setting and trappings of cyberpunk and
not enough on the actual plots. The drug-crippled hacker Case, the drifting killer
Molly, the brain-damaged and partially reconstructed soldier Armitage, and their
various companions do scheme and scam in response to manipulations whose
origins they don't identify until late. They also unleash a genuine transformation
in their society at the end, however, when a physical raid on a decadent space
station housing one of the world’s wealthiest families, combined with elaborate
manoeuvres in cyberspace, fuse separated A.Ls into a greater whole. Gibson doesn’t
make a big fuss about it, but later stories set in the same setting show a cyberspace
increasingly transformed by new entities living in the computer matrix, influencing
the physical world by their interactions with individuals and corporations.

The drive for the perfect score encounters just the right circumstances to
change the world. This is an important part of the cyberpunk ethos. Cyberpunk
writers are, in Bruce Sterling’s words, “bored with apocalypse,” and so their worlds
have endured despite war and other calamities. The writers are also open to hope
and change. A cynical appraisal of people’s vulnerability to media manipulation and
pessimistic speculation about people’s ability to rein in those with power don’t rule
out all belief (or at least willingness to hope) in real improvement later on.

Present A THE Caeaion: 1984 o 1986

It's been a long time since science fiction magazines sold as well as books.
The stories that built up cyberpunk as a movement came to the attention of science
fiction's most dedicated fans and scholars, but couldn’t get very widespread notice.
The arrival of Neuromancer in particular changed things. Readers and critics
both inside and outside the science fiction community took notice of something
impressive going on, and those who enjoyed the book went looking for more. They
didn’t have to look very far.

Bruce Sterling had been writing short stories in a single universe since 1982,
focusing on different moments in a future history in which the solar system is
divided between the biotechnology-affiliated Shapers and the cybernetic-focused
Mechanists. His novel, Schismatrix, built on their framework with an extended
tale of the rise and fall of whole societies, marked out a fresh cyberpunk approach
to classic SF themes of human destiny and transformation. Sterling didn'’t keep
revisiting that setting the way Gibson did with the Sprawl (and, later, with the world
of Idoru and the Bridge trilogy), however, and his later work rang other changes on
cyberpunk conventions.

Walter Jon Williams had published several non-cyberpunk books but was
still very much a newcomer when he made his cyberpunk debut with Hardwired,
a story of an Earth oppressed by both detached corporations and governments
based in orbit, and of the black-market pilots and smugglers willing to challenge
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their authority. It offers the same combination as Neuromancer : against a bleak but
vigorous setting, lowlife characters get an unexpected opportunity to really shake
up their world. Cowboy, the ace pilot at the centre of Hardwired, could hang out
comfortably with Gibson’s protagonists and have quite a ot to talk about.

John Shirley had already been busy infecting others, including Gibson, with
cyberpunk imagery before there was the word for it. He returned to the field with
his trilogy, Eclipse, Eclipse Penumbra, and Eclipse Corona, in which a motley crew of
political activists, counterculture rebels, and others take on the growing power of a
European and American fascist regime. Shirley, a musician as well as a writer, has
played professionally and written songs for bands such as Queensrjiche, and he
drew on his own experience to portray the bitter guitarist Rickenharp. Rickenharp
finds new purpose in the anti-fascist struggle and gives his own life in a stunningly
portrayed concert/act of broadcast rebellion on top of the Arc de Triomphe until
tanks destroy the arch and him with it. The climax of the third volume breaks with
cyberpunk’s customary cosmology to include a prominent role for speculative
science derived from some of Nikola Tesla’s less-successful theories.

Lewis Shiner joined John Shirley at the overtly political pole of cyberpunk with
his stories beginning with “Life During Wartime,” about the moral and social costs
of a future war between the US and Latin American powers. The experience of the
Vietnam War and various clandestine struggles clearly informed these pieces, but
Shiner combined them with careful extrapolation and a blazingly passionate style.

Michael Swanwick was another writer to publish his first novel as an Ace
Special. In the Drift is set in the blighted lands around a Three Mile Island that
had a full-blown meltdown, rather than a near-calamity as in real history. It brings
the cyberpunk sensibility to well-established science fiction conventions about
mutants, pure-gened humans, and their inevitable clashes. He followed it up with
Vacuum Flowers, in which much of the human race has become enslaved by an A.L-
born hive mind, where biotechnology rather than cyber dominates.

Hybrid experiments of cyberpunk and other matters developed almost
immediately. K.W. Jeter, previously known for intense horror, offered up The Glass
Hammer, a tale combining Hardwired - like speedsters and smugglers with Gnostic
cults and a vision of the world’s redemption gone wrong. Greg Bear created a
complex vision of humanity unmade and remade by bacteria genetically engineered
to self-awareness in Blood Music, and cyberpunk motifs appear in some of his later
work, particularly the series beginning with 1990°s Queen of Angels, set in a Los
Angeles beginning to experience radical change via nanotech.

Others would likewise take cyberpunk and mix it with divergent inspirations
in coming years. Like science fiction at large, cyberpunk includes more male
authors than female ones, but it’s not entirely a boy’s club. Pat Cadigan made her
mark early on with the story “Pretty Boy Crossover,” about a handsome would-be
actor who finds that giving up physical existence for the digital world isn't as tidy an
experience as he hoped, and revisited her success with both novels and stories.

Within a year or two of Gibson's breakthrough success, it was clear that this
was something more than just a flash in the pan. In 1985, the television series Max
Headroom debuted (the character of Max would eventually advertise for Coca-Cola).
The series whole-heartedly embraced the substance of cyberpunk social concerns as
well as the surface glitz of high-tech low-lifes. It confused most viewers, but its early
presence helped pave the way for later efforts.

IMore Than Human, Other Than Human

Cyberpunk has never been a homogeneous little world. Its creators disagree
with each other, often intensely, and it is the nature of literature for readers to form
their own individual and conflicting interpretations. Between the two conflicting
forces, it’s hardly surprising that the umbrella of “cyberpunk™ has come to cover
such a vast collection of viewpoints and agendas.
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Science fiction has always engaged in speculations about the meaning and
worth of human experience. What defines us as a species? How important is this
distinctively human identity? Can we change it? Are there other experiences worth
as much, or more?

In the years immediately preceding cyberpunk, perhaps the strongest
advocate of humanism was Philip K. Dick, whose stories say again and again that
what is machine can never be human, that empathy defines humanity (and that
it must be taught and can be lost, so that creatures who are biologically human
may lose their standing as individuals with souls and a moral nature), and that the
human condition is altogether unique and precious. It is therefore distinctly ironic
that one of the best and most engaging presentations of the opposite viewpoint is
the film Blade Runner, based in Dick's own work. In Blade Runner, the qualities of
true humanity can arise in machines, in the inverse of the process by which humans
give up themselves to mechanical regimen and amoral outlook.

Some critics accused cyberpunk of being anti-humanistic, of devaluing
human dignity for the sake of cheap thrills and superficial gimmickry. As time went
on, the body of cyberpunk literature grew, and authors had more time to reflect and
develop their various themes at length, it became clear that this wasn't really true.
When non-human intelligence, and particularly artificial intelligence, appears in
cyberpunk, it is not precisely the same as human, merely comparable in some ways.
There remains a distinctive quality to humanity, and the modification of humanity
by drugs, cybernetics, and bio- or nanotechnology, extends this into new realms
rather than removing it. While the forces of order may be everywhere, conspiring
against human dignity, ubiquitous chaos is there to help those trying to renew it.

THE STREET Has
Its Own Uses For Things

Somewhat to their surprise, cyberpunk authors found that a lot of people
were ready to hear what they had to say about the individual’s place in society,
possibilities for the future, and how we cope with tragedy and circumstances
beyond our control. Predictions of the impending death of “science fiction as we
know it” sound out from prominent writers, editors, and critics every few years,
but it is true that the science fiction scene of the mid-1970s was pretty stagnant.
That couldn't be said in the mid-1980s. Cyberpunk ideas and imagery proliferated
in all directions — the imagery further and faster than the ideas, sometimes with
unfortunate consequences.

William Gibson and Bruce Sterling both offered up this line as the essence of
cyberpunk: “The street has its own uses for things.” That is, no matter how much you
plan and try to lock things down, others will take your material and do something
unexpected with it. That proved as true of cyberpunk as of anything else.

The Recenime Wave: 1986 To 19905

The first wave of cyberpunk writers continued to diversify, while others fell
silent or turned to other concerns. Some, like K.W. Jeter and John Shirley, never
gave up horror and other styles of fiction; for them cyberpunk was one of many
tools. The seminals, like William Gibson and Bruce Sterling, continued writing
work that is in some meaningful sense cyberpunk, but refined their visions and
presentations to suit their changing experience of the world.

Thisisn’t to say that everyone ever interested in cyberpunk changed the same
way all at once. People don't evolve in lockstep, particularly not as individualistic a
lot as cyberpunk authors. New writers made their first contributions and writers
experienced in other styles added cyberpunk to their repertoire, while others retired
or moved on.
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George Alec Effinger, already established as an author of elaborate gonzo
tales with dark hearts, took up cyberpunk motifs for When Gravity Fails in 1987.
Driven partly by the desire to work out his grief over the neglected murders of
friends, he built up a nameless Arabic city and populated it very much in the style
of New Orleans, where he lived while writing When Gravity Fails and its sequels. He
put together the consequences of plug-in personalities and a warm sympathy for
people marginalised by different gender constructions and lifestyles with a classic
noir murder mystery with broader implications.

Urban fantasy author Charles de Lint made a rare foray into science fiction
with Svaha in 1987, a story of a shaman crossing from magical wilderness to
technological city. John Shirley wrote quite a different story of shamanic awakening
in a cyberpunk city in his 1988 story, “Shaman,” updating voodoo principles for
the soul-drained future. William Gibson had already used voodoo imagery in Count
Zero, the first of the sequels to Neuromancer, but in that book it was a matter of A.L
temperamental preference about how to deal with people; de Lint and Shirley chose
to make it real for their works. Emma Bull put her own distinctive spin on the same
idea in her 1991 novel, Bone Dance, with quiet urban magic and a narrator who
is substantially less normal than first appearances indicate. W.T. Quick made a
prominent splash with Dreams of Flesh and Sand in 1988, only to fall silent two years
and two novels later.

Paul di Filippo, whose first stories appeared in 1988, has never become
widely famous, but he’s an “author’s author” admired and occasionally imitated
by his fellow writers. His vigorously bizarre tales of biotechnology emphasise the
extremely weird possibilities of cyberpunk technology. Like the stories of his fellow
Texan, Howard Waldrop, however, they often hide a dark core of tragedy beneath
the humour.

Vernor Vinge's The Peace War (1984) and Marooned in Realtime (1986)
bracketed the typical cyberpunk milieu with a story stretching from a totalitarian
near future to the Earth fifty million years after humanity. Vinge introduced the
term “Singularity” to refer to the point at which humanity becomes qualitatively
more intelligent, or gains access to qualitatively greater intelligence, and thereby
moves into a condition beyond our ability to extrapolate. As with Bethke’s coinage
of “cyberpunk,” the idea and the label of the Singularity caught on rapidly. Many
cyberpunk stories deal with the Singularity and its boundaries in one way or
another, examining the moment when humanity as we've known it becomes
something possibly greater and certainly other. Australian writer Greg Egan, who
began publishing intensely reasoned hard SF stories in the late ‘80s, took the theme
for his own; nearly all his fiction is concerned with the ways in which humanity can
become something greater.

Forwarn In ALL DiRecTions

Cyberpunk offers great visuals. Advertisers, movie directors, game designers,
and others all noticed this. Some of them went beneath the surface to handle
cyberpunk concepts in intelligent ways, as in the television mini-series Wild Palims
(which features an amusing cameo by William Gibson playing himself a couple
decades older). More often it was just a matter of going for glitz and violence.
Cyberpunk role-playing games nearly always had this problem, offering none of the
sense of social engagement or transformation as a crucial factor in play, focusing
instead on the big guns and gadgetry. Likewise, cyberpunk riffs became ubiquitous
in low-budget sci-fi movies and as a source of cool strangeness in advertising.

Some creators did understand the inherent power and potential in what they
were working with. James Cameron’s robots run amok in Terminator and its sequels
owe as much to cyberpunk as to earlier science fiction, as do the high-tech Marines
of Aliens, the skulduggery of the corporation, and ideas of the Aliens as bioweapons.
Similarly, the memory-recording technology in Strange Days mixes explosively with
the politics of racism and police authoritarianism. Terry Gilliam took the principle
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of unexpected reuse to lunatic extremes in Brazl, along with the horror of central
control that hasn't yet met its match. Paul Verhoeven’s Robocop is a thoroughly
cyberpunk story, with the question of human nature and the boundaries of
humanity at the centre of a great deal of high-tech violence and pervasive corporate
evil. Wim Wenders brought much of the cyberpunk ambience into the final days
of the 20th century in Until the End of the World, and worked a very cyberpunk-like
trick for the soundtrack: he asked interesting musicians to record a song in the style
they might be using ten years in the future. The combination of familiarity and
experimentation ended up actually changing the course of style development for
several of the performers on the soundtrack.

(Y

— | BusLication History o Cuserpunk RPGs

1988 Cyberpunk, R. Talsorian Games
1989 Gpberspace, ICE
Shadowrun First Edition, FASA
1990 Gpberpunk 2.0.2.0., R. Talsorian Games
GURPS Gyberpunk, Steve Jackson Games
1992 Shadowrun Second Edition, FASA
1993 Underground, West End Games
1995 Cybergeneration, R. Talsorian Games
1996 Bubblegum Crisis, R. Talsorian Games
1998 GURPS Bio-Tech, Steve Jackson Games
Shadowrun Third Edition, FASA
2001 Shadowrun Third Edition, FanPro
2002 Digital Burn, Living Room Games

Transhuman Space, Steve Jackson Games
2003 OGL Gybernet, Mongoose Publishing

HEEUmB marion: 1990s

The world at large complicated the cyberpunk writer’s mission in the late
‘80s and early ‘90s by going even more berserk than usual. The Soviet Union and
its empire collapsed. China mutated into a weird hybrid of communism and
fascism. Japan ran into the limits of growth in its traditional manner and turned
into an economic basket case. The US was governed alternately by big-government
conservatives talking in small-government terms and by small-government liberals
doing just the opposite, leaving behind a muddle. The World Wide Web isn’t
cyberspace, but it’s nonetheless continuing to transform industries and creative
efforts of many kinds. Concern over global cooling gave way to concern about
global warming. Few of the cyberpunks ever claimed to be prophets in the sense
of forecasting events — rather they saw social trends and factors that influenced
responses — which was good for them; it was not a good time for prophets willing
to be honest about their records.

In addition, cyberpunk became part of a lot of other people’s identities.
There are hackers, software pirates, and others working with computers who shape
their personas and goals based on cyberpunk. The US and other militaries have
incorporated cyberpunk-style interfaces in individual and group operations. The
language of cyberspace has become ubiquitous in discussing the World Wide Web.
Bits and pieces of cyberpunk creation now float freely, and get used in ways nobody
would have guessed twenty years earlier.

Some critics began writing about “post-cyberpunk” fiction in the 1990s, to refer
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to work that may not be heavy in cyberpunk motifs but relies on them for setting and
plot touches. The unexpected revival of space opera in the mid-1990s offers several
examples of this. Vernor Vinge's A Fire Upon the Deep, Dan Simmons’s Hyperion and
The Fall of Hyperion, Peter Hamilton’s Night's Dawn trilogy, and other works of their
ilk aren’t cyberpunkin their essence. Cyberpunk treatments of cyberspace, humanism
and post-humanism, social issues and transformations shape all these works, however,
so that they wouldn't have been written before cyberpunk happened.

Other new writers were even closer to cyberpunk, if not necessarily part of it.
Linda Nagata’s The Bohr Maker is a tale of the world on the very brink of an accidental
Singularity. Wil McCarthy’s Aggressor Six and The Fall of Sirius bracket a Singularity
in a manner somewhat like Vinge’s a decade earlier, while Flies From the Amber
examines the consequences of medical technology extending lifespans indefinitely
in an environment with little room for population growth. Greg Egan brought
professorial sensibilities and a rigorous materialism with sometimes surprising
consequences to bear on his ideas; Singularities loom and sometimes erupt in his
books. Quarantine isolates Earth from the rest of the universe thanks to quantum-
mechanical phenomena, and contains one of the eeriest portrayals in SF of personality
restructuring, showing the drastic change of allegiance and values from the viewpoint
of the victim. Permutation City introduces some fresh variations on classic themes of
artificial intelligence and virtual worlds, including personality simulators capable of
running full human minds but much more slowly than living people, and artificial life
which decides that its creators are logically unfeasible and sets about removing them
from existence. His later stories have ranged from near-future Earths to stories cycling
through the creation and destruction of whole universes.

The success of cyberpunk shows the power an idea can have long before it
achieves physical expression. Just as George Orwell’s vision in 1984 has become part
of political discourse (and, to at least some degree, itself a force acting to restrain the
trends that Orwell feared), so the existence of cyberpunk fiction shapes real-world
developments in computing and elsewhere. But then cyberpunk must in turn adapt
to new forces loose in the rest of the world. One of the most problematic of these for
cyberpunk is nanotechnology, the still-mostly-hypothetical science of engineering
at the scale of individual atoms and molecules. It's very easy to imagine nanotech
as either the next best thing to magic and the source of unlimited goodies, or as the
source of the nightmarish destruction of all organised matter in reach. Working out
any conceptual boundaries of what's possible and likely takes more effort. Early
efforts at using nanotech in cyberpunk and post-cyberpunk stories drew many
complaints to the effect that this was practically fantasy under a false flag, given the
unlimited transformation of the world. Eventually writers did figure out narratively
interesting ways to use nanotech, but it took time and a fair number of false starts.

Resoor

In the real world — planet Earth, Reality — there are somewhere between six
and ten billion people. At any given time, most of them are making mud bricks or field-
stripping their AK-47s. Perhaps a billion of them have enough money to own a computer;
these people have more money than all the others put together. Of these billion potential
computer owners, maybe a quarter of them actually bother to own computers, and a
quarter of these have machines that are powerful enough to handle the Street protocol.
That makes for about sixty million peaple who can be on the Street at any given time. Add
in another sixty million or so who can’t really afford it but go there anyway, by using public
machines, or machines owned by their school or their employer, and at any given time the
Street is occupied by twice the population of New York City.

That's why the damn place is so overdeveloped. Put in a sign or a building on the
Street and the hundred million richest, hippest, best-connected people on earth will see it
every day of their lives.

— Neal Stephenson, Snow Crash
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Grouno Zero, Mark 11: 1992

Neal Stephenson is as important to the history of cyberpunk concerns in the
1990s as William Gibson was for them in the 1980s. His 1992 novel, Snow Crash,
set a pattern for a great deal of the cyberpunk-related work of the next decade,
even though it didn’t kick off an explosion of new work from others in the way that
Neuromancer did. Snow Crash takes the post-Cold War and inflates all its trends
to the extreme, offering a vision with the Mafia running security firms and pizza
delivery services, the US government working by contract, franchise governments
with official housing tract designs, and a scheme to rule the world with the help of
humanity’s first language. Its density and wildness of vision defy easy summary.
The book is weakened by an unsatisfying ending, but if Neuromancer shares a spirit
with the vigorous, experimental sounds of a New Wave keyboardist at work, Snow
Crash is the enthusiastic and sometimes out-of-control jamming of a hip-hop or
electronica D] throwing it all into the mix. Stephenson raised the benchmarks for
what cyberpunk-descended fiction could accomplish; everyone who follows this
path must take him into account, one way or another.

Tue Continume InrLuence: Otwer Mepin

Even though cyberpunk fiction was scarce on the ground for most of a
decade, the genre was alive and well elsewhere. Cyberpunk was so well established
that its concerns would inevitably be raised in response to a relevant technological
or social development, and any video vision of the near future was very likely to
include some retro fashion and cybernetic enhancements taken for granted. The
success of the Internet as a popular medium (or rather set of media) brought the
word “cyberspace” and at least the general idea of shared conceptual space into
general use.

When cyberpunk as a more coherent set of ideas behind the images re-
emerged, it wasn't initially in prose. It happened more or less simultaneously in
several other media, and to some extent in prose outside the science fiction genre.

Cyberpunk became important early on in anime and manga, and remains so.
Masumune Shirow’s lengthy series, Appleseed, was the first big manga work to make
thorough use of cyberpunk. He gave his cities, robots, and powered suits an organic
design that has been often imitated, and laid out a classic tale of a female cop and
her cyborg partner in a genetically engineered and centrally-planned society that
is a blend of utopia and dystopia. Shirow’s later Dominion Tank Police satirised
cyberpunk themes. The popular anime Bubblegum Crisis blended classic cyberpunk
genre tropes with comic book-style superheroics in the 1980s; in the 1990s,
Katsuhiro Otomo’s Akira (released in 1988) and Shirow’s Ghost in the Shell both
won over large audiences for their thoroughly “cyber” (or posthuman) visions of the
future, layered with political and social criticism of present-day tends. (Akira has no
actual cybernetics in it, at least on the personal level, but it has complex computer
visualisations, extreme social stratification, and radical transformation, all in the
cyberpunk tradition.) More esoteric series like Neon Genesis Evangelion and Serial
Experiment Lain combined classic cyberpunk elements with other inputs to build
particularly exotic, dense, and meaning-laden worlds and stories. More recently,
Ghost in the Shell has returned in a big way with a multi-media blitz of graphic novel,
TV series, and movie.

Western filmmakers picked up on this thanks to directors interested
in Japanese developments. In particular, the Wachowski’s splashed hard-core
cyberpunk images on the big screen to dazzling effect in The Matrix and its sequels,
but some cyberpunk imagery showed up in films as unlikely as the second trilogy
of Star Wars films, with their stylised underclasses and heavily computerised club
strips. There were works not set in a cyberpunk future, but fully in keeping with the
underlying ethos, like Fight Club. (Chuck Palahniuk, author of the original book,
generally describes himself as a horror author, but seems interested in science
fiction and is in any event in tune with the concerns that drive cyberpunk.)
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Some comic book creators also picked up on cyberpunk approaches and
applied them to their own work. This is particularly true of some of the more
prominent British comics writers like Grant Morrison and Warren Ellis. Morrison
buried a secret impending Singularity at the heart of his run on Doom Patrol and
tackled issues of human responsibility and cruelty in a very cyberpunk fashion
in Animal Man, though the climax and resolution owe more to cyberpunk’s own
roots in surrealism. The Invisibles is more a tale of modern conspiracy and magical
enlightenment than anything else, but the imagery of a superadvanced techno-
magical conspiracy, its tools, and the general attitude of outsiders exploiting the
system’s own nature both draw on cyberpunk.

Warren Ellis brought a rigorous and delighted treatment of the implications
in comic-book superscience to bear on established archetypal characters as well
as his own creations; Planetary features a Singularity in the wrong hands needing
to be undone. His series Transmetropolitan is very much a work of post-Snow
Crash cyberpunk, abounding in the clash of systems of control and in the wildly
unexpected application of technology and ideas. The series’ hero, Spider Jerusalem,
is a reporter returning to the City, an urban sprawl of endless delight and savagery,
to bear witness to personality uploading, xenomorphic subcultures, ubiquitous
information streams, and a bestial government. He challenges the regime with wild
drug trips, poignant columns published by the samizdat, and a bowel disruptor.

Ellis’s more recent Global Frequency features an independent, covert, high
tech intelligence agency determined to save the world from itself.

Christian Gossett and Brad Kayl put cyberpunk technology together with
industrial magic in a manner somewhat reminiscent of Walter Jon Williams’s
Metropolitan, then ran it all together with a fantasy reworking of Soviet history
in the utterly unique graphic novel Red Star. Kayl has since gone on to ring other
changes on cyberpunk imagery in Assassin. 100 Bullets, by Brian Azzarello and
Eduardo Risso, is a contemporary story, but thoroughly cyberpunk in its treatment
of out-of-power subcultures and the schemes of those hoping to gain and maintain
control.

After a long absence, cyberpunk returned to American TV. William Gibson
penned an episode of The X-Files with a cyberpunk motif. James Cameron’s Dark
Angel TV series aired in 2000 and lasted two seasons. A direct translation of classic
1980s cyberpunk tropes to the small screen, it featured an escaped transgenic
soldier and a rogue cyber-journalist struggling against the authoritarian military-
industrial complex of 2020s America. The lead heroine, Max (played by Jessica
Alba), followed in the tradition of beautiful-but-deadly cyberpunk “street samurai”
like Molly and Trinity.

Advances in graphics and computing power made ever more sophisticated
computer games, and cyberpunk motifs are very common among players and
designers in the popular games on various platforms. Some games, like Deus Ex and
the Metal Gear Solid series, are thoroughly permeated with cyberpunk ambience;
a great many more throw in cyberpunk touches. In at least some cases, it appears
that the creators may not even know the origins of some of their chosen images and
concepts. It’s all become part of the generally available pool of shared concepts.

THe New Cuserpunks: 19905 1o Present

In the last years of the last decade of the last century, a new generation of
writers did take up the cyberpunk legacy and proceed to handle it in the same spirit
as their predecessors: looting it for everything interesting, discarding what now
seemed irrelevant, and beating on the rest until it whimpered.

Scottish writer lain Banks set an early lead in this regard. His stories of the
Culture, a multi-species society governed by post-Singularity A.Ls and living well
beyond the limits of scarcity, combine cyberpunk, space opera, and a great deal

_H more, filtering all through a lens of pitch-black tragedy. Ken MacLeod built a future
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history with strong cyberpunk elements, the Fall Revolution universe, and pulled
off a thoroughly postmodernist trick of perspective; the protagonists of each new
book see the protagonists of the last book as the real villains, and usually have good
reasons for doing so. Charlie Stross introduced what he calls “overclocked” fiction,
in the cyberpunk spirit but paying close attention to the real-world details of how
computers work; he demonstrates this spirit in dense, often highly allusive stories
of social change in peculiar circumstances and the adventures facing those living
in such times.

Among North American writers, Cory Doctorow is perhaps closest to the
original cyberpunk authors’ personal style. For many years he’s co-produced a zine
(first in print and then on the Web at www.boingboing.net) covering all things high-
tech and marvellous, and honed his skills in research, analysis, and extrapolation in
the process. His first novel, Down and Out in the Magic Kingdom, is still short of the
literary polish of the best cyberpunks of the 1980s, but can fully hold its own in the
world of ideas, pushing ahead a few decades and making radical transformations
and their cascading consequences not only accessible but highly entertaining.

Meanwhile, earlier arrivals at the cyberpunk party continue to produce new
work of their own. Neal Stephenson has turned from the future to the present and
past, but his tales of cryptography, smuggling, and other complicated matters
radiate the same spirit and the same moral framework.

These days, the business of cyberpunk has a strong cyberpunk tone all its
own. It’s not unprecedented for a professional editor to notice a writer’s work on a
weblog or online ‘zine, request more, and end up striking a publication deal. The
range of possible means of publication continue to expand, too, including print-
on-demand systems that turn stored computer files into physical books in small
lots and purely online approaches to document distribution. Licenses allowing for
redistribution while protecting authorial claims, derived from software licensing
schemes hammered out to allow decentralised programming ventures to work,
have been applied to some books, including Doctorow’s novel; you can buy it in
a store, or get it online in any of several ways (including for free from his site).
Experimentation shows no sign of letting up in this regard, either.

Recucien Doomspays, Mark 11

A great deal of what the early cyberpunks and their peers worried about
didn’t happen. The Cold War did end, and not through nuclear war. The Soviet
Union collapsed, and even if it's revived by misplaced nostalgia, Soviet communism
is no longer the wave of the future for any but extreme fanatics. The economic
swamp into which Japan fell a decade ago remains deep, with no prospect of real
recovery in sight. Many of the largest corporations of the ‘70s are gone or dissolved
into components and swallowed by rivals. It seems unlikely that a new ice age waits
in the wings, and the great ticking population bomb is being slowly but steadily
disarmed.

Of course, new fears always rise to take the place of old ones. Global warming
now looms large in many people’s minds. Instead of Soviet hegemony to worry
about, we have religious fanaticism and terrorism, and for some the prospect of
American hegemony, too. Computerisation revolutionises new fields of work and
play all the time, but not without costs, including unemployment, the widening
of the digital divide (between the techno-literate and those unqualified to work
with the high-tech tools), and the breakdown of traditional means for forming
and maintaining communities without (yet, and perhaps ever) being able to fully
replace them in online interactions. The problem of infectious disease, once thought
solved, is back as careless use of antibiotics combines with natural evolution to
breed ever more dangerous micro-organisms. The advent of AIDS makes much of
the casual sex scenes of early cyberpunk look ludicrously obsolete, not unlike poorly
understood computer jargon recycled purely for its cadence.

---------------------
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Inevitably, in thirty years, many of these fears and many of their matching
hopes for nanotech and other transformation will look ludicrous, too. What
endures is the spirit of engagement, taking the defining moments of an era and
intensifying them so that what we see projected on the page and screen is our own
world illuminated for us to see as if it were altogether new to us. Cyberpunk makes
the familiar strange, so that the strange may become familiar.

Out o THE MACKIE

There is a cyclical nature to our interests and concerns. Ideas and styles come
back into vogue, and stories are endlessly repeated. When handled properly, old
notions can be polished into something new and striking, making a compelling
engagement of basic fears and hopes. We live on the threshold of cyberspace, and
the questions of science and humanity are as important as they ever were.

Cyberpunk is a genre of our generation. It was conceived of when computers
were massive in size and investment, and foretold a world of tiny processors and
superconductors. It reinvested the noir motifs with a new style and sophistication.
It foreshadowed fears of cloning and loss of humanity ... issues that blaze across
today’s headlines.

For a time, “cyberpunk” became synonymous with “style over substance,”
showcasing fast and loose cityscapes where bad-ass cyber-mercenaries and street
samurai conducted industrial wetworks as the order of the day. But it often lost the
human element. It forgot that under the chrome and bioware, we're all just trying to
figure out what it means to be human. Even the artificial intelligences.

THe D EXPERIMENT

In 2003, Tri-Stat dX was released as a slim, stylish, generic game system. It
stripped away the superhero trappings of Silver Age Sentinels and the anime features
of Big Eyes, Small Mouth, illustrating how Tri-Stat can be a universal, rules-light,
cinematic game.

This book, £x Machina, is an experiment in form and substance. It is a genre
book, fleshing out all the myriad notions of cyberpunk for your X games. It is also
a showcase piece for style and presentation. Finally, while it provides everything
you need for cyberpunk role-playing, it also contains four distinct campaign worlds.
This book is roughly divided into three parts, the first of which is an extensive
coverage of the cyberpunk genre:

o Chapter 1: an essay introducing the notions of cyberpunk, and charting its
history.
¢ Alengthy bibliography (see the appendix).
Part two gives rules for any cyberpunk game:

o Chapters 2-7: detailed character creation.

o Chapter 8-9: rules and game mechanics.

o Chapter 10: technology and equipment suitable for any cyberpunk game.
o Chapter 11: rules on cyberspace.

o Chapter 12: advice on running cyberpunk games.

Part three contains four unique campaign worlds — playgrounds for any
group of players to explore, watching the cyberpunk tropes through different
lenses. Although the worlds stand alone, obviously GMs are encouraged to mix
and match ideas:

o Chapter 13: I0SHL, designed by Rebecca Borgstrom.

o Chapter 14: Heaven Over Mountain, designed by Bruce Baugh.

o Chapter 15: Underworld, designed by Chris Gossett and Brad Kayl.
o Chapter 16: Daedalus, designed by Michelle Lyons.
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The Orbital Tower project, or as everyone calls it when not on the job, the
beanstalk, draws on the traditions of biotechnology to simultaneously present the
largest artefact in the solar system and an ecosystem so distinctive as to be almost
an alien world unto itself.

Heaven Over Mountam 53 @

It rises from Earth to orbit, via carbon nanotube, and is reinforced by
biotechnology. The elevator is a living thing, governed and groomed by vast
networks of humans and artificial intelligence. The city at its base, and those along
its length, are focal points for political and economic power — yet only from the
elite reaches of Heaven can one gain perspective and a sense of the world below;
a huge fraction of the world’s trade and manufacturing now depends on this one
thing: a 25,000-kilometer-high tree with a mind of its own.

UnDERWORLD

Underworld is to Cyberpunk what the Third World is to the United States.
Where most cyberpunk worlds immediately evoke a futuristic metropolis,
Underworld is the hellhole where the cheap labour is found. Same world; different
focus. This is not the place to find the existential angst of a hard-bitten ex-cop or the
messianic fantasy of an awakened iiber-hacker. Underworld is a dusty mirror of the
world “above” that has created and maintains it. The needs of the wealthy demand
the existence of Underworld.

Underworld is a closed community, where drones toil endlessly for the
corporate masters. Their lives in the factories an unending hell, yet life on the street
is nasty, brutish, and short. Mafia, Yakuza, gangs, and strange societies divvy up the
territory, each trying to survive another day.

[05HI

Individually Organised Science and Hobby Index. The development of
human knowledge is strictly limited by the sophistication of the techniques used to
organise and convey that knowledge. IOSHI (a.k.a. “the well”) conveys knowledge
in the traditional fashion: datajacked into a two-level personal library stored on a
chip in one’s brain. It serves as a significant boon to anyone who can afford personal
or professional access. With a solid grasp of the state of the art, those who have
learned from the well are just plain better.

IOSHI is a patented technology. Getting to the state of the art isn’t just a
matter of money; it’s a matter of legal entanglement. By the time you've dragged
yourself permanently out of the ghetto, the corporate power structure owns you
— usually a few hundred corporations own very small pieces of you, to be more
precise.

DapaLus

In a sort of 90-minutes-from-reality future, things haven't gone so well. The
shadow government set up to free us from the fear of total federal collapse in case of
aterrorist strike has instead become the real power in the world. Their think-tank of
the brightest minds of the time is Daedalus. Now free from the checks and balances
that keep more available agencies from overstepping themselves, Daedalus has
taken over. The new government is devoted to the protection and welfare of the
political and socio-economic state, no matter the cost.

It’s a happy place, where everyone is chipped and tracked; the watchers are
scattered through the community, from local businesses, to church-group leaders,
to the Regional Patrols ... all the way up to the Department of National Security. But
sometimes the programming crashes, and you are left alone in your mind.
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We are in liminal space, firmly on the edge of science fiction, cyberspace, and
anew millennium. We have stepped past the threshold, and there is no going back.
The first generation of cyberpunk authors — William Gibson, Bruce Sterling, Philip
K. Dick, John Shirley, K.W. Jeter, Walter Jon Williams, Michael Swanwick, and so
many more — have not been fully explored. The second generation of authors, like
Neal Stephenson, Masumune Shirow, Katsuhiro Otomo, lain Banks, Ken MacLeod,
and Cory Doctorow have developed those ideas in the literary sphere, but again
they have barely been touched by game designers. Finally, the newest movement
(post-cyberpunk, or post-post cyberpunk?) has moved beyond the realm of prose
into exciting “new” arenas — Warren Ellis and Grant Morrison’s comic work, film
adaptations of Philip K. Dick, and the Wachowskis’ film work, just to name a few.
It's time to bring these ideas back to the gaming table.

Ex Machina. “Out of the machine.” What comes out of the barrel of the gun,
out of the factory production line? Everything. Power, tools, toys, the means to kill
and cure, the lies that bind us and the truth that sets us free, the records of the past
and the instruments we use to chart to the future. We are all out of the machine.

Ex Mackma:
Cuserpung RoLe-Pravin

The dark streets of the near future are home to street samurai, gangers,
hackers, and all types of counter-culture riffraff. Country-owning megacorps,
embittered police forces, and powerful syndicates employ them as deniable assets
in a world of rapid technological evolution — their survival and success is almost
literally derived out of the machine....

Whar 15 RoLe-Praving?

Role-playing games are tools for your imagination. They are designed to let
you play out exciting stories of interest to you and your friends, and they provide
structure and rules so that there are fewer conflicts and a framework within which
to place the action of those stories.

As the name suggests, participants in a role-playing game (RPG) play roles. They
take the roles of the principal characters in an exciting adventure story, pretending
to be those characters just as an actor pretends to be the person he or she plays in a
movie. Unlike a movie, though, the actions of the characters are not acted out. Rather,
the action is imagined by the players and described to the other participants. You don't
actually pretend to shoot a gun at someone, for example. You describe that action,
saying something to the effect of “my character opens fire on the enemy.”

Role-playing games have rules that dictate what the character can and cannot
do. Every character in the game is defined by a set of statistics and numbers that
ordain how talented he or she is at any given action. Rules mechanics then help
determine whether an action was successful. The Ex Machina role-playing game uses
a pair of eight-sided dice as a randomiser to resolve actions and conflicts. Players
roll the dice to see if their characters” actions are successful or not. If their actions
succeeds, whatever the characters were trying to accomplish happens. If the roll
fails, something goes wrong. In either case, the results of the attempted action are
described by a special player called the Game Master (GM). The GM’s job is to act
as rules arbiter and describe the action to the players. He or she also handles playing
other characters in the game — usually the antagonists, but sometimes friends of the
players’ characters — and sets the environment in which the characters exist.

The object of a role-playing game is not to defeat the other players as you
would in a game of cards or a board game, though. Instead, you are working to

collectively tell a story about the principal characters of the game, the Player
Characters. The Player Characters are the protagonists of this story, and each player
is a sort of screenwriter who contributes to the plot by determining the actions of
his or her character. The rules of the game exist to give you a means of resolving
actions and settling conflicts, and your imagination drives the story forward. In that
way, role-playing games are a kind of formalised make-believe.

Your game may include two, three, or even more players in addition to the
GM. Role-playing games are typically played for about two to six hours — about
the time it takes to sit down with friends to play for an evening. This amount of
time is called a “session,” and the game can either end at the end of the session,
or it can continue by stopping play for the evening and then meeting for another
session at another time. Many people who play RPGs meet with their friends to
do so at a regular time on a weekly basis. A session can contain an entire story or
only part of one. Stories that span several sessions are referred to as “campaigns.” A
campaign is similar to a television series, and each session s like a weekly episode
of the show. The players get together, play for a few hours advancing the story, and
then they stop. At the next session, the action picks up where it left off from the
previous session. Campaigns can last anywhere from weeks to years depending on
the interest and dedication of the players.

Ex Machina is part of the 'grrbwririg Tri-Stat dX family
ook includes all the rules you need for a d8

of games. This b 25

cyberpunk RPG, but if you wish o go beyond the genre -our
example, adding magic or SUpErpOWers = or custo‘mls‘j );the
game for different power levels or dice types, m-ke.c 00 “c:“ ;
Tri-Stat dX: Core Role-Playing Game Sysfern. Thisis a toothl m:
B creating and playing role-ployling ‘gc:trn.esql‘:\u;z;‘ge:sr:“h :r Gr,‘
ime period, or power level. It Is
:\:zsle:sivegé-puge book or a free download. To !rec;rf\ l:\(;l;
about the Tri-Stat dX system or fo down{ogd the Tri-Sta u.t
Core Role-Playing Game System rules visit our company

http:/ /www.guurdiunsorder.com.

Dice anp TloTaTions

The Tri-Stat dX system of games uses polyhedral (multi-sided) dice during
game play, though usually only a single die type for a particular power level of game.
The number of faces on each die, also called the “game dice” is an indication of the
power level.

Ex Machina is a posthuman power level game in which it is likely that many
of the heroes and villains will have more than human abilities. It uses eight-sided
dice. When you need to generate a random number with a dice roll, always roll two
eight-sided dice, abbreviated 2d8. The values showing on each die after the roll are
added together to generate a random number between 2 and 16. If your roll of 2d8
generates a 4 on one die and a 6 on another, for instance, the final result is 10.

GMs with Tri-Stat dX should feel free to adapt Ex Machina to other game dice
if it better suits their style of play.
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" CHAPTER Z:

CuaracTer CREATION BAsics

The design of a new character for the Ex Machina Role-Playing Game should
involve a thoughtful collaboration between the player and the GM. Your objective
is to create a character who is fun to play, has plenty of reason to undertake
adventures, and who fits into the GM’s campaign. In Ex Machina, you can choose
to spend as little as ten minutes or upwards of an hour designing a character. The
difference lies in the amount of detail and individuality given to your character.
At no time during an RPG campaign do you have more control over the destiny of
your character than during the creation process. If you have any questions about
game mechanics or specific character abilities, talk to the GM before you begin
character creation.

Step 1: GIM Discussion

Talk to the GM about the nature of the upcoming game. Issues that should
be addressed include the duration of the game, scheduled playtime, the setting and
related timeline, and the thematic intensity level. Based on this, the GM should set
the power level of the campaign, which will determine the number of Character
Points that you may use to design you character and game dice (typically 2d8). See
page 15.

The abilities of characters in Ex Machina are specified by assigning them
Stats (a broad rating of the character’s physical, mental, and spiritual abilities),
Attributes (more specific abilities that distinguish the character from the norm,
which may represent everything from owning high tech gear to being a cyborg
with superhuman speed), Skills (like knowing how to hack into a computer or fly a
helicopter), and Defects (such as being wanted by the Mafia or missing an arm). All
of these cost (or in the case of Defects, give back) Character Points.

Grep 2: CHArAcTER OuTLINE

Use the game boundaries established through your talk with the GM to
sketch a rough character outline. See page 16.

Grep 3: Assion STars

Use Character Points to give your character Body, Mind, and Soul Stats, or to
modify the Stats in your template (see Step 4), making sure each Stat is not lower
than 1 nor higher 16. See page 16.

Grep L: Dick Tempvates (OprionA)

You may choose to use Character Points to buy your character one or more
templates. These are pre-designed sets of Stats, Attributes, Skills, and Defects (see
below) associated with genre archetypes (such as Street Punk or Hacker), cybernetic
or biotech enhancement, or even nonhuman origin. Templates are a quick and easy
way to create a character that fits into the cyberpunk genre.

Srep 5: SELECT ATTRIBUTES

Any remaining Character Points not used to buy templates may be used to
acquire Attributes, which are rated in Levels from 1 to 8 (although some may be
lower or higher in certain instances). You may also modify the Attributes in any
templates you acquired, although this may require GM permission. See page 40.

N R R R, R

CHAPTER & CHARACTER CREATION BASICS

n

Srep 6: SELECT SKILLS AND SPECIALISATIONS

If you did not select an occupational template, your character receives a
number of starting Skill Points, plus additional Points if you assigned the Highly
Skilled Attribute or fewer if you will assign the Unskilled Defect (Step 7). If you
chose an occupational template, the majority of your Skills have been selected for
you, but you will need to choose their Specialisations. Skill Levels normally range
from 1 to 4. See page 69.

Srep 7 SELECT DEFECTS

You are encouraged to take Defects appropriate to your character outline. If
you chose any templates, some Defects will be included in them, but you may add
to them if you wish. Defects will provide you with more role-playing opportunities
and give you Bonus Points you can use just like other Character Points to raise Stats,
acquire additional Character Attributes, or pay for further templates. See page 76.

Step 8: Cacutate Derivep VALUES

After you have modified your character’s Stats through any templates,
Attributes, and Defects that affect them, you can calculate his or her derived values
— Combat Value (both Attack and Defence), Health Points, and Shock Value. See
page 84.

Step 9: Earn Backcrounn Pomrs

You can earn 1 to 4 extra Character Points by giving the GM a background
history of your character, an important character story, or a character drawing.
See page 84.

GIN Discussion (5rep 1)

You and the other players should discuss the nature of the upcoming game
with the GM. Before any characters are created, the GM should outline such
details as genre, setting, campaign duration, story boundaries, and expected time
commitment. As a player, you should listen closely to the GM'’s descriptions since it
will directly influence the character you wish to create.

Ask for clarification of any rule modifications the GM plans to use as well as
any background restrictions on your character. If you have any game preferences
involving issues such as combat intensity, maturity level, or drama versus comedy
ratio, let the GM know about them. Help the GM create the game that you all want
to play.

Players should also discuss the technological basis of the setting with the
GM, along with what human or posthuman technologies are allowed for their
characters before they begin work on their Character Outline. The GM may wish
to restrict nonhuman or part-human characters to an approved list of templates.
These may be unique to his or her setting or selected from those presented
throughout £x Machina.

One of the most important things that the Game Master should discuss with
his or her players is the power level of the game, which determines the Character
Point total. Character Points are a measure of the relative capability of characters.
The power level of the game will determine how many Character Points are
available to each player, though non-player characters (NPCs) may be given widely
varying Character Point totals depending on their roles in the game.

Ex Machina games use two eight-sided dice for all rolls. The GM may wish to

scale the power level of the game up or down, however. For advice on doing so, see
Tri-Stat dX.

o
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The suggested Power Level of a cyberpunk game is “posthuman” with a
starting Character Point total for player characters that ranges from 75 to 125
Points. This will allow players to create highly competent adventurers similar to the
protagonists of cyberpunk literature and film.

7510 90 Poins

This is recommended for average-powered games, in which most characters
will have few or no cybernetics, and in which powerful nonhuman characters are
rare. This is typical of many cyberpunk stories for the protagonists to possess only
minor modifications, or none at all. A typical mix is about 30-50 Points in Stats,
10-20 Points spent on occupational templates (page 18) or mundane Attributes (see
page 40) and 0-30 Points in ware or species templates (page 26 or 36) or Special
Attributes (see page 40).

91 7o 110 poinTs

This is suggested for games in which it’s possible to start with a very
competent individual who also has cybernetics or other expensive Attributes (such
as high-level Agents or Organisational Ties). A balanced mix is 35-55 Points in
Stats, 10-25 Points spent on occupational templates or mundane Attributes and
10-40 Points in ware or species templates or Special Attributes.

111 70 125 Ponts

This is recommended for very high powered games where the protagonists
can be both incredibly capable and possess many cybernetic modifications, or
where they will be high-level movers-and-shakers. This is an appropriate range
for powerful posthuman characters, such as full cyborgs. A balanced mix is 40-60
Points in Stats, 10-30 Points spent on mundane Attributes and/or an Occupational
template, and 20-50 Points in ware or species templates or Special Attributes.

lon-Praver CHARACTERS

These can be built on any Character Point total. For play balance, player
characters should be superior to run-of-the-mill opposition: about 25-50 Character
Points is suitable for a typical, minor league opponent, but major enemies may be
built on as many or more Points as a starting character.

Cuaracter Outting (Step Z)

A character outline is a broad concept that provides you with a frame on
which to build your character. It is not fully detailed; there is no need for you to
concern yourself with the character’s specific skills, powers, or background details
at this stage. Use the game boundaries established in your discussion with the GM
as the starting point for your character and build your outline on that foundation.
Discuss your character ideas with the GM to ensure your character will work with
those of the other players and with the overall themes and focus of the campaign.
You may wish to examine the occupational templates in Chapter 3 and consider
basing your character on one of these genre archetypes, whether or not you actually
plan to use one of these templates.

Some other things to consider:

[5 THE CHARACTER HUmAN?

In many cyberpunk settings, non-human or part-human characters may
exist. Examples include: androids, total cyborgs, intelligent computers, genetic
constructs (clones, genetically-enhanced people, or human-animal hybrids), and
robots. You may wish to examine the species templates in Step 4 and consider
selecting one of them. Consult with your GM: some GMs may require that all
characters be human, or limited to a particular set of species templates.

WHAT ARE THE CHARACTER 5 STRENGTHS 7

In some campaigns, the players may want to create complementary
characters with distinct sets of abilities. A degree of specialisation helps players
enjoy their characters by giving them a unique identity. At the same time, it is
equally important that the characters are not too specialised, or the group will lack
cohesion and other players will sit around bored while each specialist has his or her
own little adventure within the game. Again, the occupational templates in Chapter
3 may be of help in selecting appropriate roles with distinct abilities.

WHAT ARE THE CHARACTER S WERKNESSES?

Game characters may be larger than life —figures of myth and legend — but
usually still have weaknesses. Is the character addicted to stimulants? Does it take a
while for the character’s powers to activate or can they be negated by some special
substance? Does the character have an Achilles Heel? Does the character struggle
with an addiction? Providing weaknesses to a character adds greater depth and
potential for role-playing.

WHAT HELPS DEFINE THE CHARACTER?

You should decide on the character’s age and sex, determine a broad archetype
for his or her personality, and sketch an idea of ethnic and social background. On
the other hand, it is equally important that a character have room to grow beyond
your initial concept. A character that you have spent hours perfecting and detailing
may quickly become stagnant and uninteresting once play begins. A good character
outline usually focuses on one or two main personality traits and leaves plenty of
room for you to explore and develop the character into a fully rounded personality
over time. Although this personality sketch should be an integral part of the
character, it should not rule all of his or her actions. At some point during the game,
your pacifistic martial artist may be driven to an act of vengeance, or your angst-
ridden vigilante may finally discover a cause in which to believe. As long as these
developments proceed naturally from events in the game, they should be a welcome
part of the role-playing experience.

Assicn Stats (Step 3)

Stats (or Statistics) are numerical assignments that reflect your character’s
basic capabilities. Higher Stat values indicate an advanced level of accomplishment
or achievement. Ex Machina uses three Stats to represent your character’s abilities:
Body, Mind, and Soul.

CHAPTER & CHARACTER CREATION BASICS
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This Stat measures the physical aspects of your character. This includes
overall health, strength, endurance, quickness, rate of healing, manual dexterity,
and ability to withstand trauma. A character with a high Body is in good physical
shape.

IMimp Star

The Mind Stat represents a character’s mental abilities. High values indicate
intelligent, witty, and quick-learning characters.

Sour. Star

The Soul Stat represents luck, willpower, determination, and spirit and can
sometimes represent psychic ability, empathy, and unity with nature. A high rating
in the Soul Stat helps a character focus his or her personal energies or life force to go
beyond his or her normal limits and to fuel special abilities.

Srat Cost

Raising a Stat by one value costs 2 Character Points.

Srat VALUES

Characters may have Stats in a range of 1 to 16, although the maximum Stat
values available to a typical character are more restricted. A value of 4 in a Stat is
the adult human average with ratings under 4 indicating decreasing competency
and ratings over 4 designating increasing superiority. Although 4 may represent the
human average, characters in a role-playing game are often significantly better than
average. For more details, see Table 2-1: Stat Value Descriptions. Thus, a person of
average build, high intelligence, and above average determination might have Body
4, Mind 7 and Soul 5.

Your starting Character Points are used to purchase Stats. You must decide
how many of them you will spend on Stats and then divide these Points among the
character’s Body, Mind, and Soul. At least 2 Character Points must be assigned to
each Stat.

GM:s are encouraged to require a solid character concept before allowing
Stats values to exceed the “Talent Threshold,” since these represent values beyond
typical capacity for characters of a specific power level. Stats should not normally
exceed the Maximum Value.

In Ex Machina, the Talent Threshold is 10 with a Maximum Value of 16. Stats
of 11-16 are best justified by the character being exceptional in some way, usually
via the selection of appropriate templates (such as being an android or genetically-
engineered superhuman) that provide Stat bonuses. The GM may wish to restricts
Stats of 12 or more to characters taking species or ware templates that provide Stat
bonuses.

Otherwise, it is up to you to decide how many Character Points you will use
for Stats and what each Stat’s value will be. Any Character Points not spent on Stats
will be used to acquire various useful talents and abilities called Attributes (page
40). The GM may set an absolute ceiling or floor on the number of Character Points
that can be allocated to Stats to ensure characters have a balance between Stats and
Attributes.
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With only three Stats, Ex Machina is obviously slanted towards well- | Sk

rounded, balanced characters. But what if your character is weak in a particular Dl b
area of a Stat? For example, your character might be strong, healthy, and
durable, but not dextrous. Similarly, he or she could be intelligent and witty, but
forgetful, or strong-willed and composed, but unlucky. On page 79, you will find
the Less Capable [Stat] Defect, which was designed specifically to further divide
the Stats. Although you do not normally assign Defects until Step 6, become
familiar with Less Capable [Stat] at this point if you need to define your character
with more precision.

(L

Less Capagie [5tat] Derecr o i 9

— | TagLe 2-1: 5ar Vawe Descriorions | -
- STAT VALUE ~ DESCRIPTION —
— 1 Inept; infant —
- 2 Significantly below adult human average; child —
- 3 Below adult human average; teenager -
_ 4 Adult human average L
_ 5 Above adult human average '
6 Significantly above human average
- 7 Highly capable 4
= 8 Extremely capable -
= 9 Best in the region -
= 10 Best in the country =
- 1n World-class ability —
= 12 Maximum human potential =
_ 13 Above human achievement -
_ 14 Significantly above human achievement =
15 Moderately powerful superhuman ability
- 16 Powerful superhuman ability 3

Srar Mootricaions via TEmpLATES

Some templates (see Step 4) provide a bonus or penalty to Stats. The cost of
this is included in the template’s cost. If the modifier would increase a Stat above 16,
cap that Stat at 16, and reduce the cost of the template accordingly. The same s true
if the modifier would reduce the Stat to 0 or less: cap the Stat at 1, and increase the
template’s cost to make up for t.
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CHApTER 3:
Pick TempLates (S7ep £)

templates are presented in this chapter: occupational, species, and ware templates.
All of them have a listed Character Point cost.

¢ Occupational Templates are archetypal roles such as “hacker” or “street punk.”
They grant a set of Stat modifiers, Attributes, Skills, and Defects. Most of them
cost 10 or 15 Character Points. You may choose to give your character a single
occupational template.

Species Templates are posthuman “races” such as an android or a genetically
engineered human. They provide a set of Stat Modifiers, Attributes, and Defects
suitable for a posthuman entity. Select a Species Template if your character will
be a posthuman entity, and use some of your remaining Character Points to
acquire that template.

Ware Templates are particular cyberware or bioware modifications, such as a
cybernetic arm or a neural jack. They normally incorporate Attributes and/or
Defects. Select one or more Ware Templates if your character will start out with
cyberware or bioware.

You may have all three types of templates. Nonetheless, templates are
completely optional. You can create a character without using them, simply by
proceeding to Step 5 (in the next chapter) and selecting Attributes, and then going
on to choose Skills and Defects.

WIITIIIIIY

Template Character Point Cost Page

Hacker 10 18
Idol 15 19
Investigator 15 20
Medic 15 20
Street Punk 10 21
Street Samurai 15 21
Suit 15 24
Tech 15 25
Teleoperator 15 25

CCUPATIONAL TEMPLATES

Occupational templates are common cyberpunk archetypes. Each template
has a summary description, followed by the archetype’s typical role in a group of a
cyberpunk adventurers.

Template Cost is the Character Point cost to acquire the template. It is the
sum of all Stat, Attribute, and Defect Character Point costs.

LVL shows the Level of the Stat, Attribute, or Skill granted or modified. It is
noted as a bonus (or penalty), since these stack with any other Levels the character
May possess.

STATS lists the Stat modifiers of the template. For example, if the Template
has Body +2, increase your character’s Body Stat by 2.

TapLe 3-1: N ¢
OccupationaL Temprate CosT CHART -

ATTRIBUTES list the Attributes provided. Some Attributes incorporate
Restrictions or Reductions. These are special linked Defects that limit or handicap a
particular Attribute in some way, but which also reduce its Character Point cost.

SKILLS are the Skills the template provides. Occupational templates include
Skills worth a total of 30 Skill Points, +10 Skill Points per Level of the Highly Skilled
Attribute or -10 per Level of the Unskilled Defect in the template. Note that Skill
Points are different than Character Points and are tracked separately (see Skills,
page 69, for a full explanation of Skill Points).

Skills have one or more Specialisations noted in parenthesis. For example,
Gun Combat (Pistol) means the character’s Gun Combat Skill specialisation
is shooting a pistol. “Any” means that any Specialisation appropriate to that
Skill must be selected when the template is chosen — for a list of Skills and the
Specialisations that may be chosen for each of them, see page 69.

DEFECTS are the Defects with which the template is burdened. GMs and
players may to substitute other Defects of equivalent class and value.

Customisation Notes are optional suggestions for adding additional
Attributes, Defects, or Skills to the character. Use them in conjunction with
Character Creation Steps 5-7.

These templates are only the most common cyberpunk archetypes. Further
world-specific Occupational Templates may be found in the cyberpunk settings
presented later in this book.

HAcKER

Almost everyone in a cyberpunk world can use computers and networks in a
rote fashion, but hackers understand how they work on a fundamental level. They
are the masters of the virtual world of cyberspace.

- THE HACKER -
[]E[IUPHTIUHHL TEmFLHTE

Hecker TEMPLATE
Template Cost: 10 Poins

GTATS
+1 Mind, +1 Soul

ATTRIBUTES

Restriction:Programs and computers),
), +2 Heightened Awareness (-1

+1 Gadgeteer (-1
+3 Gadgets (Select any
Restriction: Cyberspace only)

GRILLS .
+1 Area Knowledge (Cyberspace), +2 Computers (P.uck
), +1 Forgery (Electronic Documents), +1 Gaming

two ‘
(e Games), +1 Street Sense (Pick any), +1 Urban

(Computer
§ Tracking (Pick any)

Derects .
-1 Nemesis OR Owned, -1 Phobia (Loss of net access)

L Wanted
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Computer hacking is the process of solving problems with available
computing resources. Hacking is a wide-open field, and includes everyone from the
corporate programmer coding security features for the company’s network, to the
16-year-old messing with the guts of an old computer, to the wizkid system cracker
trying to foil the corp programmer.

A great deal of information exists in secure online repositories. This includes
valuable secrets and vital operational data for various businesses and organisations.
A hacker’s ability to ferret out, sabotage, or protect this data adds a significant
weapon to any group’s arsenal. They may even be able to interface their brain
directly with a computer system, allowing them to manipulate data and programs
at superhuman speeds.

Hackers typically face online threats rather than physical ones, but their
action scenes should regularly interweave with the group’s whenever possible. GMs
should avoid cases where a hacker’s adventure is essentially independent from the
rest of the group. One way to do this is to impose a rule of geographic proximity:
the deck mechanism the hacker uses, or perhaps the hacker’s online avatar, must
stay close to the group on joint missions. Hackers can provide valuable support
functions if the group physically invades a secure area. Most security in information
age societies relies heavily on computer-managed automation. The relevant
computers often have a network connection, however circuitous, to the outside
world. Hackers can deactivate or limit some of the obstacles that face the group
when it seeks to penetrate such security.

Customisarion NoTes

o If the GM is using the iconic cyberspace rules (page 142), take 1-3 Levels of
Alternate Form (Partial-Powered Form) to represent the hacker’s cyberspace
avatar. See the sample avatar (page 143) for an example.

o Ace hackers may have Wealth and the Famous (or Wanted) Defects.

o Hackers will often be hired by a powerful corporation. They may have 1-2 Levels
of Organisational Ties and, sometimes, the Owned Defect.

o Every hacker should have a customised state-of-the-art wearable or notebook
computer with a suite of cutting-edge (possibly illegal) programs for cyberspace
operations. A unique prototype computer might even be an Item of Power.

* Some hackers have trouble relating to people. Take Less Capable Soul (Charisma
or Empathy) Defect for a classic “nerd.”

o Hackers often have neural jack cyberware (page 27) and com implants (page
27).

o Some hackers may have one or more autonomous or AL programs as Agents,
Henchmen, or Servants; a hacker might even be an A.L See A.Ls, page 128. An
AL can also be a powerful Nemesis.

InoL

The idol is a celebrity, or hopes to become one. He or she may be an actor, a
rock star, a sensory interface star (see Sensory Interface, page 29), news announcer,
sports star, or even a politician. In cyberpunk worlds, some celebrities have reached
their status through natural talent, originality, or hard work ... but many others are
the disposable “products” of media conglomerates, with their images and even their
bodies shaped by the company that owns their contract. Becoming a star may also
require more invasive modifications — not merely a sculpted body, but also camera
eyes or a neural interface rigged for full-sensory recording. Some stars are not even
human: an artificial intelligence might be a “virtual idol.”

An idol's main advantage is his or her contacts, possible wealth, and
potentially a network of fans that can provide help or useful information in an
emergency. This is a double-edged sword, however, since the idol may become a
valuable commodity that the competition wishes to steal or eliminate, be targeted

A
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by obsessed fans, or, if the idol takes a stand against the corporate-political i :
1

complex, become a liability for powerful establishment interests. The stress of
being an idol can also sometimes lead to other problems, such as overindulgences
and inevitable addictions.

-THEIDOL- |
Occuarionss Temprare

Ioo Tempee

Template Cost: 15 Poins
JTATS

+2 Soul
RrrniBures

. *1 Agent (Bodyguard or manager), +1 Divine Relationship

Features (Appearance: cuteness o good looks), +1 Gad r'
*2 Organisational Ties (Moderate), +1 Wealth , i
SHILLS

| *1 Disguise (Cosmetics OR Mak
any), +3 Performing Arts (Pick any),
*1 Urban Tracking (Corporate)

Derecrs

eup), +2 Efiquette (Pick
*1 Seduction (Pick any),

-1 Famous, -1 Nemesis OR 0
Handlers), -1 Unskilled wned (Managers or

Customisation NoTes

» The Agent is a bodyguard or very protective manager. It can easily be omitted or
scaled down to Henchmen; if omitted, the template is worth only 10 Points.

o Politicians will have extra Levels of Organisational Ties (perhaps at a higher
Point Cost/Level too). They may also have Law (International or Political) or
Social Sciences (Politics), though many cyberpunk politicians are simply media
stars or talking heads run by behind-the-scenes managers.

¢ Rock stars and other idols that worked their way up from the street music
scene may have Combat Skills, Area Knowledge, Street Sense, and possibly
Intimidation.

o Sports stars substitute +2 Body for +2 Soul and replace some or all Levels of
Performing Arts with Skills like Acrobatics, Powerlifting, Swimming, or Sports.

* Successful idols may have extra Levels of Wealth, Famous, or Owned.
¢ Idols with drug or other addictions will have Special Requirement.

INVESTIGATOR

The investigator is the heir to the noir tradition that lies at cyberpunk’s
roots. Investigators include police detectives, journalists, private investigators,
government intelligence, security service agents, “fixers,” and corporate security
specialists. They are specialists in finding missing things, whether persons or items,
and in solving mysteries.
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Some investigators are hunters who specialise in tracking down fugitives;
they may be ordinary bounty hunters, or they may be after runaway robots,
transgenics, or androids. A subtype of investigator is the “information broker” who
collects, buys, and sells data, but does not actually use it (except possibly for a bit
of discrete blackmail).

The most important skill of a good investigator is getting people to talk
and open up. In addition to a talent for information gathering and puzzle solving,
good investigators tend to be physically and mentally tough, since they often face
physical threats or intimidation at the hands of thugs sending them a message to
“get off the case.” Knowing when to duck also helps, but sometimes an investigator
just has to fight.

Investigators usually work well in a team with friends of other occupations
— knowing a skilled hacker or tough street samurai can be especially handy. A
successful investigator will also have various contacts (with local police, a news
agency, or someone he or she has helped in the past).

N . THE IVESTIGATOR - | (4
Occupamional TEMPLATE (e )

[nvesTicaToR TEMPLATE
Template Cost: 15 Points

GTRTS

+1 Mind, +1 Soul

RTTRIBUTES

+1 Combat Technique (Concealment OR Judge
Opponent), +2 Gadgets, +1 Heightened Awareness, +3 Highly
Skilled, +2 Organisational Ties (Moderate), +1 Tough

GKILLS

+1 Area Knowledge (City), +1 Computers (Databases,
Networks), +1 Driving (Automobile OR Motorcycle), +2
Interrogation (Pick any), +1 Stealth (Pick any), +1 Street Sense
(Pick any two), +2 Urban Tracking (Pick any), +1 Gun Combat
(Pistol), +1 Ranged Defence (Personal), +1 Unarmed Attack OR

Unarmed Defence (Pick any)

Derects .
-1 Marked OR Nemesis, -1 Red Tape OR Recurring

Nightmares

Customisation NoTes

* Organisational Ties may be with a detective agency, police force, or even a
corporation. Even if the character is not a member, he or she may have valuable
contacts, such as the crime reporter who knows several police officers or mob
figures, or the private eye who is an ex-cop.

o Journalists may trade in Gun Combat for appropriate Levels of Writing or
Visual Arts (Photography or Video).

o Investigators working in technical fields such as criminal forensics or
environmental protection may have the Biological, Physical, or Police Sciences
Skill.

MMepic

In the past, medics healed flesh, bones, and organs and helped the body
fight off micro-organisms. Today, people’s bodies contain computer chips and
electromechanical parts; invading micro-organisms are sometimes designer
plagues or tiny machines in their own right. A healer must become part doctor, part
bio-engineer, and part mechanic.

Depending on the setting and the character, medics may possess the training
and license to run a medical office, perform cybernetic and biotech procedures,
and prescribe medication. Medics must have a steady hand, stolid determination,
excellent composure, and an agile mind.

A medic also needs guts. In dark, run-down cities beset by gang wars, out-of-
control crime, and ethnic strife, paramedics and emergency medical technicians
must sometimes make their way through free-fire zones to reach the wounded. The
situation is sometimes so bad that medical responses may only be available to those
with top-line insurance policies, who can afford a gung-ho “combat medic” willing
to brave any situation.

Those medics who are still willing to respond to a call for help — regardless
of their client’s ability to pay — are often local heroes, respected by almost everyone
in the neighbourhood. These hazards pale, however, compared to the risk faced by
medics who specialise in biohazard threats, in a world where “natural” hazards like
SARS or Ebola are augmented by scores of designer plagues that have escaped from
labs or been deliberately released. A punctured suit in an infected “hot zone” could
mean lingering death.

-THEMEDIC- |
OccupationaL Temprate

Mepic Temprare

Template Cost: 15 Points
STaTs

+2 Mind, +1 Soul
Arrripures

*+1 Gadgeteer (-1 Restriction: Drugs or implants only)
+:'3 Gadgets, +1 Henchmen (Nurse or medical robot) ORI
Divine Relationship, +1 Highly Skilled, +2 Organisational Ties
(Moderate; Clinic or medical license)

SHILLS

*2 Biological Sciences (Pick any), +1 Electronics
(Cybernetics), +3 Medical (Pick any two), +1 Poisons
(Synthetic], +1 Social Sciences (Psychology), +1 Street Sense
(Influential Persons), +1 Ranged Defence (Personal)

Derecrs

-1 Marked OR Significant Other, -1 Red Tape OR Skeleton
in the Closet
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POCCESESS . 7,

There are also so-called “street docs” — individuals who perform black
market, unlicensed, and often experimental medical practices. Some of these are
simply doctors practising without a license or dispensing black-market medical
supplies. Others are engaged in the cutting edge of illegal bio-cybernetic activity,
providing no-questions-asked medical services, bio-weapons, and cybernetic
implant operations to street samurai, criminals, and other outlaws. The most
notorious of the street docs are “organleggers” — criminals who trade in stolen
organs and salvaged cybernetics (sometimes ripped from the bodies of victims) for
those who cannot or will not acquire legitimate replacements.

Customisarion NoTes

¢ Medics often have no cybernetics at all, but implanted Gadgets can be useful
(such as drug dispensers, tools from a field medical kit, etc. — see page 49).

Prosperous medics may have a customised van, air van, or helicopter outfitted as
an ambulance or mobile lab (acquired as Gadgets).

¢ A medic may take the Item of Power Attribute to gain access to incredibly
sophisticated medical technology such as a nanodoc (page 112) or
metamorphosis tank (page 112).

STREET Puny

Street punks can be street or cycle gang members, bike or skateboard
messengers, homeless runaways, street hustlers, petty criminals, and wannabe
hackers, samurai, or celebrities. Many are teenagers. Street punks can be
surprisingly technologically sophisticated, making use of the latest (often stolen or
black market) devices or implants in unexpected ways.

Street Punks are not necessarily poor — especially if they are involved in
dealing black market substances like stolen software, cybernetics, or drugs — but

(- THE STREET PUTK -
| (ccupaTionAL TEMPLATE

Grazer Punk TEMPLATE
Template Cost: 10 Points

GTATS
+1 Body, +1 Soul

ATTRIBUTES
+1 Gadgets, +1 Defence Comba

Relationship, +1 Heightened Awareness,

t Mastery, +2 Divine
+1 Highly Skilled

GRILLS | )
+1 Area Knowledge (City), +1 Burglary (Pick any tw: ],
+1 Intimidation (Street), +1 Performing Arts (Fast Tollfmkg), )
Sleight of Hand (Pick Pocketing), +1 Street Sense (g; Nc:nl)(; ;
+2 Urban Tracking (Underworld), +1 Melee Attack i Fe :
Defence (Pick any), +1 Unarmed Attack OR Unarmed Uetenc

(Pick any)

DerecTs
1 Ism (YOUfh, m
Nemesis

inority group, or criminal record), -1
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they are often living on the edge. They are frequently caught between rival gangs,
organised crime, and the police, lacking the protection that crime syndicate
members or legitimate citizens enjoy. No one cares if they live or die, and their
short, desperate lives are often casually snuffed out without anyone noticing.
They're just another statistic on the street.

They sometimes get involved in high-powered situations by accident. The
package they were supposed to deliver or the item they casually pick pocketed turns
out to be far more valuable than they thought, and now they know too much. They
may start out as pawns, but can sometimes use the wits that kept them alive on the
streets to seize the opportunity to promote themselves into knights.

Customisation NoTes

¢ Bicycle messengers or skatepunks (who may also be couriers) will have Sports
(Bicycling OR Skateboarding) +2 (4 Skill Points).

Gang members would have Organisational Ties, and possibly Attack
Combat Mastery and Gun Combat. Cycle gang members may have Driving
(Motorcycle).

Prostitutes or strippers would have Seduction and/or Performing Arts (Dance).
Members of immigrant minority groups may have Languages +1.

Street punks are often wannabe, student, or teenage versions of the other
archetypes. A wannabe hacker would have Computers +1 and Gaming +1, an
apprentice Tech would have Electronics or Mechanics +1, an up-and-coming
idol would have Performing Arts (Music) or Sports, and so on.

GTREET SAMURAL

Street samurai dedicate themselves to the art of personal combat. A few take
this to a higher level and study large-scale tactics and strategy as well. A classic
street samurai adheres to a code of honour and personal discipline. This allows the

HE STREET SAMURA] - |
OccupationaL Temprate ' .

STREET Samurar TemoLate
Template Cost: 15 Points
Smats
+2 Body
Arraigures

*1 Attack Combat Mastery, +2 Combat Technique (Pick
two), +2 Gadgets, +1 Heightened Awareness, +1 Massive
Damage (One preferred attack, +3 Highly Skilled
JHILLS

*1 Acrobatics (Pick any), +1 Infimidation (Pick any)
*1 Military Sciences (Pick any), +1 Stealth (Pick any) +l’
Urban Tracking (Pick any), +2 Gun Combat (Pick any)l +2
Ranged Defence (Personal), +1 Unarmed Attack (Pick any)l +]
Unarmed Defence (Pick any) i

Derecrs

-2 Marked OR Wanted OR Significant Other - '
B gniricant Other, -2 Nemesis
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character to immerse him or herself in gritty, horrible violence while retaining a
sense of humanity. Some street samurai lack honour, while others prefer achieving
tactical objectives to killing their foes — but both bloody, messy violence and the
underlying sympathetic nature of the participants have an important place in the
cyberpunk genre.

To prosper on the streets, a samurai must dish out massive damage and
survive grievous harm, both with a deadly grace. Combat ability is a street samurai’s
stock in trade. Most street samurai rely on guns, but an unarmed or melee-
oriented martial artist makes a viable street samurai as well. Many places, such as
corporate offices or even some bars, will search visitors or patrons to ensure they
are disarmed. A street samurai with Unarmed Combat Skill or the ability to wield
improvised weapons will not be disadvantaged if violence breaks out.

In a social situation, a street samurai’s presence often proves intimidating.
This allows the group to ask questions and investigate issues it would otherwise
find unsafe to pursue.

Customisation NoTes

o Street samurai often accumulate several Points worth of cyberware templates,
especially those that provide enhanced speed, combat techniques, or built-in
weaponry.

Street samurai will often have Organisational Ties.

Street samurai may have Melee Attack and Melee Defence, or even Thrown
Weapons, as appropriate.

o Street samurai live and die by the gun (or possibly the sword, the paired knives,
or the implanted claws). GMs should allow them to own carefully modified
and honed weapons that moderately outclass the armaments typically used by
ordinary opponents. Street samurai purchase such weapons as major Gadgets
(often with plenty of customisations), Items of Power, or Special Attacks.

SuIT

Suits — also called “faces” or “fixers” — are the movers and shakers of a
cyberpunk world. They include corporate executives, lawyers, political power
brokers, lobbyists, government bureaucrats, Yakuza and Mafia bosses, military
staff, intelligence officers, and their middle-management subordinates and
troubleshooters. Suits are often distrusted for their establishment ties and
professed loyalty to the “Man Upstairs,” but their connections and legal training
can easily make the difference between a venture’s success and failure.

The most important attribute for a suit is Organisational Ties. A suit with
this Attribute is not necessarily working for another organisation, but he or she is
certainly connected to .

Many suits are most at home behind a desk. Especially when just starting
their career, however, many must venture out into the field or the streets in order
to ensure that things get done to their own and — more importantly — their
superior’s satisfaction. In many instances, a suit is more afraid of the consequences
of failure than of the threat of physical danger.

Customisation NoTes

o Suits working for security, intelligence, police or criminal organisations will
often have an extra Level of Highly Skilled to acquire Skills like Gun Combat
(Pistol), Military Sciences (Intelligence Analysis), or Police Sciences (Any).

o Senior suits will usually take two or more Levels of Agents or Henchmen, and
additional Levels of Organisational Ties and Wealth.

o Suits working for a research and development company may have a science

degree, even if they are now managers; take Computers or Physical Sciences
Skill.

“THESUT- |
UECUPHTIUHHL TEmPLHTE
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Template Cost: 15 Poins
JTATS

+1 Mind, +1 Soul
Arrrigures

*1 Gadgets (-1 Cond
(Secretary or bodyguard),
*+1 Wealth (-1 Restriction: T

SHILLS

- +.l .tht.JeHe (F.’IC'( any), +1 Interrogation (Psychological)
ntimidation (Pick any), +1 Languages (Pick an ) +l,

Law.C.)R Social Sciences (Pick any), +2 quageme:f,and

Adnrlmstrah'on (Pick any two), +1 Performing Arts (Fast Talk OR

Public Speaking), +1 Urban Tracking (Corporate)

Derecrs

-1 Less Capable
Red Tape

P ER GRS E D
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itional Ownership), +1 Henchmen

:FA Organisational Ties (Significant),
ied to Organisation),
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(Empathy) OR Nenmesis, -1 Owned OR

Different flavours of Suits can be created by modifying the specialities. For
example, a District Attorney would have Management and Administration
(Government) and Law (Criminal).

i
b
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Popular Gadgets include one or more of: sports car or limousine with luxury
interior; satellite phone; and tailored body armour. Successful suits will have
additional Levels of Gadgets to ensure they have more toys with which to
impress people.

TEcH

Techs perform chemical, mechanical, and electronic engineering. Most of
them thoroughly understand the underlying scientific principles; the rest have
an intuitive knack for technology. Typical techs have a solid understanding of
information technology and a limited grasp of biotech, but their core focus is
machinery.

Techs create solutions. They practice creative, practical engineering, retooling
available objects and machines to fit the group’s needs and improve its leverage on
the world. A tech adjusts the group’s resources to apply more readily to a given
situation, enabling the characters to overcome any situation or obstacle that does
not outright exceed their capabilities. The characters become more resilient and
effective in a dozen subtle ways.

Science and technology drive many cyberpunk worlds. A tech serves as the
group’s interface with the cutting edge. Techs understand the implications and
applications of new science and discoveries. True techs must be polymaths, able to
appreciate every brand of science and several of the arts. Techs should also have the
ability to take care of themselves in dangerous situations; this keeps the group from
leaving the tech at home while taking his or her equipment into danger.
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THETECH- | AL
OccupaTionAL TEMPLATE @

Tech TEMPLATE
Template Cost: 15 Poins

STATS

+3 Mind
ATTRIBUTES

+1 Combat Technique (Portable Armour.y OR Weupons
Encyclopaedia), +1 Gadgeteer, +3 Gadgets, +1 Highly Skilled

GRILLS e
+1 Burglary (Hot-Wiring), +1 Computers (Pic un);2,
+1 Demolitions (Pick any), ¥2 Electronics (Pick any two),

Mechanics (Pick any), +1 Gun Combat (Pistol)

Derects -
.1 Marked OR Nemesis OR Significant Other

VS EPOGPLPOSOd - o . .

i Customisarion NoTes

, o Techs usually possess a small arsenal of exotic and useful technological toys,
bI 4 purchased as Gadgets and Items of Power. Attributes commonly encoded into
Items of Power include Adaptation, Armour, Environmental Influence, Features,
Heightened Senses, Jumping, Natural Weapons, Sensory Block, Special Attack,
Superstrength, and (for vehicles) Flight, Land Speed, and Water Speed. In a high-
tech game, techs can make limited use of Invisibility.

Techs occasionally run small businesses such as garages or pawn shops. If so,
they will have the Management and Administration (Small Business) Skill.

Full-fledged scientists can be created using the tech template. Replace Mechanics
or Electronics Skill with equivalent Levels of Biological or Physical Sciences.

A more “realistic” Tech may replace Gadgeteer with +1 Mind or an extra Level of
Gadgets.

TELEODERATOR

Teleoperators (“operators”) connect their brains to a vehicle’s operating
control via a neural interface. This allows them to manoeuvre the vehicle far
more quickly and precisely than with mundane controls. Teleoperator specialities
include driving a car, truck, or helicopter with inhuman skill as well as control over
teleoperated robot drones.

Operators contribute to the group’s physical manoeuvrability, in turn
increasing the number of locations to which they have access. Having a teleoperator
opens up new avenues of approach to and retreat from every situation. Teleoperators
give the group a better chance to recover from mistakes, making retreat and assault
more time-efficient.

Teleoperators also have the potential to operate remotely. Skilled
teleoperators may be able to perform tasks in multiple locations simultaneously.
Using a teleoperated robot, a teleoperator can directly and physically intrude into
places far too dangerous for the characters themselves. Many of their robots may

CHAPTER 3 1IEMPLATES
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not be humanoid at all, and serve a variety of purposes, from reconnaissance, to
infiltration, to heavy combat. Most “suicide missions” cost teleoperators cash
rather than their lives.

Customisation NoTes

¢ Many teleoperators will be more specialised, for example, having only Driving
Skill instead of a mix of Boating, Driving, and Piloting.

o Teleoperators are among the character types most likely to have extensive
cybernetics, usually to enhance their reflexes and increase their situational
awareness. It is not uncommon for them to have lost limbs or other body parts
in vehicle accidents or under fire, which they will have replaced with cyberware.

* A teleoperator will often have one or more vehicles, usually bought as Gadgets
depending on their power. They will have plenty of vehicle customisations
(see page 128) including Teleoperation Link, as well as Armour or Electronic
Countermeasures.

* In some settings, an operator may have a customised vehicle built as an Item of
Power (page 52).

o Teleoperators buy relatively ordinary robots as mechanical Henchmen, and one
or two trademark remote manifestations as mechanical Agents or Servants.
See Robots (page 113). They can accompany the group even if the teleoperator |
is back at base or in a vehicle, ensuring that the teleoperator can participate
in non-vehicle-related action scenes. This is less important if the teleoperator
has an extremely portable primary vehicle, such as an advanced, lightweight
motorcycle reasonably capable of scaling stairs and manoeuvring through
building hallways.

(- THETELEODERATOR . | AT
Occupamions, Tempiary | (4)

b TeLcoseraron Tempugre
Template Cost: 15 Poins
STATS
| +1 Body
Arrrisures

+1 Combat Technique (Accurac
: y OR Steady Hand
Gadgets, +2 Highly Skilled, +1 Servant (Variable)y and), +4

Skiirs

*1 Area Knowledge (Pick any),
(Pick any), +1 Computers (Systems Ope
any two), +1 Mechanics (Automotive
Navigation (Pick any),
Weapons (Pick any),

Drerecrs

*1 Boating OR Piloting
ration), +2 Driving (Pick
OR Aeronautical), +1
*+1 Gun Combat (Pick any), +1 Heavy
*1 Ranged Defence (Pick any two)

Marked T Ownership OR Wanted, -2 Nemesis OR



If you wish to play a cybernetically or biologically augmented character you
may choose to start with one or more Ware Templates. These are collections of
Attributes (page 42), many of them modified via PMVs (page 41) or Linked Defects
(page 76).

You can acquire one or more Ware Templates for your character by paying
the template’s listed Final Cost in Character Points. This represents cybernetic
or biological modification he or she has undergone before starting play. Any
Ware Template you select should fit your character’s outline. For example, if you
are playing a poverty-stricken street punk, come up with a well-founded reason
before giving the character sophisticated ware like a chameleon smartskin.
Perhaps he or she was picked up off the streets as an experimental subject, but
then escaped.

Since Ware Templates represent technological enhancement, your character
may also acquire them in the course of play. This will usually require various
in-character activities (such as spending money and undergoing surgery and
recovery). See Character Advancement (page 147).

Ware Templates are described in a manner similar to Occupational
Templates. Each has a list of one or more Attributes and/or Defects along with the
Level. As with Occupational Templates, many Ware Templates include Restrictions
or Reductions that limit the Attributes in various ways. The Final Cost is the sum
of all Character Point costs. This is the Character Point cost to acquire the Ware
Template.

AN NANNNNNNN

Errecrs-Basep CuBERWARE

Unlike “power-based” games, Tri-Stat dX is an “effects-
based game” —that is to say the Attributes list game effects, and
it is up to the player and GM to define how the special effects
work in-game. For example, a character with Superstrength
could have cyberarms, muscle augmentation, a reinforced
skeleton, or even a booster drug. The options are nearly
limitless, and the difference between a knock-off cyberarm
with Superstrength Level 1 and an Imperial cyberarm with
Superstrength Level 2 is as simple as one Level.

Therefore rather than give thousands of redundant
examples of cyberware, we have presented a selection of
customisable templates. For example, Boosted Reflexes (page
26) can provide any combination of Combat Technique:
Lightning Reflexes (up to 3 Levels), Extra Attacks (up to
2 Levels), and Extra Defences (up to 2 Levels). It is up to
the player to decide exactly what he or she wants for the
character, and pay the appropriate costs. Although this means
a little more work in determining the final cost of certain
templates, it also gives players the greatest freedom to design
the characters they want to play. The templates provide players
with guidelines for an acceptable range of Atiributes in an Ex
Machina game.

CYBERWARE

(Cuserneric Eniancement)

Cybernetic enhancement is the process of replacing human body parts with
machinery. The first “cyborgs” were people with clumsy prosthetic limbs and
artificial organs aimed at replacing crippled body parts. In the early 21st century, it
became possible to directly splice nerves to electronics, permitting cybernetic parts
to equal — and eventually exceed — human norms.

Cybernetic enhancements are artificial limbs, organs, chips, and devices
that either replace body parts or are implanted into the body. They differ from
cybernetic prosthetics (which merely replace a damaged limb or organ) by either
enhancing biological functions (such as a stronger arm) or adding new capabilities
(such as an implanted computer).

A few examples of cyberware are sufficiently modular as to be classed as
minor or major Gadgets. A character may acquire these via the Gadgets Attribute
(page 49).

AN NNNNNNNNN

Cueap, Seconp-Hanp, anp
Discount CyBERWARE

Defects such as Backblast (page 64), Special Requirement
(Extra maintenance or regular battery changes) (page 82),
Unappealing (page 83), or Unreliable Power (changes;
page 83) may be used to represent the effects of cheap,
malfunctioning, obsolete, salvaged, or second-hand cyberware.
This will reduce the Character Point cost of the template.
Conditional Ownership (page 78) is also appropriate for
cyberware that is issued by an agency or which the character is
still paying off ... and if people come to repossess it, they may
not be too careful in how they remove it.

NNeuro-TrcH

The real definition of cybernetics is: a branch of science concerned with
control systems in electronic and mechanical devices as well as the extent to which
useful comparisons can be made between man-made and biological systems. This
is what neuro-tech is concerned with — the interface between man and machine,
between software and the brain’s natural “wetware.”

BoosTep REFLEXES

The user’s nervous system is enhanced to allow faster processing of nerve
signals. Techniques may range from implanting artificial glands that ramp up
controlled production of neurotransmitters to using tailored viruses or medical
nanomachines to modify nerve coatings. This can provide one or more of the
following Attributes:

RATTRIBUTES

1-3 Combat Technique (Lightning Reflexes), 1-2 Extra Attacks, 1-2 Extra
Defences

Final Cost: Sum of all costs; see Attribute descriptions.

CHAPTER 2! 1EMPLATES
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TNEURAL Jack

{ . (EUROTECH GADGETS -

This is a small computer system that is implanted in the user’s brain. It
translates the electrochemical activity (“thought”) of a living brain into digital
signals, and vice versa. This allows the brain to interface directly with a computer
or other electronic device that has been fitted with a Neural Interface Adapter
(page 109).

Early prototype neural jacks enabled paralysed individuals to (slowly) input
commands into an interface-equipped computer. Mature systems permit faster
hands-free access to information, and allow virtual reality to be a “full sensory”
total experience.

These benefits come at a price: the user’s mind becomes vulnerable to certain
types of dangerous feedback. Safeguards exist that are supposed to prevent this, but
these can be bypassed by skilled hackers or special programs, or disabled in order
to give the user an edge at the expense of increased risk.

A neural jack will have one or more sockets into which connections or other
hardware can be plugged. In some settings, the sockets must be installed on the
skull or possibly near the base of the spine. In others, the technology allows them to
be hidden anywhere on the body. Sockets usually can be easily concealed (by hair,
makeup, or aflap of false skin); depending on the culture, it may be either stylish or
gauche to expose them. A neural jack has no utility on its own. It requires additional
firmware upgrades (see Neural Buffer, page 29) or Gadgets (see Wetware Plugs,
page 27, and Neural Interface Adaptors) in order to function.

ArTRIBUTES
2 Features (Neural Jack, Socket Interface; -1 Bane: Neural feedback)

Final Cost: 1 Point for a basic neural jack. Each extra socket (that allows
another device or plug to jack in) is an extra Feature costing a further 1 Point.

—

Two technologies related to neural jacks are:

NruaL HEADSET

This is a he
induction electrodes and .
cable. It allows the user to use equipmen
interface adapter as if he or she had a nev

a major Gadget.

TieuraL InTereace ADAPTER
This upgrade can be added t

adset or helmet containing a sef of neural
interface hardware attached to @
t fitted with a neural
ral jack. It counts as

o a wide variety of electronic

equipment (such as computers) and to any weupﬁn or ve(l:;c;eis
B 1t allows the device to be mentally co.ntrolled by‘t e use‘: i
normally hand-held, he or she may still have to.olr:;‘ or|ot etr;w b
manipulate i, though) and for any e.lectromc isplays L
routed directly into the user’s sensorium. Us.ed in conjun :
with a neural jack or neural headset, this pr?V|des an J\\creose i
precision and reaction speed: vehicles receive @ +1 kanoceuvnts
Bonus, while weapons gain 1 bonus to attack checks. Cou

as a minor Gadget.
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Com ImpLant

This is a computer with wireless modem implanted in the user’s skull. It requires
aneural jack as a prerequisite. For its capabilities, see Com, page 108. A com implant
effectively allows “digital telepathy” — the user can communicate with any other
com implant user within radio range. This system also incorporates a retina display,
allowing text, data, a time display, and so on to scroll across the user’s visual field.

ArrRiBuTES
1 Features (Implant com)
Final Cost: 1 Point.

Wetware PLucs

This is a major enabling technology that can go hand-in-hand with the neural
jack. A wetware plug (also called an “interface chip,” or “bio-soft”) is a tiny device
about the size of a pencil eraser designed to be plugged into a neural jack’s socket.
This is usually known as “jacking” the plug. When this is done, the wetware plug’s
firmware is activated and interfaces with the wearer’s brain and nervous system
(called “wetware”). Jacking allows the user to access data or programs stored in the
plug, or for the plug’s programs to take partial control of the user’s mind and body.
There are many different kinds of wetware plugs. Specific kinds detailed here are
Data Plugs (page 27), Skill Plugs (page 27), and Persona Plugs (page 28).

In some cyberpunk settings, wetware plugs may be cutting-edge technology.
In others they may be common, perhaps rented to the public like a DVD is today.

Data Prucs

A data plug is the wetware plug equivalent of a computer disk: it stores text,
graphics, programs, or other data (see SIN, page 30) in a format readable by a
neural jack. Capacity may vary by setting; a typical data plug should have enough
storage space for storing software, multimedia, and “roaming” user information
(100+ gigabytes by modern standards).

A person with a neural jack who jacks a data plug can mentally access the
information stored on it. Some data plugs may be password protected. Physically
opening up the plug to evade the protection requires a Mind-based Electronics
(Security) Skill check. Failure may erase the information.

Computers can also read and write to data plugs. Each data plug counts as a
minor Gadget.

NNNNNNN\NNN

Bute Sizr

In Ex Machina we have not provided a clearly defined
metric (such as gigabytes) for computer memory. Technology

changes so quickly that we cannot guess what memory size will
be like, or what image or video quality will achieve, in another
decade, let alone further down the road.

Instead, we have used a shorthand, memory slots, to give
a game effect without having to nail down a precise storage
capacity.

SkiLL Prucs

Skill plugs are highly sophisticated and semi-intelligent “expert” software
programs encoded into a wetware plug. They interface with the user’s nervous
system, providing the user with “instant” plug-in reflexes and knowledge.




Each skill plug is coded with a single Skill and Specialisation, such as Gun Combat
(Pistol). Most skill plugs only have Skill Level 1; a few have Skill Level 2. The Skill can
be used exactly as if the user possessed it. These will also increase any existing Skill
Level the character possesses; even an expert can gain some benefit from the hardwired
reflexes or built-in knowledge databases that are incorporated into a skill plug.

..]

- SAMPLE -
,_ PERSONA PLUG FORMS

Mercy Ance, ~~
ArTRiBuTEs

e =il el e

A skill plug must be physically inserted into a neural jack in order for it to
function. Each skill plug occupies one neural jack socket.

Acskill plug that provides Level 1 counts as a minor Gadget; one that provides
Level 2 counts as two minor Gadgets.

Dersona PLuss _ *2 Heightened Awareness, +1 Highly Skilled

These are software simulations of human personalities. They are a more SHILLS
advanced form of skill plug. When the user jacks a persona plug, he or she mentally 1 Interrogation (Psychologica”, 2 Medical ( Diagnosis)
“becomes” the simulated person, either superficially (retaining their own goals and The M ercy Angel Persona is @ myst vi
. motivations) or completely (as if possessed). 4 poelol i e for b mys erY-S? ving docf.or from
b Individuals unhappy with their own lives might jack commercially-purchased persona plug that is.slofst :rb er) pell'so.na is also a llsensed
personas, perhaps based on celebrities. A cult, corporation, or military could insist artonch i i e popieHn need of their own
that its members run personas of true believers, model workers, or perfect soldiers. personal physician, or just more confidence.
A meek person who wanted revenge for a lost loved one might buy a black market SILH
persona of a ruthless killer and jack it long enough to see vengeance. STATS

— +1 Soul

AraiBuTes

1 Highly Skilled, 1 Sixth Sense (Area 2; People who are
looking for a date|

SkiuLs

bials .'_,." = e

VRl P
[ - DERSONA PLUGS -
| ALTERNATE FORMS

1 Pomesric Arts (Cooking), 1 Etiquette (Upper Class), 1
Performing Arts (Dance), 2 Seduction (Female OR Male)
Derecrs

-2 Less Capable Soul (Luck, Willpower)

The Silk Persona is the perfect courtesan or gigolo. He or
she (different versions exist) is an experienced lover with smooth
moves. Shy people may slot Silk if they're looking for a hot date
and aren't sure they have what it takes,

Brooov Vacentine
ArTRiBurEs

2 Attack Combat Mastery, 2 Highly Skilled
SKILLS

Destoning A PERsonA PLUG S
AereanaTE FoRm _|
A persona plug is @ Gadget that grants the user @ hecw y-
restricted Full-Powered Alternate Form, whose cont?ntlfs a ;et .
of purely mental characteristics. Here are some guidelines for
creating the Alternate Form:

The Stats it can affect are Mind
crease of more than +

and Soul. It will rarely

oduce an in 1, but it may decrease
pr

Stats.
Attributes appropriate for a persona plug’s Alternate

Form include: Attack Combat Muster.y, Combat Tec':h}r]nque(3
Defence Combat Mastery, Enhanced Mind or Soul, Heightene
Awareness, Highly Skilled, and (possibly) Sixth Sense.

Defects appropriate for a persond plug's Ahl:erlnutet
Form include: Blind Fury, Easily Distracted, ln.ept Attack, Inep
Defence, Less Capable (Mind or SOlfl c?;.)hons),hRecurnng
Nightmares, Sensory Impairment, and Slgmhccnt.Ot er. :

A persona plug that grants the Highly Skilled t.tlt‘n;ute
may come with a set of Skills. Unlike those from a S ;‘ ug,.
these Skills are not cumulative with any possessed by t‘ e ;J\ser,
use whichever Level is higher. A persona plug should lu so have
its own personality traits, which the user should role-play.

1 Interrogation (Physical), 1 Stealth (Conceal
Melee Attack (Knife) (Concealment), 2

Derecrs

2 Blind Fury, -1 Less Capable Soul (Empathy), -1 Wanted

Anillegal persona recording of a merciless serial kille, the Bloody
Valentine Persona may be bought on the black market by those seeking
perverted thrills, or those who want revenge against an opponent but
lack the bloodlust to carry it out, The person slotting Bloody Valentine is

not “actually” wanted (although the Plug is probably banned], but wil
behave as though he or she is
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Each persona plug is a Gadget (either two minor or one major, see previous
page) that possesses the following Attributes and Defects:

ArTRIBUTES

1 Alternate Form (Full-Powered Form; Reduction -6: Only 4 Points awarded;
-1 Restriction: Requires neural jack)

Final Cost: A persona plug that adds changes worth up to 2 Character Points
counts as two minor Gadgets. One that adds 3-4 Points of changes is a major Gadget.

IEuRAL Burren

Aneural buffer is an implant that allows the user to copy and store data in his
or his or her head, without having to physically insert a plug. It may be thought of
as the equivalent of having a hard drive built into one’s brain. A person must already
have a neural jack before he or she installs a neural buffer.

A neural buffer is rated for the number of “memory slots” it possesses. Each
slot counts as a Level of the Features (Neural buffer) Attribute. (A neural buffer can
be imagined as an extremely low-powered version of Power Flux.)

Awide variety of information can be copied and stored in a neural buffer. The
maximum slots limit what can be stored in a user’s head at any one time. A memory
slot in a neural buffer can be used to copy and store or run:

o Skill Programs take one slot for a +1 program; two slots for a +2 program. It
takes 5 rounds to download and copy a +1 program or 10 rounds to download
and copy a +2 program.

o DPersona Programs are each equivalent to a persona plug (page 28). They are
more sophisticated and take up four slots within a buffer. It takes 20 rounds to
download and copy.

o Data, games, or other programs, equivalent to the information that can be
stored in a data plug (page 27), can occupy a single memory slot. It usually takes
5+ rounds per slot to download and copy.

Data or programs in memory slots can be voluntarily deleted to make room
for another program; this takes a single action. It does erase the program locally, but
(assuming it is still stored off line) it can be downloaded again to be reused.

This technology can be thought of as a second generation of wetware plug
technology. Instead ofhaving to physically insert plugs into a socket, the user can instead
jack into a computer and copy programs into his or her mind directly from another
computer. This technology is powerful, and may not exist in every cyberpunk setting.

The content of a memory slot can be swapped in and out simply by plugging
a cable into the user’s neural jack and copying the material from a computer. The
content itself — Skill programs, persona programs or other data — will usually
count as minor or major Gadgets.

RArTRIBUTES

1 Features (Neural buffer)

Final Cost: 1 Point/Level. Up to three Levels can be installed in most
settings.

NEuRaL Burrer Procrams

Programs for a neural buffer are software and count as Gadgets. Depending
on the society, they may be available for purchase or (in some cases) available on the
Net as freeware, shareware, or pirate programs (“warez”).

Final Cost: as Skill Plugs or Persona Plugs.

Other data, such as games, information, SIN experiences, or audio-visual
movies counts as mundane equipment. It might cost a few dollars (a new
computer game or SIN experience) or a few million dollars (secret plans for a new
supercomputer).

CHAPTER 3 1IEMPLATES
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FILE SHARIMG

Like other software, neural buffer programs can, in theory,

be freely copied and thus made available to an entire party of
adventurers. The GM can either require characters to still pay for
their own Gadgets in Character Points, or may allow players to
freely pool their programs and use them as a group resource. This
does make neural buffers and their programs more powerful, but can
better simulate certain seffings.

Gensory Interrace (SIN)

This is the technology of translating a living being’s sensory impressions into
digital form and recording it for later replay by that person or another individual.
It may also be possible to synthesise artificial sensory impressions identical to the
real thing,

A SIN is a simulated sensory experience — instead of being a mere audio-
video recording, it also encompasses smell, taste, and tactile sensations: heat, cold,
pleasure, and even pain, although most SINs are edited to remove unpleasantness.

In many cyberpunk settings this sort of technology has replaced audio-visual
recordings and books as the most common mass media. All kinds of experiences
may be on tap, from travelogues and training sessions to pornography. It may
even be popular to wire animals or A.Ls for SIN recordings, so that humans can
experience nonhuman life.

If full sensory impressions cannot be synthesised, live actors will still be
needed for any media, raising nasty possibilities for exploitation.

Sensory Interrace Recoroer (“SIN Recoroer”)

This brain implant allows the user to record his or her sensory experiences
as they take place. The experiences are stored in a neural buffer (page 29) or a
data plug (page 27). Each data plug or slot in a neural buffer can store about two
hours of sensory experience. The user can usually turn the implant on or off with
a thought, but it is also possible to install an “involuntary” SIN recorder that is
remotely controlled.

ArTRiBuTES

1 Features (SIN recorder)
Final Cost: 1 Point.

[Mmp UpLoApine

This technology represents the ultimate culmination of sensory recording
and persona simulation. It is the ability to scan a human being’s brain and then
create a working digital copy of a human mind — an “upload.”

IMemory Backups

Memory uploading may lead to the creation of laws that ban the existence
of multiple conscious versions of a single person, or which treat such copies as
less than human, to prevent society from facing radical upheaval. As a result,
this technology is most likely to be used solely to create a “backup” of the original
memory, which is periodically updated. The backup is stored, unconscious, for
revival in the event of death or total incapacitation.



Various portable devices (that are not built into the body)
can also be used in conjunction with SIN technology. These

include:

51N Deck
This is a small paperback book-sized stand-alone
b device (or a diskdrive sized module that plugs into a desktop
computer) that can record and play back SIN recordings.

A typical SIN deck has cable ports for up to Four. users o
plug into it and automatically incorporates @ neural mierf.ace
adapter (page 109). Each user must have either a neural jack
(page 27) or neural headset.

Someone playing back a SIN is effectively in a trance, as
his or her own sensory responses are replaced by thosg of the
recording. Someone recording a SIN suffers no penalfies. No
Skill is required to use a SIN deck. Minor Gadget.

SIN Enrro
Recorded sensory impressions contain all the annoying
details of real life. If SIN becomes a new media, editi‘ng raw
SIN recordings may become a new art form. A SIN editor is
high-end SIN deck that (in conjunction with a desktop compute:r)
can edit sensory inferface recordings. Itis usually used to modify
the raw sensory data into a useful package — for example, to
create a commercial SIN by removing distracting or unplec}s?nt
moments, compressing fime, and so on, or even combining
several sensory experiences info one. This is as muc'h an art
as a science, and would require both Soukbased Vu?ucl Arts
(SIN) and a Mind-based Computers (Programming) Skill check.
Major Gadget.

™

Making a backup probably requires visiting a hospital and undergoing a
scanning process. This may involve inserting nanomachine probes into the brain
to analyse the deep interconnected neural structures that store memory, or it could
be a less-invasive high-resolution scanner using an advanced successor to nuclear
magnetic imaging. Either way, the process would require highly sophisticated
equipment and lots of computer time and data storage. Initially, only the wealthy
elite (or secret agencies) would have access to it. Regular updates may also be
required, or else users could face losing memories.

In game terms, having a memory backup that can be restored to life again is the
Reincarnation Attribute. If it takes about a day to restore someone (and the process
can be disrupted by legal action or sabotaging the stored backups) it would count as:
frraipuTEs

4 Reincarnation (Easy to stop; 1 day)

Final Cost: 8 Points. The cost can be altered if restoration is faster or slower.
For example, it would only cost 2 Points if it took six months to restore someone.

UpLoanime mto A Mackme

There may be no way to restore a digital mind to flesh. If so, for the upload to
regain consciousness it must be installed into a computer brain. It could then “live
on” like an A.L, or be placed in a robot body. It is also possible to create a virtual
reality (perhaps mirroring the real world) that would be inhabited by a whole
community of uploads; the uploads’ “real world” would be a computer they are
running on, but they would have avatar bodies (see Cyberspace Avatars, page 142)
that seem to be real.

A recorded human mind would probably require tens or hundreds of
thousands of gigabytes of storage space, and would require a supercomputer to run
it. As the bodies of the rich and powerful wear out (or burn out due to decadent
living) this may result in the gradual creation of a wealthy elite of “digital dead”
living inside computer software. Society may or may not be willing to treat them
legally as “people” — and it is possible that a celebrity or magnate who uploaded
his or herself might try to conceal that fact.

UpLoapm nto A CLone

It may be possible to “play back” a recorded memory upload into a living
body’s brain. This might work with any body (if common, this could create a society
where people swap bodies for fun). It is also possible this would only work if the
body was a clone of the original, perhaps created using accelerated growth tanks.
The wealthy (or people with a “death insurance” policy) may have already grown
clones of themselves and have them stored in suspended animation ready for
revival. The revival process may take a week or so (including rehabilitation), or may
be faster or slower, depending on the technology.

Destructive UpLonpine

In some settings, safely scanning a brain to make an upload is impossible:
the structure of memory is such that the brain must be destroyed (usually by
taking it apart using surgical nanomachines) to make an accurate copy. The user’s
mind is preserved forever in a digital form, but is also destroyed in flesh. If so,
uploading may be less popular, perhaps only used by a radical fringe who believe
that machines are better than flesh, or by those who have no other option, such as
individuals dying of an incurable disease.

CuserneTic Limss anp OrcAns

These “bionic” parts are what many people think of when cybernetics are
discussed. Sometimes called “high function prosthetics,” they were developed
in the early 21st century to provide replacement parts for disabled individuals
for whom actual limb or organ transplants were unavailable. As technology
advanced, benefiting from synergies with robotics, the most advanced replacement
parts became more effective than flesh. This raises the question of otherwise
healthy people in physically-demanding occupations (like soldiers, emergency
services personnel or criminal enforcers) voluntarily replacing flesh with superior
machinery. In some cyberpunk worlds, such augmentation may still be unusual or
even unethical; in other settings, it may be as common as body piercing is today.

Gensory EnAncEmEnT

A person’s senses can also be augmented by cybernetic implants. Sensory
augmentation is difficult, because the senses are closely tied to the brain and
nervous system. It is not enough to give a person chemical sensors that improve
his or her sense of smell — the user will also need the appropriate “wetware”
implants to understand and process these new sensations. This can make sensory
enhancement a delicate and expensive process.

CHAPTER 2 1IEMPLATES
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Cuer-PROSTHETICS

These are artificial body parts (arms, hearts, etc.)
providing functional replacements for crippled or worn-out limbs
or organs. They are an new technology today and in near future
cyberpunk settings (where they may compete with transplants),
but will be a mature technology in classic cyberpunk worlds. In

Recorder ears function as normal ears but can also record sound. The user
must already have a neural jack or neural buffer to make use of the ears; 24 hours of
audio (or eight hours audio-video if used in concert with camera eyes) can be stored
in a single memory slot or data plug.

Select one or more of these Attributes:

ATTRIBUTES

1 Features (Built-in short-wave radio), 1 Features (Audio recorder), 1-2
Heightened Senses (Hearing), 1 Heightened Senses (Radio reception), 1 Heightened
Senses (Ultrasonic hearing), 1 Special Defence (+3 Stat check to resist deafening), 1
Special Movement (Balance)

-
\

Final Cost: Sum of individual costs.

ANNNNNNNNNN

Cusernetic Limss

The standard cyber-imb is a construct of myoeleciric cable
muscles (which expand or contract when subject to electrical
impulses) and fitanium alloy bones, sheathed in a coating of
synthetic flesh. It is extremely strong and durable, but unless the
cyborg also possesses a reinforced skeleton, he or she will not
be able to make full use of potential strength. Many cyber-limbs
have a special Restriction.

Restriction (STRAI AT FULL STRENGTH)

Restriction (Strain at full strength) means that the

An ordinary prosthetic eye possesses normal vision. Cybernetic enhancement cyborg can on|y saFe|y benefit from half the normal bonus for

can give a bionic eye additional capabilities, such as augmented vision or target Superstrength (+2 Stat bonus and lift 1/2 tonne, +5 damage)
tracking. with that limb. If he or she chooses to use full strength, any feat

of strength or blow that strikes home also causes the cyborg
to lose 1 Health Point. Each extra round full strength is used
doubles the Health Point loss until the limb is taken in for repairs.
If the damage in a single round ever exceeds Shock Value, the
joint breaks and the limb is effectively crippled.

some classic cyberpunk and far future settings they may even be
obsolete, replaced by biotechnology or nanotechnology that
can quickly replace limbs or organs organically, rather than
with machines.

=

Cyber-prosthetics that do nothing more than duplicate
ordinary human capabilities such as an artificial eye or heart
that is no better or worse than the original organ are worth
no Points, although they may cost money. If characters use
prosthetics (or conventional transplants) to replace Defects
(usually Physically Impaired) that they began play with, the GM
may require that they expend Advancement Points to “buy off”
the Defect. Alternatively, the GM can ensure the adventure they
went on to raise the money for the replacement was sufficiently
difficult to pay back the requisite BP.

. A A e T e ol W o W o el B o W o W, T e, e W e, e

CESESSTOTTTTTTTTTN

CupErnEic EvEs

Cheap cybernetic optics may lack some of the resolution of human vision. It
is also possible for a cyborg to be blind to visible light but still possess heightened
vision in other areas of the spectrum, such as infrared. Such a cyborg could not read
text or normal instrument displays, and would have to relearn how to identify many
ordinary objects (like faces).

Camera eyes function as normal eyes but can also snap pictures. The user
must already have a neural jack with a data plug or neural buffer to make use of
the eye; 1,000 still pictures (at maximum resolution) or 10 hours of video (or eight
hours audio-video if used in concert with cybernetic ears) can be stored in a single
memory slot or data plug.

Example: Polychrome has a high-power cyber-arm. She
tries to prop up the roof of a collapsing building to let her friends
escape. The GM rules it masses 700 kg of steel and masonry,
so she must use full strength. Her friends will need three rounds
to get free, so on the first round, she loses 1 Health Point; on
the second, 2 more Health Points; and on the third round, she
loses 4 more Health Points. Poly has a Shock Value of 5 - if she
had tried to hold on for one more round, her arm would have
broken.

SryLe: MARKED

Cyber-limbs can omit the synthetic flesh (“all natural”)
coating. If a cyborg has one or more obviously artificial limbs,
take the Marked Defect.

Select one or more of these Attributes and Defects:

Rrraipures / Derecrs

1 Combat Technique (Accuracy), 1 Features (Camera), 1 Heightened Senses
(Infravision), 1 Heightened Senses (Microscopic Vision), 1 Heightened Senses
(Ultravision), 1 Heightened Senses (Vision), 1 Special Defence (Flare; +3 Stat check
to resist blinding), -1 Sensory Impairment (Colour blind), -2 Sensory Impairment
(Blind to colour and visible light)

Final Cost: Sum of individual costs.

CuprneTic Ers

A basic prosthetic ear possesses normal hearing. Cybernetic enhancement
can give an bionic ear additional capabilities, such as augmented hearing beyond
the human range.

CHAPTER 3 1EMPLATES
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This is a single cybernetic arm and hand. A cybernetic limb is tireless, feels
no pain, is incredibly strong, and has superior gripping strength. A cyborg that
uses two arms could lift a full tonne, but only if the arms were properly braced and

supported. Unfortunately, if a cyborg’s arm is attached to an ordinary person’s
torso, any tremendous feat of lifting is likely to rip the arm out of its own socket.

It grants the following Attributes:

ArTRiBUTES

1 Armour (Shield), 1 Superstrength (-2 Part of Body: One arm; -1 Restriction:
Strain at full strength)*, 2 Special Defence (Pain x2; -1 Part of Body: One arm; acts
as 2 BP)

Note: Part of Body (One arm) limits the Superstrength to situations where
the cyborg is grappling, throwing, or striking using the augmented arm. It limits
the Special Defence to situations where the cyborg’s arm is specifically exposed to
damage, such as reaching into a vat of acid.

*If the cyborg has a reinforced skeleton this restriction is removed.

Final Cost: 3 Points, or 4 Points if the cyborg has skeletal reinforcement (page
33).
Mico-ManrpuLator Hano

Popular with techs, this replaces a normal hand with a retractable multi-
functional tool manipulator built into the fingers (sometimes nicknamed the “Swiss
Army Hand”).

ArTRIBUTES

1 Elasticity (Hand; -1 Restriction: Fingers only), 1 Features (Built-in micro-
tool kit)

Final Cost: 2 Points.
TELESCoPIC JomnTs

A cybernetic arm may be given this additional function: telescoping joints or
extendable cables that allow the forearm and hand to extend out a few metres.
ArTRIBUTES

1 Elasticity (Arm; -1 Restriction: Increased reach only)

Final Cost: 1 Point.

CYBERLEGS

Cyberlegs are only available in pairs. (A single prosthetic leg is also possible,
but is effectively no different than a normal leg.) A pair of cyberlegs grant the
following Attributes:

Rrraiures

1 Jumping, 1 Combat Technique (Leap Attack), 1 Superstrength (-1 Part of
Body: Both legs; -1 Restriction: Strain at full strength)*, 2 Special Defence (Pain x2;
-1 Part of Body: Both legs)

Note: Part of the Body (Both legs) limits the Superstrength to situations
where the cyborg is kicking using the augmented legs. It limits the Special Defence
to situations where the cyborg’s legs are specifically exposed to damage, such as
walking through corrosive waste.

* If the cyborg also has a reinforced skeleton (page 33) this Restriction is
lifted.

Final Cost: Cyberlegs cost 5 Points, or 6 Points if the cyborg has skeletal
reinforcement.

-
?: | Page 31
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Dermac Mobiricarions

The skin is the body’s largest organ. These modifications are designed to
provide it with additional capabilities. See Style: Marked (page 80).

GMARTSKIN

The user’s skin is coated with a nanofilm layer that transforms his or her
entire body into a liquid crystal display. The smartskin can interface with a data
plug in a neural jack or data stored within a neural buffer to display data over his
or her body. Thus, if the user had a music video stored in a buffer or a data plug, it
could appear on part or all of his or her body as a unique fashion statement.

The user can acquire a data plug or memory slot program with an assortment
of dermal colour schemes and patterns. This will grant a +1 bonus to Disguise
(Makeup) and Stealth (Camouflage) Skill checks in situations where a quick change
of skin hue would make a difference.

RATTRIBUTES

1 Features (Smartskin)
Final Cost: 1 Point.

CHAMELEON SMARTSKIN

This is similar to a smartskin, but incorporates an array of millions of
tiny nanocameras and processors. If the smartskin is set in “chameleon mode,”
the cameras will scan the surrounding environment and adjust the user’s skin
pigmentation to match. This provides partial invisibility to sight only, but the
user must be either naked, or wearing “smart clothing” equipped with similar
technology in order for it to be effective.

The user s only partially invisible when moving faster than a slow walk, as his
or her sithouette will flicker (observers make a Mind Stat check at -4 to spot). Once
the character is spotted, combat penalties are halved.

ArTRIBUTES

1 Features (Smartskin), 2 Invisibility (Sight, two slots; Reduction -1: Partial
invisibility; -1 Restriction: Naked form only)

Final Cost: 4 Points.
NAnoFiBRE SKm

The cyborg’s skin is reinforced by advanced flexible synthetic armour that
looks and feels like ordinary skin. The effects are cumulative with body plating. The
armour s less effective than full body plating, stopping only 3 damage.
ArTRiBuTES

1 Armour (Reduction -2: Reduced armour value; Stops 3 damage)

Final Cost: 1 Point.

ParriAL Boov Prating

The cyborg’s skin is partly covered with rigid armour plates, although the
face, joints, neck, and groin remain unprotected.
ArTRiBures

1 Armour (-2; Unarmoured Area; Stops 10 Damage)

Final Cost: 1 Point.

Futt Boov Praring

The cyborg’s skin is entirely covered with synthetic armour. Rigid plates cover
the chest, skull, forearms, thighs, and shins. Transparent lenses shield the eyes,
while the face and joints are protected by lighter flexible material.

CHAPTER 2 1IEMPLATES
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RATTRIBUTES

1 Armour (-L; Thin area; stops 10 Damage), 1 Special Defence (Flare attacks)
Final Cost: 3 Points.

REmFoRcED SKELETON

The bones in the cyborg’s torso, head, and any remaining non-cybernetic
limbs are reinforced by impregnating them with a synthetic metal-organic,
carbon nanotube or diamondoid laminate to make them all but unbreakable. This
procedure requires biomedical nanotechnology. In particular, it is necessary to
implant small nanofactories in the body that supplement or replace certain bone
marrow functions.

A reinforced skeleton will be visible to X-ray machines and other medical
scanners. It will usually also result in a weight gain of about 5%, due to the greater
density of the materials used compared to bone.

Reinforced skeleton also has synergistic effects on the capabilities and Point
cost of cyberarms and cyberlegs (page 31).

ArTRIBUTES
+1 Toughness
Final Cost: 2 Points.

Cuserneric Weapons

These are built-in weapons that are spliced to the user’s nervous system so
that they can be fired (or in the case of melee weapons such as claws, extended or
retracted) at will. These devices are more likely to be used “on the street” by crooks,
gangs (and possibly undercover cops) than by military forces or intelligence agents.
This is because devices of this nature are detectable by security sensors (X-rays,
nuclear magnetic resonance imaging) deployed at airports and other secure areas.

Weapons are assumed to be concealed until needed, unless otherwise noted.
If they are obvious, the user should take the Marked Defect. Projectile weapons
will usually have a small flap or concealed slot into which new ammunition can be
inserted.

GeconnAry SpeciaL ATTAcKs

If a character has more than one Special Attack (for any reason) only the
most expensive is paid for at full Point Cost. The others count as Alternate Attacks
(page 61) and are one-quarter the listed cost (round up, minimum 1 Point); adjust
template costs accordingly.

IMeLee Weapon [mpLAnTs

Claws are the most popular melee weapon: light alloy or enhanced-cartilage
scalpel blades that can be hidden beneath the user’s finger nails, and retracted or
extended by flexing muscles in the hand. Fangs and horns are similar. All are often
bioware (page 35) rather than cyberware — the product of vat-grown buds grafted
onto the recipient’s body.

Talons are claws made of advanced super alloys or manufactured diamondoid
material that are strong enough to slash through armour. They must either emerge
from the wrist or be built into a cybernetic arm.

Electroshock implants deliver a high-voltage shock intended to stun and
disable, and can affect humans or electronic systems with equal effectiveness.

Venom sacs are implanted into the mouth or hand and contain a dose of a
powerful neurotoxin or other venom. They are linked to fangs or claws. Venom sacs
are most useful as part of a surprise attack, delivered during a kiss or other intimate
encounter.

N R R R, R
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All of these weapons tend to be black market implants; there may be many
variations as each street doc comes up with his or her own custom versions.

Select one or more of the following Attributes:

ArTRiBUTES

1 Natural Weapon (Claws, Fangs, or Horns), 1 Special Attack “Talons”
(Damage 20, Muscle-Powered, Penetrating: Armour, Melee), 1 Special Attack
“Electroshock” (Damage 40, Stun, Melee), 1 Special Attack “Venom sac” (Damage
20, Incapacitating, Linked to attack*, Limited Uses x3, No Damage, Toxic)

Final Cost: 1 to 4 Points.

* The Venom sac must be linked to a primary attack, such as Claws, Throat
Tentacle, Talons, or Fangs.

THronT TENTACLE

The cyborg has a barbed cybernetic tentacle implanted in his or her stomach.
The tentacle is normally coiled out of the way, but can emerge out of the throat like
astriking snake, with a reach of up to 50 cm. This is most effective as a weapon in
an intimate situation — if the user can perform an open mouth kiss (or equivalent)
with his or her victim, the tentacle can enter and inflict an automatic Called Shot
to the victim’s vitals. A throat tentacle may have a venom sac to further increase its
effects. The tentacle can attack even as the user performs another melee attack, pins
his or her foe, etc.

ArTRIBuUTES

1 Special Attack “Throat Tentacle” (20 Damage, Flexible, Unique Ability,
Melee), 1 Extra Attacks (-2 Restriction: Extra attack must be with tentacle)

Final Cost; 10 Points.
Rancen Weapon ImpLanTs

A ranged weapon may be built into the body. Some examples are:

Gas dischargers project a small cloud of incapacitating gas. The gas reservoir
can fit into a modified lung with a tube extending up through the mouth or nose,
or it can go into a cybernetic limb. Although a non-contact attack, it has the Melee
Disability due to its extremely short range (a metre or less). Gas dischargers are
most effective if the user has Special Defence against poison.

Cybergun implants are guns built into the arm, usually consisting of a
electronically-fired preloaded barrel installed to shoot out a flap in the palm. The
barrel runs the length of the forearm. To reload, the barrel tube is ejected and insert
anew one.

Dazzle laser implants can be installed in a cybernetic eye or hand. They fire a
low energy visible light laser that can temporarily blind a person or optical sensor.

ArTRIBUTES

1 Special Attack “Gas discharger with nerve gas” (Damage 60, Incapacitating,
Irritant, Limited Shots x2, Melee, No Damage, Toxic), 1 Special Attack “Gas
discharger with Bedtime Mist knockout gas” (Damage 60, Incapacitating, Stun,
Limited Shots x2, Melee, No Damage, Toxic), 2 Special Attack “High capacity gas
discharger with nerve gas” (Damage 60, Area Effect, Enduring, Incapacitating,
Irritant, Limited Shots x3, Melee, No Damage, Toxic), 2 Special Attack “High
capacity gas discharger with Bedtime Mist knockout gas” (Damage 60, Area Effect,
Enduring, Incapacitating, Stun, Limited Shots x3, Melee, No Damage, Toxic),
1 Special Attack “Cybergun” (Damage 20, Auto-Fire, Inaccurate, Limited Shots
x2, reload: 1 round, Short Range), 1 Special Attack “Dazzle Laser” (Damage 20,
Accurate, Flare, No Damage, Short Range)

Final Cost: 4 or 8 Points each.




L

Cusorc Weapon Arm

Cyborgs can replace the forearm or entire arm with a high-powered weapon.
Select any of the following as options and then apply the Physical Impairment Defect
(if both arms are replaced with weapon arms increase the impairment’s value to 3 BP):
RrrRiuTES

1 Special Attack “Chainsaw Arm” (20 Damage, Muscle-Powered, Penetrating:
Armour, Melee), 3 Special Attack “Mini-Gun” (20 Damage, Auto-Fire, Spreading,
Inaccurate, Limited Shots, reload: 1 round), 1 Special Attack “Missile Pod” (40
Damage, Area Effect, Homing, Limited Shots x2, Stoppable), 1 Special Attack
“Rocket Pod” (40 Damage, Area Effect, Limited Shots x2)

DEFECTS
-2 Physical Impairment (Missing hand)
Final Cost: 2 to 12 Points.

IMorerme Weapon ARm

Ifadvanced “smart matter” nanotechnology exists, a cyborg’s arm may be able to
“morph” into any kind of standard firearm or melee weapon. The cyborg must purchase
a program for each type of weapon. The cost of the program is equal in cost to the
weapons and accessories (and in game terms, each weapon or accessory program counts
as a minor or major Gadget, just as a weapon does). For example, if an arm can morph
into an assault rifle (a major Gadget), the program also counts as a major Gadget.

ArTRiBuTES

4 Features (“Mutable” major gadget; -1 Restriction: Arm cannot be used as
an arm while morphed; -1 Restriction: Ammunition for firearms not included), 1
Combat Technique 1 (Portable Armoury)

Final Cost: 3 Points.

IMisceLLanEous ImpLAnTs

Avariety of additional implants can be built into a human body.

Fitrer Luncs

This is an implanted micropore filter that protects against inhaled toxins.

ArrRiBuTES
1 Adaptation (Noxious gases)
Final Cost: 1 Point.

OiLe ImpLant

This is a modification to the lungs to allow a human to breathe water as well
asair.
RrrRiguTES

1 Adaptation (Underwater)

Final Cost: 1 Point.

Hiooen ComprRTMENT

A hidden compartment capable of housing a pistol, knife-sized weapon, or
other small device can be installed within a bionic arm or leg, or a pouch inside
the stomach.

A tiny hidden compartment — too small for a weapon, but large enough to
smuggle drugs, a data plug, or some other miniaturised device — is also possible.
This will be harder to find (-3 or greater penalty on any checks to detect it).
frraipurEs
1 Combat Technique (Concealment)

Final Cost: 1 Point.

ANNNNNNNNNN

InstaLLmnG CyseRNETIC ImpLANTS

Characters who begin play with cyberware or bioware
templates do not have to worry about installing them. Those
who gain them during play (see Character Advancement, page
147) may find the process more difficult. In addition, characters
may wish to remove or install cyberware in the field (for
example, to take out a mind-controlling chip, cortex bomb, or
the like, or disarm an opponent).

Installing or removing cyberware requires a Medical
(Surgery) Skill check, normally of average difficulty. The
operation typically requires about an hour for every Character
Point the cyberware costs (a minimum of half an hour).

If installing cyberware, a success means the operation
was successful. The cyberware will be functional. Failure means
the cyberware was installed, but it does not function properly
or produces some side effects (GM's option). Either way, the
subject also suffers some stress from the operation itself, losing
1 Health Point for every hour of surgery that it required. This is
halved on a critical success, doubled on a critical failure.

If removing cyberware, the same rules apply, except the
operation takes only half the time (reducing damage). On a
success, the cyberware is removed intact. On a failure, the
surgeon fails to safely remove it, while a critical failure may
damage the cyberware; trying again requires the operation be
repeated (inflicting further damage on the subject).

The above difficulty assumes cyberware is installed
using a portable microsurgery. If using ordinary surgical tools
rather than this gear, increase the difficulty to above average.
If performing the surgery in a fully-equipped hospital or a
cybernetic workshop, reduce it to below average; GMs may
wish to avoid rolling for surgery performed by competent NPC
surgeons in a well-equipped hospital or clinic, simply assigning
the basic Health Point loss.

Smart Ham

A person’s hair can be replaced with thin cyber-interfaced myoelectric wires
that resemble ordinary hair, but can also change colour and style itself at the user’s
mental command; this can also provide an impromptu disguise.
In settings with advanced technology, the myoelectric wires can also function
collectively as an extra limb.

ATTRIBUTES

1 Feature (Restyle), 1 Natural Weapons (Tentacles)
Final Cost: 1 or 2 Points.
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Cortex Bomas anp Toxm Sacs

These are malevolent ways of ensuring an individual’s compliance.

Cortex bombs are tiny explosive charges with a micro detonator that are
surgically installed into a victim's brain. They will instantly kill the subject (or at
least, cause terrible brain damage) if they explode. They are often designed to be
triggered upon receiving a coded radio signal, or if tampered with. Others may be
set to go off after a time limit has expired, or if a periodic “all clear” signal is not
received or jammed. A successful Electronics (Security) Skill check may reveal how
to jam or otherwise block an external trigger, but will not prevent a timed system
from setting the device off.

Toxin sacs are similar, but are placed inside the body near major arteries and
contain nasty biological agents or poisons. The effect may or may not be lethal.

Diagnosis of these implants requires a Mind-based Medical (Diagnosis)
Skill check using diagnostic scanners or medical nanoprobes. Removal requires
a Body/Mind-based Medical (Surgery) Skill check at a -4 penalty. Failure by 1-2
means the surgeon believes he or she cannot remove the item without triggering it;
failure by 3+ sets it off.

Someone subjected to these systems usually has the Defect Owned 3 BP.

BioTecH Enwancement

“Bioware”

Biotech enhancements, or bioware, are body modifications derived from cloned,
harvested, or genetically modified organic material. Biotech augmentations have the
advantage of only being detectable via medical diagnostic scans — they don't set off
metal detectors, for example, and usually require little or no specialised maintenance to
support. Their disadvantage is that they are generally more subtle in their effects, and
that unless care is taken to tissue-match the upgrade, they may be rejected by the body.

Custom TRANSPLANTS

The usual technique involves custom-growing a genetically-engineered
transplant (such as new eyes, muscle tissue, or glands) that is matched to the
intended recipient to avoid rejection, then transplanting that material into the
recipient’s body. Since this transplant must be custom-designed for the user, it
must be ordered (and usually paid for) in advance, and will usually take about six
to eight weeks to grow.

NN\

ImpLanTING BioTECH

An operation is required to implant the biotech (whether
custom engineered or “offthe-shelf”) into the subject’s body.
Use the normal rules for cyberware operations, except that the
relevant skill is Medical (Surgery).

If nanomachines exists, a more advanced alternative might
be a “seed” that is swallowed by the subject, and which then
proceeds fo grow the new organ, enhancement, or otherwise
modify the character’s body. It will still usually take six to eight
weeks for the change to appear. Alternatively, metamorphosis
tanks (page 112) can also rebuild someone with any or all of
these options.

CHAPTER 3 1IEMPLATES

Brack Marker Brownre

Someone who doesn’t want to wait can buy an “off-the-shelf” transplant
(usually on the black market). If so, he or she must make a Body Stat check a week
after the operation (GM'’s decision as to exact time) and if that succeeds, again a
full month later. If either check fails, his or her body begins to reject the transplant.
He or she will suffer the loss of 1 Health Point per day; this damage is incurable
until the transplant is surgically removed. The risk of rejection can be countered
by taking anti-rejection drugs (+2 to the Body Stat check), but these suppress the
user’s immune system, and for the duration of that period will result in him or her
temporarily gaining the Less Capable Body (Immune System) Defect 1 BP.

Broware

Avariety of modifications that are normally cybernetic enhancements may be
available as purely biotech augmentations.

BioTecH Sensorv EnHARcEmENT

These enhancements involve implanting both new tissue, such as a new
cornea or entire eye for a vision enhancement, or viper-type heat sensing pits
for Heightened Senses (Infravision), and the nervous tissue necessary to control
it. Unlike a bionic eye, it will usually take between 1-3 weeks for the necessary
connections to heal. During that time of adjustment, the enhanced sense will be
non-functional (if a subject’s sense of balance is being enhanced, the recipient will
be tripping over everything; in the case of a defence to hearing or blinding, the user
will be blind or deaf while it adjusts).

These enhancements may sometimes produce visible changes in the body (for
example, Heightened Senses: Hearing 2 might involve large animal-like or pointed
ears). Significant changes may allow for the Marked Defect.

Select one or more of these Attributes:

ArTRiBUTES

1 Heightened Senses (Infravision), 1 Heightened Senses (Vision), 1-2
Heightened Senses (Smell), 1-2 Heightened Senses (Hearing), 1 Special Defence (+3
Stat check to resist deafening), 1 Special Defence (+3 Stat check to resist blinding),
1 Special Movement (Balance)

Final Cost: Sum of individual costs.

MMuscLe Grarr

This is a quick way to “bulk up” — the cyberpunk equivalent of steroid
pushing. The Body gain will be visible with obvious bulging muscles, but since the
muscles are not supported by additional skeletal strength or cardiovascular growth,
it tends to put some extra strain on his or her system, resulting in the acquisition of
acorresponding Defect.

ArrRiBuTES
2 Enhanced Body, -1 Less Capable Body (Endurance)
Final Cost: 3 Points.

Cosmeric Keno-GrarTs

Purely cosmetic, exotic xeno-grafts are also available, such as a coat of soft fur,
feathers, cat-like eyes, cloven hooves, a muzzle, mottled reptile-like skin, pointed
ears, a short tail, light scales, chameleon skin that changes colour based on mood
(rather than as camouflage), or other “exotic fashion” grafts. They may be trendy
in some subcultures, just as body piercing and tattoos are. They cost no Character
Points unless they grant tangible benefits, enhance appearance (a Feature), or
detract from it (the Unappealing Defect).




OTHER Biowere Imprants

Any of the following cyberware may be defined instead as biotech
transplants:

Reflex boosting (page 26).

Nanofibre skin (page 32).

Reinforced skeleton (page 33).

Melee weapon implants: claws, fangs, horns or venom sacs only.
Throat tentacle (page 33).

Ranged weapon implants: gas discharger only).

Miscellaneous implants: gill implant, smart hair, hidden compartment, and
toxin sacs only.

DosTHuman Species
TEMPLATES

These are examples of artificially-created entities that are more than — or
other than — human. Some may be suitable for player characters; others are more
useful as Agents (page 43), Henchmen (page 50) or Servants (page 60) or as
opponents. These templates work the same way as occupational templates (page
18) except that they do not include Skills.

Fut Cusorc Bopy

A person whose entire body has been replaced by machinery is a full cyborg.

He or she externally resembles a humanoid robot. Only the brain and part of

the spinal cord remains organic. This template is for someone with an obviously
cybernetic body.

The Soul penalty is due to trauma of being transformed into a living
machine.

' ) N -*—?1 <
(. FULL CYBORG BODY - | A~
| DosTHUMAN SPECIES TEMPLATE | @ |

= CYBORG Bopy Temprate (15 Poins)
GTATS
+1 Body, -1 Soul

ATTRIBUTES e

+1 Adaptation (Noxious gases), *! ArmO :
Technique (Leap Attack), +1 Features (lmplgnted |.'cd|o), +21
Jumping, +8 Special Defence (Air x2, Ageing, Disease Xz,
Hunger, Pain, Toxins), +1 Superstrength, *1 Tough

Derects i
1 Achilles Heel (Electrical damage), -1 Ism {Jealousy

prejudice), -3 Marked (Metal body), -1 Special Requirement
(Batteries require daily recharging)

ur, +1 Combat

Homo SupErion

This s a fairly conservative “perfect human” concept produced through human
genetic engineering (see Genetic Engineering, page 107). Such a “genetic elite” with
carefully selected genes (and a bit of discrete tinkering) might look like this.

Homo Supeion Temprare
Template Cost: 8 Points
STATS
*2 Body, +1 Mind, +1 Soul
ArTRiBuTes

*1 Features (Designer beauty), +2 Special Defence .
(Ageing, Disease)

Derecrs

-1 Ism (Jealousy or prejudice)

Customisation

One (or more) of these options can be added to the basic Homo Superior
template representing more radical genetic engineering, possibly including splicing
in gene sequences from other species:

o Super-Soldier — Add Body +2 (4 Points), Attack Combat Mastery +1 (2 Points),
Defence Combat Mastery +1 (2 Points), Heightened Awareness +1 (1 Point), and
Special Movement (Cat-Like) (1 Point). Final Cost: 10 Points.

Drone — Add Less Capable (Willpower) (2 BP); add Owned (1-3 BP). Final Cost:
-3 to -5 Points.

Transgenic Chimera — Add Features (Fur) +1 (1 Point), Heightened Senses
(Smell and Hearing) +2 (2 Points), Natural Weapons (Claws and Fangs) +2 (2
Points); increase Ism to (3 BP); add Marked (3 BP). Final Cost: 0 Points.

Mer-Person — Add Adaptation (Underwater) +1 (1 Point); Water Speed +2 (4
Points); add Marked (3 BP). Final Cost: 2 Points.

ArriFiciaL InTeLLisences (A1)

Aself-aware A.I is an artificial intelligence program that is capable of rational
thought and reasoning equivalent or superior to a human. In theory, an A.I will
be able to think much more quickly than a person, since its thought processes are
purely electronic rather than electrochemical. This means that there is always the
danger that a self-aware A.I will outsmart its creators, overcome any programmed
safeguards, and evolve in an unexpected fashion. Some “free” A.Ls may be
benevolent; others may not.

A.Ls are usually created by corporations who wish to make use of their super-
intelligence to run complex research or intelligence-gathering projects. Self-aware
AlLs are often portrayed as naturally “at home” in cyberspace, making them the
ultimate computer hackers. In cyberpunk fiction, they are usually a new or newly
mature technology and often very expensive. Their programs may be so complex as
to require huge state-of-the-art mainframes or supercomputers to run.

CHAPTER 2 1IEMPLATES
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True A.Ls are characters in their own right in cyberpunk worlds. An AL
should be created as a character; those owned by other characters should be
constructed as Servants.

A.Ls have Body, Mind, and Soul Stats, Attributes, and Skills, just like any
other character. Those that are embodied within static computer systems will,
however, have Defects such as Confined Movement and Physical Impairment (No
Limbs).

Atypical AL template is shown below, for a machine that is embodied within
a static computer system. Features (Major Gadget: Supercomputer) gives the A.L
the built-in capabilities of a supercomputer (page 109). Its Physical Impairments
and Special Requirements would be removed or reduced if the A.I. were embodied
within a mobile robot. Its Reincarnation Attribute assumes it regularly backs up its
memory off site; if destroyed, it will take its masters or minions at least a week to
get everything restored within a new computer system. Locating and corrupting or
destroying the backup can prevent its resurrection.

The Owned Defect is not included in the template, but many A.Ls — though
not all — will have the Owned Defect. (Owned would be inappropriate for an A.L
that is free-willed, nor is it appropriate if the A.I is a Servant, since the servile status
is assumed).

{ - ARTIFICIAL INTELLIGENCE - A A8
Posthuman SpECIES TEMPLATE @ ..;é

.1 TempLATE
Template Cost: 20 Points

GTATS
+1 Body, +3 Mind

ATTRIBUTES i
+4 Features (Major Gadget: supercomputer), +3 Remcorr)uhon
(Easy o stop; 1 week), +12 Special Defence (Air x2, Ageing, Disease

x2, Hunger x2, Pain, Poison x2, Sleep x2)*

Derecrs

1 Less Capable (Empathy), -1 Physical Impairment
(Cannot heal naturally), -2 Physical Impairment (No sense .of
smell or taste), -3 Physical Impairment (No limbs), -3 Special
Requirement (Plugged info power supply)

* Note: Special Defence Ageing was assigned because
while A.Ls can possibly outlive us, they presumubl.y do wear
out, too. Similarly, while an A.l. may not feel pain the way
humans do they are likely not immune to it whfen struck. they
may stagger back, temporarily crash, or otherwise experience
an analogous reaction fo pain as bits short out.

CHAPTER 3 1IEMPLATES

POCCESESS . 7,

fAnorom

An android is a humanoid robot designed to pass (at least superficially) as a
human. Some androids are as intelligent as humans; in other cyberpunk worlds, it
is impossible to miniaturise a self-aware computer to that degree, but androids may
still be teleoperated, or simply not very intelligent.

A typical android template is given below suitable. The GM may wish to
modify it to reflect various models or programming by adding Special Attributes
or Defects.

For a different (and less humanoid) robot see the Patrol Bug (page 114).

—
: - ANDROID - |
\ Dusmun_mr_l SPECIES TEMPLATE | ¢

£

i3
[
f:
]
K

Rnoromo Temprare
Template Cost: 10 Poins
STATS
*+1 Body, -1 Soul
Arriures

*+1 Adaptation
Gadget: Com,
Disease x2, Hun

Derecrs

(Noxious Gases), +2 Features (Minor
Neural Ja.ck), *11 Special Defence (Air x2
ger x2, Pain, Poison x2, Sleep x2), +2 Tough

-1 Achilles Heel (Electrical dama
gel, -2 Ism (Android
tr':afed as proRerf)’), -1 Less Capable (Empathy), -1 Masrl:erj
(No pulse, white blood, efc.), -1 Physically Impaired (No

natural healing), -2 Speci : i
rGCharging) 9 pecial Reqwremenf(Baﬂerlesneed regular

Customisarion NoTEs

Four typical model versions:

Combat model — Add Attack Combat Mastery +1 (3 Points), Defence Combat
Mastery +1 (2 Points), Heightened Senses (Infravision) +1 (1 Point), Jumping +1
(1Point), Superstrength +1 (4 Points). Final Cost: 11 Points.

Pleasure model — Add Features (Appearance x2) (2 Points). Final Cost: 2
Points.

Child Surrogate model — Body -1 (-2 Points), Features (Cute Appearance) (1
Point). Final Cost: -1 Point.

Non-Self Aware model — Features (Minor Gadget: Teleoperation Interface)
+1 (1 Point), Less Capable Intelligence and Intuition (-2 Points). Final Cost: -1
Point.

A humanoid robot that is obviously nonhuman (resembling a metallic or
plastic doll or skeleton) would have Marked at 2 or 3 BP instead but will often have
Armour 1 (3 Points). Owned or Wanted (if on the run) are very suitable Defects for
androids, but not part of its species template.










The three Stats represent your character’s basic abilities, but his or her
more specific acquired or innate talents and abilities are known as Attributes.
Any Character Points remaining after you have purchased Stats and templates are
available to acquire Attributes.

If you used templates to create your character you may not need to choose
Attributes, but you should look up each of the Attributes that are included in your
character’s templates. In many cases — but most especially if your template includes
Agents, Henchmen, Gadgets, Item of Power, Organisational Ties, or Servant — you
will need to make additional decisions to further define his or her abilities. For
example, if your occupational template includes Gadgets, you will need to determine
how many and what type of devices or weapons you possess as a result.

There are many different Character Attributes, each representing a particular
talent or special ability. Acquiring an Attribute or increasing it in Level requires
the expenditure of one or more Character Points depending on the Attribute’s
Character Point cost per Level.

Attributes can only be acquired above Level 8 with the GM's permission.

A few Attributes are restricted to only a specific number of Levels, while
certain others (such as Organisational Ties and Gadgets) can break the Level 8
ceiling without disrupting game play signifcantly.

The selection of Attributes is one of the most important steps during
character creation. Through Attributes, you define your character’s unique
capabilities compared to other individuals. Think carefully about the balance
between a few high-Level Attributes and a large number of low-Level Attributes.

If you find yourself needing more Character Points than you have been
assigned, consider burdening your character with one or more Defects (Step 6:
Defects, page 76). Each Defect can provide you with additional Character Points,
which can be used to acquire more Attributes or higher Stats.

ANNNANNNNN

[Munoane anp SpeciaL ATTRIBUTES

Attributes are each classed as either Mundane or
Special.

A Mundane Attribute is a talent that an unmodified human
being can possess. The Attribute may be extraordinary, but the
character is still an unmodified human despite possessing it. An
example of a Mundane Attribute is Combat Technique.

A Special Attribute is a power that marks the character as non-
human or parthuman (such as a cyborg, animal, or computer). It may
also be possessed by a device such as an Item of Power. An example
of a Special Attribute is Healing, lllusion, or Superstrength.

If you are choosing your Attributes rather than selecting
templates, you may only take Special Attributes with GM
permission. The GM may rule that Special Attributes are only
available if taken as part of a particular template; if so, the only
way to get a Special Attribute such as Superstrength would be
to choose to play a robot or have appropriate cyberware.

ANNANANNNNN

THIS POWER ISN'T VERY CYBERPUNK!?

Tri-Stat is a universal, effects-based game engine.
Therefore some of the options on the exhaustive list of Attributes
may not seem very cyberpunk, at first glance. As a rule, these
all fall under the Special Attribute designation. Still, it's easy to
understand that a normal Joe won't have Superstrength, but a
bouncer’s cyberarm could easily bend steel bars. What about
Attributes like Creation, Mimic Powers, or Nullify?

Many of these don't have immediate application in
generic cyberpunk worlds ... but then again, most do have some
use. Many will have the Restriction: Only in cyberspace. Others
will be used to qualify unusual situations, such as extreme
genetic modifications, designer drugs, bio-weapon lifeforms, or
even xenomorphic encounters. Others may be used for mecha,
superpowers, or magic — dX can handle anything, and thus

all the options are presented here, though we've presented
guidelines to facilitate your cyberpunk campaign.

Arrrisutes Cut From DA

Certain Attributes were cut from Tri-Stat dX, however,
if we couldn't find any way to justify in Ex Machina. These
include: Animal Summon/Control; ACV Knockback (from
Combat Technique); Combination Attack; Computer Scanning;
Damage Absorption; Damage Conversion; Duplicate; Energy
Bonus; Exorcism; Force Field; Grow; Immovable; Immunity;
Insubstantial; Mass Increase; Own a Big Mecha; Plant Control;
Pocket Dimension; Projection; Shrink; Special Attack Abilities:
Drain Energy, Knockback, Penetrating (Force Field), Quake,
Vampiric; Special Attack Disabilities: Drop Shields, Uses
Energy; Swarm; Telekinesis; Teleport; Transmutation; Tunneling;
Unknown Superhuman Power.

Any of these can be added from Tri-Stat dX with the GM's
permission (see The Tri-Stat dX Family, page 14).

[Monirvme ATTRIBUTES AND
Apsusting Pomr Costs

Players may occasionally find that an Attribute does not exactly match their
concept of how a particular power or capability should function. The GM (and,
with GM permission, the players) may redefine the effects of existing Attributes
to better suit particular character concepts. If the GM feels a changed effect makes
the Attribute significantly more or less powerful, he or she may alter its Point cost
to reflect this.

Additionally, the value of Attributes assumes the setting of the game
gives them a good chance of actually being useful in play. If a character is given
an Attribute that the GM decides is unlikely to have much, if any, utility in the
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campaign, he or she can reduce its Character Point Cost or even give the Attribute
away for free. If circumstances change and the Attribute becomes useful on a regular
basis, the character should pay for the Attribute with Character Points granted
through advancement (page 147).

Powen Mopirier Varues (PMVs)

Several Attributes can be modified by a variety of factors known as PMVs,
referring to Table 4-1: Power Modifier Values. These modifiers allow players
to customise their characters’ Attributes, making each Attribute unique to the
character. The description for each Attribute lists which PMVs are required, and
which are optional. Required PMVs must be assigned at a minimum of Rank 1.

PMV Cosr

Each Rank in a PMV costs 1 Character Point.
Aren

Area modifies the radius of influence of the Attribute, centred on either the
character (for Attributes with a Range of zero) or on a specific location (for Range
Rank 1 or higher).

Durarion

Duration determines the maximum period of time that the Attribute’s effect
will influence a target (requires no concentration to maintain after it is activated).
In most cases (with the exception of Mimic; page 53), this only applies when the
character is using an Attribute to affect someone or something else. Duration does
‘F not apply when using the Attribute to affect him or herself, since the character can

simply reactivate the Attribute at will. At the end of an Attribute’s Duration, its
EI!-:' effects will cease.

18 Rence

Range determines the distance at which the Attribute may be used. Range is
ameasure of how far away the centre of an Attribute can be manifested; it does not
determine the area or number of targets affected (see Area and Targets). Attributes
with the Range PMV at Rank 0 can only be used through contact with the target.
Alternatively, if the Attribute has the Area PMV above Rank 0, characters may
centre the effect upon themselves (or any other location within the Range).

TARGETS

Targets determines the maximum mass of objects and/or number of people,
asisappropriate, that the Attribute can affect. A Rank of zero indicates that only the
character can be affected; a Rank of 1 means that any single individual (including
the character) or appropriate mass can be targeted. It should be noted that the
target objects or people must still be within the Attribute’s Area and Range to
have an affect. For rules on using an Attribute against unwilling targets, see Using
Attributes Against Opponents, page 101.

Ztro Rank PMVs

What does it mean when an Attribute has an optional PMV at Rank zero?
Can the Attribute still work? How does it function?

For Area, it means the Attribute affects a pinpoint area even smaller than a
grain of sand. Unless the character is using the Attribute on him or herself or on
an incredibly small target, its effect is virtually insignificant, unnoticed to almost
everyone. It is appropriate to take the Area PMV at Rank zero if the character will
only use the power to affect him or herself.

Duration of zero means the Attribute has an instantaneous effect. Since the
effect of the Attribute vanishes instantly, nobody but the most perceptive people
will be aware that anything happened. Consequently, most Attributes that list
Duration as a PMV require it to be assigned, or the Attribute is virtually useless.

CHAPTER 4. ASSIGN ATTRIBUTES
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ARange of zero means that the Attribute can only be used on him or herself,
or when touching a target. This restriction is appropriate for many Attributes that
require contact to activate. 5 L

Targets at Rank zero means that the character can only affect him or herself
with the Attribute — it cannot be used on other targets. Many Attributes have Rank
zero Targets that only affect the character directly.

Consequently, if the character wishes to use his or her Attribute to affect other
people than just him or herself, assigning PMVs at Ranks 1 or higher is necessary.
If, however, the character simply wishes to affect him or herself, PMVs may not be
required for the Attribute at all.

(T

— | TrpLE £-1: Powen Mooirier VaLues .
— | Rank Area Duration ~ Range Targets =
= 0  pinpoint instantaneous touch self =
— 1 10em  lround 10m 1 Person/50 kg —
- 2 Im Srounds  100m 5 People/100 kg ~
- 3 10m 1min 1km 10 People/500 kg ¥
_ 4 100m 10 min 10km 50 People/1 tonne ol
5  1lkm Lhr 100km 100 People/5 tonne
| 6 10km 12hr -~ 1,000km 1,000 People/10tonne | —
= 7 100km 1day 10kkm  10kPeople/100 tonne J =
= 8 1000km  1week  100kkm 100k People/1,000 tonne | —
= 9 10kkm Imonth 1Mkm 1MPeople/10ktonne | —
— | 10 100kkm 6month 10Mkm 10MPeople/100k tonne | —

-pmys- )
How Do THEY wopk? |
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Chart allows players to creqte
Attribute. By assigning a certain
you will create different variations
MVs for Areq, Range, and Targets
on of the Attribute that works very
er's. In short, the PMVs allow you to

ndard mechanics and use them in new

The Power Modifier Value
distinct applications of the same
Rank in a PMV to gn Attribute,
of the base use, By using the P
you can create a specific versi
diferently than another charaet
push Attributes beyond their stq
and innovative ways.

ArTriBuTE PROGRESSION

The effects of each Attribute improve as its Level increases. Most Attribute
description indicates which column of Table 4-2: Progression Charts you should
reference when determining the game effect of the Attribute. For example, Agents
(page 43) has a Progression of “Slow.” When determining the game effect of Agents,
the player looks at the Slow column of Table 4-2: Progression Charts and cross-
references it with the Rank equal to his or her character’s Level in the Attribute.
Thus, if his or her character had Agents at Level 3, the character would command
four agents.




Some Attributes begin the progression at a higher Rank on the Chart. For
example, Flight (page 49) has a Progression of “Medium Progression Chart, starting
at 10 kph.” Thus, the Level 1 effect of Flight (10 kph) is equal to Rank 3, or two ranks
higher than the Level of the Attribute. Therefore, if a character had Flight at Level 6,
the player would reference Rank 8 on the Medium Progression Chart and see that

his or her character could fly at speeds up to 5,000 kph.

Stiome Up anp Down THE MeTRIC SeaLe

Since Tri-Stat dX uses the metric scale, converting between units of measure
is easy. For example, Creation has a Progression of “Medium Progression Chart,
starting at 1 kg.” Following Table 4-2, the Attribute at Level 7 would function at
1,000 kg. Of course, 1,000 kg equals 1 tonne, so the progression is effortlessly
converted to tonnes: Level 7is 1 ton, Level 8 is 5 tonnes, and so on.

DescripTIvE 0R SpeciAL PRocRESSION

If the Attribute indicates a descriptive progression, read the Attribute entry
for more information.

Linear Procression

If an Attribute follows a linear progression, the advancement per Level is
indicated clearly. For example, the entry for Tough reads, “Linear; +20 Health
Points each Level.”

Reversen ProcRession

A few rare Attributes require a reversed progression as the Level of the
Attribute increases. Contamination, for instance, has a Progression of “Time
Progression Chart Reversed, starting at 6 months.” Thus, the Level 1 effect for

(T

TasLE L-Z2: Procression CHARTS _

Rank Fast Medium Slow Time

1 1 1 10 Initiative
10 5 2 1 round
100 10 4 5 rounds
1k 50 8 1min
10k 15 10 min
100k 30 1hr
1M 1k 60 12hr
10M 5k 125 1 day
100 M 10k 250 1 week
1B 50 k 500 1 month
10B 100k 1,000 6 month
100B 500k 2,000 1year
1T 1M 4,000 10 year
10T 5M 8,000 100 years
100T 10M 15,000 1kyears
1Q 50 M 30,000 10k years
10Q 100 M 60,000 100 k years
100Q 500 M 125,000 1 M years
1 Quint 1B 250,000 10 M years
10 Quint 5B 500,000 100 M years

k=Thousand M = Million B =Billion
T ="Trillion Q= Quadrillion Quint = Quintillion

—_

W 0o ~1 O Ul = W b

Contamination is equal to Rank 11 on the Time Progression Chart. For each
additional Level of the Attribute, the Rank decreases by one.

ArrriBute ResTRICTIONS

Players may wish to assign the Restriction Defect (page 81) to one or more
of their characters” Attributes, thereby reducing the Attribute’s total cost by 1 to 3
Points (or sometimes more). The description of each Attribute lists some example
Restrictions that are appropriate for the Attribute. GMs, however, are always the
final arbiter of whether or not a Restriction is acceptable for an Attribute.

Arrrisute RepucTions

In addition, players can assign the Reduction Defect (page 81). Reductions
decrease the Attribute’s cost per Level by a number of Character Points, determined
by the severity of the Reduction. NOTE: An Attribute must always cost at least 1
character point.

ArrriBuTE EnTRIES

The Attribute entries in the following section indicate: the Character Point
cost; the Stat most often relevant to the Attribute’s use should a check be needed;
the associated required and optional Power Modifier Values; the Attribute’s Level
progression; several suggested limitations to the Attribute (for the Restriction and
Reduction Defects); and finally the Attribute’s game effects.

ATTRIBUTES
ApapraTION

TupE: Special

CosT: 1 Point/Level

Recevant STAT:  Body

Reourep PIMVs: ~ None

OprionaL PIMVs:  None

ProcRession: Linear; +1 environment each Level
Repuction: None

Restricrions: Time limit; no Armour; naked form only

The character can adapt to survive in a number of environments hostile
to ordinary humans equal to his or her Adaptation Level. Examples of hostile
environments include: acidic/basic liquids, extreme pressure, intense cold, intense
heat, noxious gases, radiation, underwater (the ability to “breathe” water), and
vacuum (low pressure, not the absence of air). Adaptation does not apply to non-
human characters whose natural environment is not the Earth’s atmosphere (such
as a cybernetic mermaid living in the ocean). In these cases, the character must
assign Adaptation (Earth Atmosphere) to survive in normal human environments.
Surviving in low- or no-oxygen environments is a Special Defence Attribute (page
65), not Adaptation.

The Attribute also provides 5 points of Armour against environmental
conditions and attacks similar to the adapted environment. For example,
Adaptation (Heat) provides Armour while in the desert heat and against fiery
blasts, while Adaptation (Pressure) provides Armour while deep-sea diving and
against a crushing gravity attack. In most natural Earth environments, this Armour
provides complete protection against the elements. Adaptation can thus be viewed
as a very limited form of the Armour Attribute in many situations. A character
with even Level 1 Armour gains the benefits of Adaptation against damage due
to environmental conditions. Armour does not protect against specific hostile
environments that have less tangible damaging effects, such as extra dimensional,
noxious gases, and underwater.
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— | TABLE 4-3: RrTRIBUTES i
— Cost per Relevant Cost per Relevant -
— | Attribute Name Level Progression PMVs Stat  Page  Attribute Name Level Progression PMVs Stat  Page | — S
— | Munone Arraipures: SoeciaL Arrrieutes (conTinuep): - B
= | Agents 5 Slow None Soul 43 Extra Arms 1 Slow None None 48 - :
Attack Combat Mastery 3 Linear ~ None None 44 Features 1 Linear  None None 48
~ | Combat Technique 1 Linear None None 45 Flight 23,4 Medium  None Body 49 "
~ | Defence Combat Mastery 2 Linear ~ None None 47 Healing 4 Linear ~ T/AR  Body/Soul 50 v
— | Divine Relationship 1 Linear  None None 47 Heightened Awareness 1~ Linear ~ Nome  Body/Mind 50 |
= | Extra Attacks 8§  Linear  None None 48 Heightened Senses 1 Linear ~ Nome  Body/Mind 50 | =
— || Extra Defences 3 Linear None None 48 Tlusion 1,2,3,4  Tast AD,T/R Mind 51 -
— | Features 1 Linear  None None 48 Invisibility 2or3  Linear None/AT  Body 51 | —
_ | Gadgeteer 2 Slow  None Mind 49 Jumping 1 Medium  None Body 52 |—
= | Cadgets 2 Linear  None None 49 [and Speed 1 Slow  None Body 52 | um
) Heightened Awareness 1 Linear ~ None  Body/Mind 50 Metamorphosis 5 Linear R, T/A,R Mind/Soul 53 B
y Henchmen Lor2 Slow None Soul 50 Mimic Powers 7orl0  Linear None/DR  Mind 53 ol
Highly Skilled 1 Linear  Nome  Nome 51  Mind Control 2,345 Vaiable DT/AR  Mind 56
~ | ltem of Power or4  Linear  None Soul 52 Mind Shield 1 Linear None/ART Mind/Soul 56 [~
= | Massive Damage 2or5  Linear None None 53 Natural Weapons 1 Linear None None 57 -
— | Organisational Ties  1,2,3 Descriptive None Soul 58 Nullify 7orl2 Linear T/ADR Soul 57 —
— | Servant 2or6  Linear None None 60 Power Flux 510,15,20 Linear  Special Variable 58 =
— | Tough 2 Linear  None None 67 Regeneration 6 Linear ~ None Body 59 | —
— | Unique Attribute 110 Variable Variable  Variable 68 Reincarnation 90or4 TimeRev  None Soul 59 -3
_ | Wealth 3 Medium  None None 68 Sensory Block 1 Linear  AD/R Mind 59 | _
SPECIAL ATTRIBUTES: Sixth Sense 1 Linear ~ A/None Soul 60
~ | Adaptation 1 Linear  None Body 42 special Attack lor4  Linear  None None 60 |
— | Alternate Form 2,3,0r9  Linear  None Body 44 gpecial Defence 1 Linear Nome  Variable 65 |
= | Armour Lor3  Linear  None Body 44 Special Movement 1 Linear ~ None Body 65 |7
— | Block Power lor6  Linear None/ADT  Soul 45 Speed 6  Medium None Body 66 |—
— | Contamination 2or4 TimeRev T/AR Body 46 Superstrength 4 Medium  None Body 66 |—
__ | Creation 20or3 Medium D/R Mind/Soul 47 Telepathy 1,2,3 Descriptive T/AR Mind 67 =l
o | Flasticity 2 Descriptive  None Body 47 Transfer 5or10 Linear  D/R Soul 68 |
__ | Enhanced [Stat] 2 Linear ~ None None 47 Unique Attribute 110 Variable Variable  Variable 68 -
Environmental Influence 1 Linear ~ AD/R Soul 48 Water Speed 9 Medium  None Body 68
HEEHTE Individual Agents are NPCs. All of the character’s Agents normally have
Tupe: Mundane identical Stats and Attributes, although Skills may vary. A character may have
Cos: 5 Points/Level

Recevant STaT: Soul
Reourren PMVs: — None
OprionaL PMVs: ~ None

Procaession: Slow Progression Chart, starting at 1 Agent
Repucrion: Built on fewer Character Points
Restricrions: Agents have further limited Stats/Attributes/Defects/Skills

The Agent Attribute represents mercenary employees, hired guns,
researchers, or fanatical followers. Unlike Henchmen, Agents are often well trained,
and can become reasonably dangerous. Agents fill the gap between Henchmen and
Servants, allowing for a squad of effective, capable followers.

CHAPTER 4. ASSIGN ATTRIBUTES

followers with varied Stats or Attributes, but each one counts as two Agents. Agents
are built on 30 Character Points, and have 10 Skill Points. For every additional +2
Points spent, however, they all gain 8 Character Points. It is recommended that
the Character Point total for the Agents not exceed one-quarter to one-half the
character’s Point total.

Agents will fight for the character, although they need not be soldiers. Many
advisors, scientists, or even lawyers fall under this Attribute. Agents, due to their
secondary nature to the story, should usually not have the following Attributes:
Agents, Henchmen, Servant, Special Attack, or Transfer.
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Atrernate Form

Tupe: Special

Coss: 2,3, or 9 Points/Level

ReLevant 5TAT:  Body

Reourep PMMVs: — None

OprionaL PITIVS:~ None

Drocression: Linear; +10 Character Points for the Alternate Form each
Level

Fewer Character Points awarded

Under certain conditions, time limit, requires special
equipment

Renucrion:
RestricTions:

A character with Alternate Form can instantaneously transform into one
other specific form that is determined during character creation and approved by
the Game Master. Once selected, the form cannot be altered. Alternate Form allows
the character to possess a radically different body shape than his or her normal
human form, and exhibit exotic physical features as well.

If a character only has a single, permanent, non-human form, this
Attribute should not be applied. Instead, the character must acquire the relevant
Attributes and Defects that best represent the form’s capabilities. A character
with several different Alternate Forms should assign this Attribute multiple
times. The Attributes gained in the character’s Alternate Form obviously cannot
be Dependent (page 78) upon the Alternate Form Attribute. Different Alternate
Forms can be built with different Attribute Levels as well. To create a character
with unlimited additional forms, see the Power Flux Attribute (page 58) with a
Shapeshifting speciality.

DarmiaL-Powere Form (3 Pomrs/LeveL)

The form is built from 10 Character Points for each Alternate Form Level,
which can be used to acquire Stats, Attributes, and Defects. The character’s Stats
all drop to zero and thus must be raised with the Alternate Form’s new Character
Points; Derived Values also must be recalculated. Additionally, the character’s
regular Attributes, Skills, and Defects no longer function in the Alternate Form,
though the GM may decide that some Attributes (such as Gadgets, Henchmen,
Organisational Ties, Wealth, and others) and some Defects (such as Achilles Heel,
Bane, and others) still retain their effects. Defects can also be assigned to the new
Form to provide additional Character Points. Unless the GM indicates otherwise,
normal clothing becomes part of the Alternate Form as well.

Fuve-Powenen Foam (9 Pomrs/Lever)

The form is built from 10 Character Points for each Alternate Form Level,
which can be used to acquire Attributes and Defects. The character retains all
the Stat Values, Attribute Levels, Skill Levels, and Defect Bonus Points associated
with his or her regular form. The newly acquired Attributes and Defects add to the
character’s normal form. If the character’s Stats are modified by the Enhanced [Stat]
Attribute or Less Capable [Stat] Defect, the Derived Values should be recalculated
as necessary. Unless the GM indicates otherwise, normal clothing becomes part of
the Alternate Form as well.

Cosmeric Cuances (2 Poinrs)

A“Level 0” option of the Alternate Form Attribute is also available at the cost
of 2 Character Points. This Level allows a character to undergo several cosmetic
changes that confer no additional abilities on the target. This includes: a 10% size
increase or decrease, change of gender, 50% age increase or decrease, colour changes
(eye, skin, or hair), and minor physical changes (shape of ears, facial features, or
bodily proportions). This can also add the Features (Appearance) Attribute or
Unappealing Defect.
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ARmour

TupE: Special

CosT: 1 or 3 Points/Level

Recevant STAT:  Body

Reourep PIMVs: ~ None

OprionaL PIMVs:  None

ProcRession: Linear; +10 damage reduction each Level

Repucrion: Reduced Armour values

Restricrions: Needs repairs; cumbersome and restricts movement; under
certain conditions

The Armour Attribute represents actual armoured plates, or simply skin
or clothing that is highly resistant to damage. It is most often found on combat
vehicles, cyborgs, androids, giant monsters, and powerful beings.

Armour reduces the damage that is inflicted on the character or structure
(see Chapter 7: Game Mechanics). Armour reduces the damage of each attack by
10/Level (20/Level for Shield). The base cost for Armour is 3 Points/Level.

A number of options are available for the Armour Attribute, which alter the
Attribute’s Point cost or modify the Armour’s effectiveness. The minimum Point
cost of Armou, regardless of options, is 1 Character Point.

PArTIAL

The Armour has a small thin area (half Armour value, -1 to Point cost) or an
unarmoured area (no Armour value, -2 to Point cost) that can be targeted using a
Called Shot (page 93). Point cost reductions apply to the total cost of Armour, not
the cost per Level.

OpTimisep ARMouR

The Armour is focused against a particular uncommon attack form. Eligible
attack forms include electricity, cold, laser beams, fire/heat, energy blasts, etc.
Armour cannot be optimised against broad categories such as blunt impacts or
piercing weapons, however. Optimised Armour provides doubled protection
against the chosen attack form only, and no protection against other forms. A
character can acquire both Optimised Armour and ordinary Armour by assigning
the Armour Attribute twice.

GwieLp Ony

The Armour does not cover the character’s entire body. Instead, it is a shield
that the user must deliberately interpose in front of a melee or unarmed attack
using a Block Defence (page 96). The character must also possess the Combat
Technique (Block Ranged Attacks) Attribute to use the shield in a Block Defence
against ranged attacks. If the character successfully defends, the shield’s Armour
can protect against 20 damage each Level (rather than 10). This option reduces the
cost of Armour to 1 Point/Level (rather than 3 Points/Level).

Arrack Comsat MAsTeRy
TupE: Mundane
CosT: 3 Points/Level
ReLevant Srar: None (uses Combat Value)
Reoumen PTMVS: — None
OprionaL PMVs: ~ None
ProcRession: Linear; +1 Attack Combat Value each Level
Repucrion: None
RestRictions: None
Attack Combat Mastery denotes either an innate “killer instinct” or the
character’s intimate knowledge of a wide range of offensive combat techniques
covering all aspects of armed and unarmed encounters (including Special Attacks
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and ranged weapons). Individual Combat Skills (page 75) let a character specialise
with particular weapons or specific styles, but Attack Combat Mastery allows a
character to pick up any weapon (or use none at all) and be dangerously proficient.
See page 84 for more information on the Attack Combat Value.

Brock Powen

Tupe: Special

Cosr: 1 or 6 Points/Level

ReLevant STaT: Soul

Reouen PIMVS:  None

Oprionat PMVs: Area, Duration, Targets

Procaession: Linear; -1 Check Value penalty to effect character using +1
specific Attribute each Level

Repucrion: More than one but less than all

RestRictions: Under certain conditions; against broad or specific group of

people; weak against an Attribute

Opponents have difficulty affecting the character with specific Attributes
because the Attributes’ effects are blocked. For 1 Point/Level the character can block
one Attribute at each Level, which must be determined during character creation
(or when Block Power is assigned as advancement). In the case of the Special Attack
Attribute, only another character’s single, specific attack is blocked (which reduces
an enemies chance to hit the character). For 6 Points/Level, the character can block
all Attributes, including all Special Attacks (they suffer a penalty to hit the character
but if they do hit, they have full effect). The Duration PMV only applies when the
character is using Block Power to stop specific Attributes from affecting a willing
or unwilling target, rather than him or herself. Targets cannot be blocked from the
effects of their own Attributes, however.

When an opponent targets the character, he or she must make a successful
Stat check at a -1 penalty for every Level of the target character’s Block Power

i Attribute. If the check fals, the Attribute does not affect the character (although
a multi-target Attribute may still affect the other targets). The base Check Value is
rt 4 determined by the “Relevant Stat” of the Attribute used. If no Stat is indicated, the

Soul Stat is used as a default. If the check succeeds, the target character s affected
by the Attribute as normal.

Comsat TecHniour

Tupe: Mundane
[ | N Cosr: 1 Point/Level
Recevan Srar: None (uses Combat Value)
4{ ) ReouRen PTMVs: — None
f i \ OprionaL PMVs:  None
L DrocRession: Linear; +1 technique each Level
.1 b Repucrion: None
j Restrictions: Under certain conditions; against broad or specific group of
'l' opponents; with specific weapons or weapon groups
|1" The Combat Technique Attribute allows a character to perform astounding

feats with a wide variety of melee or ranged weapons, or special attacks. For a listing
of penalties associated with some special combat manoeuvres, see page 95. Each
Level gives the character one combat technique; the Game Master will determine
if a specific manoeuvre can be assigned multiple times. The GM and players are
encouraged to develop their own combat techniques as well.

Accuracy

The character suffers reduced dice penalties when attempting an accurate
attack, such as striking at partial Armour, weak points, or vital spots, shooting at
longer-than-usual ranges. Accuracy is also used when attempting a special trick
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wall to shoot a target around a corner, and when using the Deflection or Reflection
techniques (see below). Each difficulty penalty is reduced by 2 (to a minimum of 0).
For example, attacking a vital spot (-8 penalty) would become a -6 penalty, while
firing at double range (-4 penalty) would receive -2 penalty.

Brinp Ficurime

The character does not suffer penalties associated with attacking or defending
with melee weapons or while unarmed in poor light, absolute darkness, or against
an invisible opponent.

BLinp Swoorms

The character suffers half penalties associated with attacking with ranged
weapons in poor light, absolute darkness, or against an invisible opponent. This
technique can be assigned twice to reduce the penalty to zero. The character must
be capable of detecting the general presence of the target, however, through one of
his or her senses (smell, hearing, sixth sense, etc.).

Brock Rancep Arracks

Under normal circumstances, a character cannot use a Block Defence (page
96) against a ranged attack. With this technique, a character gains this defensive
option.

ConceALmEnT

The character has an unearthly ability to conceal weapons about his or her
person. As long as the character has something to hide the weapons (even if it only
long hair or a light robe) the character’s weapons will not be noticed by anything
short of an actual physical search, and such a search is conducted at a -8 Check
Value penalty. A Special Attack weapon with the Concealable Ability is even harder
to find: searches suffer a-12 Check Value penalty.

DEFLECTION

If the character makes a successful Block Defence, he or she can deflect a
standard melee or ranged attack away harmlessly without damaging the blocking
object. The GM may decide that some types of attacks cannot be deflected. When
trying to deflect a Special Attack (page 60), the Block Defence roll is penalised: -2 for
each Level of the Special Attack.

HARDBOILED

The character is a survivor, willing to endure great pain and push his or her
body past normal limits. Each time this Technique is assigned, the character gains a
+10 bonus to his or her Shock Value (page 84).

Junce Opponent

The character can judge his or her opponent’s approximate Combat Value
and weapon Skill Levels from the foe’s attitude and posture even without actually
seeing him or her fight. Additionally, the character can accurately estimate the
opponent’s remaining Health Points. For both of these advantages, the GM may
decide to provide descriptive indications such as “your enemy is much better than
you with a sword, but if you nail him with both shotgun barrels, it will drop him”,
rather than saying “the enemy’s ACV is 12, with a Melee Attack (Sword) Skill of 2,
and he has 30 Health Points remaining.”

Leap ATack

The character can make leaping attacks, delivering additional damage
due to momentum. Any time the character has a higher Initiative than his or her
opponent, he or she may attempt a leaping attack. If the strike is successful (it hits
and the target fails a defence) the character gets an extra +5 bonus to damage and
may additionally add his or her Acrobatics Skill Level (if any) to the damage. If the
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character fails to hit, however, or the opponent succeeds with his or her defence, the
character is off balance and receives a -2 penalty to any further defence checks until
his or her turn to act in the following round.

Lichtnmng REFLERES

The character reacts quickly in combat and frequently outmanoeuvres
opponents. Each time this technique is selected, the character gains +5 to all his or
her Initiative rolls.

One Swot Lerr

The character will always have at least one projectile remaining for his or
her ranged weapon, even after an extended combat. This might be a final bullet in
a gun, arrow in a quiver, power cell in a laser, or stone in a sling. This option does
not remove the need to reload weapons in a game that uses realistic ammunition
rules, but rather assures that the character will not be forced to reload at a critical
moment. One Shot Left does not affect weapons or attacks built using the Limited
Shots Disability (page 64).

DPorTasLE ARmoury

The character will always have easy access to any weapon required for a
particular task, including illegal weapons and accessories not available to the
general public. The actual weapons and accessories must still be acquired via
the Gadgets Attribute (page 49), but remarkably, the character can access them
whenever he or she needs them instead of being forced to return to where they
are normally stored. Characters with Portable Armoury may also make field
modifications on their weapons, switching options such as laser sights or scopes
in a single round.

REFLECTION

If the character has the Deflection Combat Technique (see above) and makes
both a successful Deflection defence and a successful attack roll (which uses an
attack action), he or she can reflect a standard melee or ranged attack towards any
target within range (including the attacker) without damaging the blocking object.
This Reflection is treated as a normal attack against the target using standard attack
rules. The GM may decide that some types of attacks cannot be reflected.

Steapy Hanp

This is the ability to use Attack Combat Skills with ease while the character
is moving quickly (running at full speed, flying at high speeds, riding in a vehicle,
etc.) or otherwise engaged in complex stunts. This greatly reduces the penalties a
character normally suffers for attacking while in motion. Each penalty is reduced
by 2 (to a minimum of 0). A character with this ability may also use weapons in
conjunction with the Acrobatics Skill, and may aim while they are moving.

Two Wearons

The character can effectively fight with two melee or ranged weapons at
once against the same or different targets, provided both weapons are designed for
one-handed use. When using two weapons, the character can attack twice using
the normal Two Weapons rules (page 93), but the penalty for doing so is reduced
by 2 (to a minimum of 0). Alternatively, the character can attack with one weapon
and defend with another receiving a -2 penalty to attack checks he or she makes but
adding a +2 bonus to his or her defence checks vs. melee or unarmed attacks. This
bonus lasts until the character’s turn in the following round.

Weapans EncvcLopaenia

A character has the ability to recall the vital statistics and important quirks of
practically all known commercially available weapons. This includes, butis not limited
to, its general level of reliability as well as all vital statistics — material composition,
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manufacturer, ammunition capacity, calibre, model year, possible outfitted
accessories, etc. Characters without this ability will only have such information on
weapons they actually own or use regularly and will need to successfully roll a Mind-
based Military Science (Hardware Recognition) Skill check to recall important details.
In addition, Weapons Encyclopaedia also includes knowledge on acquiring weapons,
so characters will have a +4 bonus on any Street Sense or Business Management Skill
checks needed to locate or buy legal or illegal weapons.

[T

ConrAmmation

TupE: Special

Cost: 2 or 4 Points/Level

Recevant STAT:  Body

Reourme PIMVS:— Targets

Oprionat PMVs: Area, Range

ProcRession: Time Progression Chart Reversed, starting at 6 months
Repucrion: Partial effectiveness

Restrictions: Under certain conditions; specific targets; temporary change

This Attribute represents the character’s ability to transform other people
(or animals, or objects) into entities like him or herself. Frequently, this victim can
then contaminate even more people. The method should be specified when the
character is created. Perhaps the character’s blood or software carries an agent or
virus that, when ingested or run, mutates the person over a matter of hours or days.
Alternatively, the character might lay an egg or seed (real or metaphorical) in the
body of his or her prey, which will later hatch within the victim, killing him or her as
anew entity is born. Whatever the case, the conditions under which the victim can
become “contaminated” must be specified.
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For 2 Points/Level, contamination is “difficult” — the victim must be willing,
unconscious, or restrained for deliberate contagion to occur, or the target must
perform an unusual activity (such as removing the target’s brain and inserting it
inarobot body, or deliberately installing a new chip in someone’s head. Computer
viruses that are routinely stopped by normal anti-virus systems might also count
as difficult).

For 4 Points/Level contamination is “easy” — the contagion might be
the cyberpunk equivalent of a traditional werewolf attack, where a scratch or
bite results in a victim becoming transformed. This could be suitable for exotic
nanotechnology or super-effective computer viruses. The GM can add special
conditions, limitations, or effects to ensure that becoming a monster is a curse and
not a blessing.

o
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The higher the Level of Contamination, the faster the transformation
occurs. There should always be some means of curing or delaying the eventual
mutation, however. Possible cures include the death of the creature that inflicted the
contaminant, radical surgery, blood transfusion, or a successful mystical healing.

The GM will decide whether a player character who is turned into a new
entity remains in the player’s control or is reclassified as an NPC. Any retention
(dreams, memories, etc.) of the victim’s former existence depends on the nature
of the contamination and whether the victim has been “transformed,” “devoured,”
or “reborn” in the process. A person who has been successfully contaminated
will usually gain a certain number of Attributes “paid for” with the Bonus Points
acquired by assigning new character Defects (often including Cursed, Ism,
Marked, Permanent, and Owned, the last one representing servitude to his or her
new master). Thus, an artificially intelligent computer virus might infect other
computers and take them over, or turn them into entities like itself. The GM should
be wary of potentially undesirable possibilities such as a free willed nanotech-based
robot character infecting the entire group of characters, thereby creating an entire
group of super-nanobots.
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The Contamination Attribute usually allows the creator or mother some
measure of control over the newly transformed character. In these instances, the
Level of Contamination is added as a favourable modifier to any Mind Control
attempts performed against the subject.

A variation to Contamination inflicts the target with some sort of curse
or disease, rather than transforming him or her into a different type of creature.
Examples of these afflictions include rapid ageing, debilitating diseases, sensitivity
to speciﬁc elements, etc.

CRERTION

TupE: Special

Cost: 2 or 3 Points/Level

ReLevant 5TAT:  Mind or Soul

Reourmen PMVs:  Duration

OprionaL PMMVs: ~ Range

Procaession: Medium Progression Chart, starting at 1kg

Repucrion: Very specific utility

Restricrions: Under certain conditions; creation is visually flawed; limited

control over actual object created

This Attribute allows a character to create a non-living object (or set of
connected objects, like clothing or a gun and its ammunition). Creation costs 3
Points/Level if the character can create anything (within the limits of his or her
Level). It costs 2 Points/Level if the creation is limited to a general class of objects
such as “metal,” “weapons,” “clothing,” or “food.”

The character cannot create new objects outside his or her experience.
The character could create a book, painting or videotape, but the content must
be something with which he or she was already familiar. Likewise, a character
who had no familiarity with guns could not create one using Creation. The GM
may choose to require a Mind Stat check (or relevant Skill check if the character
attempts a particularly complex creation. Failure may indicate the created object
does not function properly, or is otherwise flawed; this is especially applicable
when creating complex technological devices. Unless the GM decides otherwise,
Creation is only able to make objects that could be classified as Gadgets; it cannot
create Items of Power.

The created object will remain in existence for a period of time indicated by
the Duration PMV.

Derence Comsat IMasTery

Tupg: Mundane
Cost: 2 Points/Level
Reevant Srar: None (uses Combat Value)

Reouren PIMVS:— None
Oprionat PMVs:  None

DrocRession: Linear; +1 Defence Combat Value each Level
Repucrion: None
Restricrions: None

Defence Combat Mastery denotes either an innate “danger instinct,” or the
character’s intimate knowledge of a wide range of defensive combat techniques
covering all aspects of armed and unarmed encounters (including Special Attacks
and ranged weapons). Individual Defence Combat Skills (page 75) let a character
specialise with particular weapons or specific styles, but Defence Combat Mastery
allows a character to pick up any weapon (or use none at all) and still proficiently
defend. See page 84 for more information on the Defence Combat Value.
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Tupe: Mundane 4
Cosr: 1 Point/Level
ReevanT STAT: ~ None
Reoumen PMVs: — None
Oprionat PIMVs: ~ None

Divne ReLaTionsHip S i Q

Procression: Linear; +1 dice re-roll per game session each Level
Renucrion: None
ResTricTions: Time limitation; combat checks; Stat/Skill checks

A character possessing a Divine Relationship may have powerful forces acting
as his or her guardian, which can beneficially influence the outcome of important
events. Alternatively, the character may be really lucky, have great karma, or can
subtly influence his or her surroundings with thought alone. This relationship
is represented through the re-rolling of undesirable dice rolls (this includes
undesirable re-rolls as well). The player may choose to use the original roll, or any
of the re-rolls, when determining the success of the action. The Level dictates the
number of times dice can be re-rolled in a single role-playing session, though the
GM can alter this time frame as desired.

ELasTICITY

Tupe: Special

Cosr: 2 Points/Level
ReLevant STAT:  Body
Reoumen PMVs: — None
Oprionat PMVs: ~ None

ProcRession: Descriptive
Repucrion: Attribute always used in same way
RestRictions: Time limit; naked form only; stretching inflicts pain

The character can stretch or contort his or her limbs and/or body to a
superhuman degree, perhaps as a result of telescoping robot or cybernetic limbs.
Increased Levels not only provide greater flexibility, but also the control over
fine manipulation (such as using a stretched finger to move specific tumbling
mechanisms on a key lock). At high Levels, characters can squeeze under doors and
through small holes, as well as mimic crude shapes. While stretched, the character
receives +1 Unarmed Attack/Defence (Grappling) Skill bonuses for each Level of
Elasticity. Extremely malleable characters — who can contort their bodies into
a virtually unlimited number of shapes to gain the benefits of other Attributes
— should acquire the Power Flux Attribute (page 58), rather than Elasticity.

LEVEL 13 The character can stretch 1 (L1), 2 (L2), or 3 (L3) body parts up to 5x
their regular dimensions.

LEVEL L+ The character can stretch his or her entire body. The length the body
can be stretched follows the Medium Progression Chart, starting at 10

metres (Level 4).
Enancep [5tar]
Tupe: Special
Cost: 2 Points/Level

ReLevant S5TaT: None
Reoummen PIMVs: — None
Oprionac PMVs: ~ None

DracRession: Linear; +1 Stat Value each Level
Repucrion: None
ResTRIcTiONs: Only under certain conditions, time limit, does not apply to

all dice rolls

This Attribute is useful when a character should have one or more high Stat
Values, but the player wants to indicate that the elevated Stats were gained after a
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particular event (such as cybernetic enhancement) occurred. For most instances,
assigning Character Points to the Enhanced [Stat] Attribute or to the Stat directly
results in the same benefit: a character with a Body of 15 or a Body of 7 with
Enhanced [Body] at Level 8 both have a Body of 15.

EnviRonmenTAL [nFLUENCE

Tupe: Special

Cost: 1 Point/Level

ReLevant STAT: — Soul

Reouien PMVs: Area, Duration

OprionaL PMMVs:  Range

PRocRession: Linear; influence over +1 environment each Level

Repucrion: None

RestRictions: Very specific influence effect, only under certain conditions,
easy to counteract

The character can initiate minor influence over environmental conditions such
as light, darkness, heat, cold, sound, specific weather conditions, etc., as determined
by the GM. The control is not sufficient to inflict significant damage on individuals or
objects within the Area PMV of influence unless the target is particularly susceptible
to damage from that environment (such as delicate plants dying from cold air). For
damaging environmental effects, the character should acquire the Special Attack
Attribute (page 60) with the Dependent Defect (page 78). For enhanced influence over
the environment (such as weather control), see Power Flux (page 58).

ExTra ARmS

Tupe: Special

Cosr: 1 Point/Level

ReLevanT 5TAT:  None

Reourep PMMVs: — None

OprionaL PITIVS: ~ None

PRosaession: Slow Progression Chart, starting at 1 extra arm

Repucrion: None

Restricrions: Extra arms are cumbersome; arms only function sometimes;
arms are awkwardly placed

Unless indicated otherwise, all characters possess two arms and hands. By
assigning this Characteristic Attribute, the character can acquire more. An “arm”
is defined loosely as an appendage that can reach out and manipulate objects. A
trunk, tentacle, or prehensile tail is an arm; an appendage that simply ends in a gun-
barrel, melee weapon, stump, or tool mount is not. Legs with paws or feet are not
usually considered to be “arms” unless the character has good manipulation ability
when using them (such as the way chimpanzees can use their feet to grasp objects).
Extra arms are useful for holding onto several things at once, but do not give extra
attacks (for that ability, see Extra Attacks Attribute, below).

Possessing only one arm or no arms is reflected by the Physical Impairment
Defect (page 81).

ExTRA ATTACKS

Tupe; Mundane

Cost: 8 Points/Level

ReLevanT STAT: ~ None

Reoumen PMMVs:  None

OprionaL PMVs: ~ None

PRosRession: Linear; +1 attack per round each Level

Repuction: Less often than each round

ResThicTions: Extra attacks must all be similar in nature; only extra melee
attacks; only extra ranged attacks

This Attribute reflects the character’s ability to use every offensive combat
situation to his or her benefit. Each round, the character may make one or more
additional offensive or non-combat actions. In addition, unless two or more
opponents are very close together, armed or unarmed hand-to-hand attacks must
target the same person.

The GM must decide when the character can use his or her extra attacks. The
suggested method spreads the actions roughly evenly over the character’s Initiative
range. For example, if a character had three attacks and rolled an Initiative of 18,
he or she would attack on Initiative numbers 18, 12, and 6. If the enemy rolls an
Initiative of 35 and has 5 attacks, he or she can attack on Initiative numbers 35, 28,
21, 14, and 7. This option has the advantage that it spreads actions over the entire
combat round, but it involves the player paying closer attention to the Initiative
numbers. Alternatively, the attacks may be carried out at the same time during the
character’s single Initiative.

ExTRA DEFENCES

Tupg: Mundane

Cost: 3 Points/Level

ReLevanT S5TAT:  None

Reourrep PIMVs:  None

OprionaL PMVs: ~ None

PRogRession: Linear; +1 defence per round each Level

Renucrion: Less often than each round

RestRicTions: Extra defences must all be similar in nature; only extra melee
defences; only extra ranged defences

This Attribute reflects the character’s ability to use every defensive combat
situation to his or her benefit. Each round, the character may make one or more
additional defensive or non-combat actions. Additionally, penalties for performing
more than one defensive action each round only apply after the extra defences are
used. For example, a -4 penalty is applied to the fifth defence for a character with
Level 3 Extra Defences.

FERTURES

TupE: Mundane/Special

Cost: 1Point/Level

ReLevant 5TAT:  None

Reouiren PMVs: — None

OprionaL PMMVs: ~ None

ProcRession: Linear; +1 feature each Level
Repucrion: None

Resricrions: None

The character possesses various secondary abilities that grant useful, but
minor, advantages.

Special Features are typically possessed by non-humans or humans who
have undergone bioware or cyberware modifications and reflect various, minor
biological or technological advantages. Examples of racial features include
homing instinct, secondary eyelids, longevity, a pouch, feathers, soft fur, moulting
ability, scent glands, diagnostic equipment, gyrocompass, etc. A wide range of
other Attributes covers other more useful features such as gills, wings, fangs, and
enhanced senses.

A Mundane Feature is appearance, representing beauty, cuteness, or good
looks. Assigning appearance multiple times indicates heightened levels of extreme

beauty.

Note: A minor Gadget (page 49) that is implanted into the body is a Feature;
an implanted major Gadget counts as four Features.
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Tue: Special

Cos: 2,3, or 4 Points/Level
ReLevant STRT: — Body

Reournen PMVs: — None

Oprionat PMVs: ~ None

Procaession: Medium Progression Chart, starting at 10 kph

Repucrion: Limited control

Restricrions: Under certain conditions; time limit; Stat/Skill check
required to fly safely

A character with Flight can fly through an atmosphere or in space. The
method used to achieve flight can vary greatly: wings, rotors, rockets, or some
other technique. Flight can also represent the ability to move three-dimensionally
in cyberspace.

Depending on the speed at which the character is moving, opponents may
suffer a penalty to hit the character (see Attacking Moving Targets, page 96). A fast-
moving character may have an attack penalty as well.

Flight costs 4 Points/Level if the character can hover and fly at variable
speeds, take off and land vertically, or stop in mid-air. This is the most common type
of flight possessed by characters.

Flight costs 3 Points/Level if the flyer cannot hover, but instead flies like a
normal airplane. Thus, the character needs a smooth surface or running start for
landing and take off, and must maintain a minimum speed (at least 1/10 of his or
her maximum speed) once airborne to avoid crashing.

Flight costs 2 Points/Level if the flyer is either a Skimmer/Hovercraft or a
Glider:

Ckimmer | HovERCRAFT

The character is limited to skimming no more than a metre or two off the
ground or water. He or she may be riding on a cushion of air, magnetic lines of
force, for example.

GLIDER

The flyer can only become airborne if he or she launches from a high place
(like a tree or rooftop) or from a fast-moving vehicle. Additionally, he or she can
only gain speed by diving, or gain altitude by riding thermals.

GADGETEER

TupE: Mundane
Cost: 2 Points/Level
Recevant STaT:  Mind
Reouirep PIMVs: — None
OprionaL PMVs: ~ None

Procaession: Slow Progression Chart, starting at 2x normal building rate
Repucrion: Very specific utility
ResTricrions: Under certain conditions; specific types of machines;

requires expensive/consumable equipment

The character has an innate knack for creating, modifying, and working
with complex machines. Unlike someone who is merely well trained in a particular
technical skill, a Gadgeteer is a natural and is able to flip through a tech manual for
an advanced technology in 30 seconds and figure out a way to repair the machine
in an hour or so. Most Gadgeteers have high Levels in Electronics and Mechanical
Skills as well.

A character with this Attribute can also build new and modify existing
Gadgets at an astonishing rate, provided he or she has appropriate parts and
facilities. In game terms, this means he or she can modify existing Gadgets or
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technology-based Items of Power by exchanging Attributes and Defects, as long
as the overall Point total is unchanged. A Gadgeteer can also build Gadgets and
Items of Power, but their creation requires the character to allocate the appropriate
number of Character Points.

Alternatively, the GM may describe this Attribute as “Software Gadgeteer,”
that allows a character to reprogram software Items of Power by exchanging
Attributes and Defects.

GADGETS

Tupr: Mundane
Cosr: 2 Points/Level
ReLevant S5TAT:  None
Reouirep PIMVs: — None
OprionaL PMMVs:  None

PRosRession: Linear; +1 major and +4 minor Gadgets each Level
Repucrion: Only major or minor Gadgets
Restricrions: Limited functioning; poor workmanship; consumable

The Gadgets Attribute represents a character’s access to useful equipment.
A key feature of cyberpunk is brand-name technology. Almost every Ex Machina
character should take at least one Level of Gadgets, and many will take multiple
Levels.

Characters do not need to spend Character Points for items that are legal,
inexpensive, and mundane in the campaign setting (such as clothing, a backpack,
aknife, or consumer goods), unless taken in quantity (GM’s option). For example,
“acomplete tool box” would be a single minor Gadget; a single wrench is mundane.
GMs may ask players to allot Points to this Attribute, however, if their characters
will begin the game with numerous pieces of equipment to which the average
person might not have easy access such as weapons, body armour, or specialised
professional equipment.

Gadgets cannot include secret prototypes or other equipment that is
significantly more technologically advanced than what is standard in the setting
(instead, see Item of Power Attribute, page 52). It can include common civilian
vehicles appropriate to the setting (for example, a car, truck, motorbike, or even
helicar in many cyberpunk worlds). Less common or more expensive vehicles
should count as several items of gear. The GM always has the final say on whether or
not an item is available to the characters. Some examples of Gadgets can be found in
Chapter 10; using these as a base, the GM can create the statistics of other items.

Although characters may have items that are owned by the organisations to
which they belong, they still must acquire these items as Gadgets if they will make
regular use of them (though the Conditional Ownership Defect may apply; page
78). Thus, a police officer would use Gadgets for a pistol, police car, or handcuffs,
although these items are property of the police department. This rule is intended
mainly for play balance and, naturally, the GM has final say on this issue.

Each Level in this Attribute permits the character to take one major and four
minor Gadgets. Alternatively, the character can exchange one major Gadget with an
extra four minor Gadgets (or vice-versa). Use the guidelines below to differentiate
between major and minor Gadgets:

Minor

The item is somewhat hard to get, or rather expensive. It is something
available in a shop or store or from a skilled artisan, but it costs as much as an
average person’s weekly or monthly wage. Alternatively, the item can be less
expensive but needs a license or black market contact to acquire. Non-standard
items that modify or improve other items of gear, but are not functional by
themselves (for example, a scope for a rifle, silencer for a pistol, or a supercharged
engine for an automobile) are also minor Gadgets.
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Classic cyberpunk examples of minor Gadgets include: weapon and vehicle
modifications, handguns, premium medical kits, night vision goggles, designer
drugs, burglary tools, expensive tool kits, and a wearable com or personal deck.

MaJjor

The gear is usually illegal for civilians, but it may be issued to an elite law
enforcement agency, a soldier, or a government agent. Examples of major Gadgets
include sniper lasers, tactical armour, and grenade launchers. Major gear can
also include quite expensive but commercially available equipment such as a
supercomputer, workshop, air car, or motorbike. Very expensive items (such as an
airplane, utility helicopter, science lab, or medical facility) counts as two or more
items (GM's discretion).

Note: A Gadget that is implanted into the body is a Feature (page 48).

HeALING

Tupe: Special

Cosr: 4 Points/Level

ReLEvanT STAT: ~ Body or Soul

Reguiren PIMVs: Targets

OprionaL PMVs: Area, Range

PRosRession: Linear; +20 restored Health Points each Level

Repuction: Fewer Health Points restored

Restaicrions: Specific targets; specific wound types; character suffers
damage when Healing others

This Attribute allows a character to heal a target’s injuries (including him or
herself; for continuous healing, see the Regeneration Attribute, page 59). At higher
Healing Levels, the character can also revive someone who is “clinically” dead but
not actually brain-dead (Level 3+), repair massive trauma such as lost limbs or
organs (Level 5+), or restore a character who was cut in two (Level 7+). No healer
can repair someone who was blown to bits, disintegrated, or dead for more than a
few minutes, however.

The Attribute Level dictates the maximum number of Health Points that
healers can restore to a particular target in a single day. This cannot be exceeded,
even if multiple healers work on a subject; the combined Health Points restored
cannot exceed the maximum Health Points that the character with the highest Level
of Healing could restore. The subject must have at least a full day’s rest before he or
she can benefit from any additional healing.

HeiGHTENED AWARENESS

Tupe: Mundane

Cost: 1 Point/Level

ReLevanT STAT: ~ Body or Mind

Reourrep PMMVs: — None

OprionaL PMMVs: ~ None

DracRession: Linear; +2 Check Value bonus each Level

Repucrion: None

Resthictions: Under certain conditions; situations detected by only one
sense; specific situations

The character possesses a high degree of situational awareness. He or she is
usually very alert and receives a Check Value bonus to notice nearby hidden things,
such as concealed objects, ambushes, or anything else related to sensory awareness.
The bonuses of Heightened Awareness are cumulative with those of Heightened
Senses (page 50).

HEIGHTENED SENSES

TupE: Special

Cosr: 1Point/Level

ReLEvAnT STAT: ~ Body or Mind

Reoumen PTMVs: - None

OprionaL PIMVs: ~ None

DrocRession: Linear; +1 sense or technique each Level

Repuction: None

ResTricTions: Under certain conditions; weakened technique; adverse
effects upon detection

A character with Heightened Senses has one or more senses that have been
sharpened to a superhuman level of acuity. It can represent either the preternatural
sharpening of a specific sense honed by special training (such as a blind person’s
trained sense of touch) or the enhanced senses of a technologically augmented
character. Additionally, several Levels of Heightened Senses can reflect the
capabilities of sensors built into spaceships and other commercial or military
vehicles. For each Level of the Heightened Senses Attribute, the character will either
gain one enhanced sense (Type I) or one sense technique (Type II). The character
must make a successful Body Stat check to detect and pinpoint a specific target
within a large area (for example, to listen to a specific conversation thought the
background noise of the city).

The Heightened Awareness Attribute (page 50) allows for a lower Level of

enhancement for all of a character’s senses.

Tupe |

One of the character’s five senses — hearing, smell, vision, taste, or touch
—is enhanced, and can operate over an area of several city blocks (as appropriate).
The character may take the same sense twice, which doubles the effect and extends
the area of detection. A character using a Heightened Sense has a +4 bonus (+8 if the
sense was heightened twice) on Stat checks that relate to using that sense to perceive
things that someone with human-level senses might conceivably notice.

Tupe Il

The character has one Heightened Sense technique, which extends beyond
human capabilities. Examples of techniques include: electric current detection;
infravision; magnetic field detection; microscopic vision; radar sense; radio
reception; sonar detection; ultrasonic hearing; ultravision; vibration detection; X-
ray vision. Most techniques only work at short range, often requiring line of sight.

HEncHmEN

Tupg: Mundane

Cost: 1 or 2 Points/Level

Recevant Star:— Soul

Reourrep PIMVs:  None

OprionaL PIMVs: ~ None

PRocREssion: Slow Progression Chart, starting at 1 henchman

Renucrion: Fewer Henchmen available

Restaicrions: Limited to specific type of henchmen; henchmen consume
the character’s resources; henchmen have further limited
Stats/Attributes/Defects/Skills

The Henchmen Attribute represents the extent of a character’s loyal and
dedicated human resources. Henchmen — sometimes known as groupies, stooges,
toadies, or flunkies — are always eager to carry out the character’s commands, and
ask for very little in return. They always aim to please, even at their own expense.
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For 1 Point/Level, the Henchmen are not warriors; they may get in the way
of an enemy, or fight in self-defence, but will not attack. For 2 Points/Level, the
Henchmen will take up arms at the request of their master. For specific talented and
loyal battle-ready followers, see the Agents or Servant Attribute (page 43 and 60).
Mercenaries who the character hires for specific tasks are not Henchmen, since they
have an agenda and expect compensation.

Individual Henchmen are NPCs. All of the character’s Henchmen normally
have identical Stats and Attributes, although Skills may vary. A character may have
followers with varied Stats or Attributes, but each one counts as two Henchmen.
Each Henchman should be built on 20 Character Points (plus any Defects) and 10
Skill Points. Clearly, most Henchmen have focused abilities and numerous Defects
(often including Inept Attack, Inept Defence, Less Capable, Marked, Not So Tough,
Owned, and Wanted) to raise their Stats and Attributes to competent levels. The 1
Point/Level Henchmen should not possess the Attack Combat Mastery, Massive
Damage, or Special Attack Attributes, nor should they have Combat Skills.

HiGHLY SKILLED

Tupe: Mundane
CosT: 1 Point/Level
Retevant 5TaT: None
Reourmen PIMVs: — None
Oprionat PMVs:  None

DrocRession: Linear; +10 Skill Points each Level
Renucrion: None
Restaicrions: None

A character with this Attribute is more experienced or better trained than
an ordinary person, and as a result has more Skill Points (page 72) than an average
adult. Acquiring several Levels of the Highly Skilled Attribute is the ideal method
for creating a versatile character.

[LLUSION

TupE: Special

Cost: 1-4 Points/Level

ReLevant STaT: ~ Mind

Reourep PMVs: Area, Duration, Targets

OprionaL PMMVs:  Range

PRocRession: Fast Progression Chart, starting at 10 cm radius area
Repucrion: Illusion always the same

Restricrions: Under certain conditions; illusions are flawed in some way;

usage inflicts pain
The character can create mental Illusions that fool one or more senses. An
Illusion appears to be real to the targeted observers but is not really there; it has
no physical substance, and characters who are not the target of the Illusion are
unaffected. In Ex Machina, an Illusion is normally taken with a Restriction that
limits it to working in cyberspace or a virtual reality.

An Illusion may be of a particular object or entity, or of a complete scene
(such as a furnished room or crowd). It may also be created over an existing
person, scene, or object to make it appear different than it really is. An Illusion
that is untended is normally static, either remaining in one place or (if created over
something) moving as the underlying object or entity moves. To give an Illusion
the semblance of independent activity (such as an illusionary person or crowd that
moves and speaks) the character must actively concentrate on manipulating the
Illusion, and perform no other actions. The maximum amount of time an Illusion
will remain in existence is dictated by the Duration PMV.

For 1 Point/Level the character can create Illusions that deceive one sense,
usually sight (sense must be determined during character creation). For 2 Points/
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Level they can deceive three senses, usually sight, hearing, and smell. For 4 Points/
Level they can deceive all senses. No matter how realistic the Illusions, however,
they can never cause physical sensations intense enough to inflict damage. An
illusionary fire may feel hot, and a character may believe that he or she is burning,
but the fire cannot actually deliver damage. To create Illusions capable of injuring
targets, the character should possess a Special Attacks Attribute (page 60) which is
tied to the Illusion Attribute through the Dependent Defect (page 78).

A character can normally maintain only a single llusion at a time. The ability
to maintain multiple llusions at once costs the character an extra 1 Point for every
distinct Illusion the character can sustain simultaneously after the first. Thus, “Illusion
Level 3 (Sight only, four Illusions)” would cost six Points: three Points for Level 3 (one
sense) and three more Points for being able to sustain four Illusions at a time. A
group of objects or entities within the Area PMV, such as a furnished room, a swarm
of insects, or a horde of charging opponents, counts as a single Illusion rather than
several. If a character is already sustaining his or her maximum number of Illusions
and wishes to create another one, an existing Illusion must first be dispelled.

Level the Illusions can deceive two senses, usually sight and hearing. For 3 Points/ i':". Q
¥t

An Illusion may have two types of areas: the Area PMV, and the area
determined by the Attribute Level. The Area PMV reflects the maximum area in
which the Illusion may be created, while the Level-related area dictates the actual
size of the Illusionary image. Thus, an Area PMV of Rank 6 (10 km) with Attribute
Level 3 (10 metres) means that any image up to 10 metres in radius (such as a school
bus) can be created, and moved around within a location that has a 10 km radius
(such as a medium-sized city).

In order for the character to create a convincing lllusion of something
complex, the GM may require a Mind Stat check. The GM can add modifiers
depending on how familiar or unfamiliar the character is with the scene that is
being simulated. The GM may also give the character a +1 bonus for every Level he
or she has in excess of the minimum Level needed to create an Illusion. For example,
if a character with Illusion Level 5 decides to create an image with an area radius of
one metre (a Level 2 effect), a +3 Check Value bonus applies (Level 5 — Level 2 =
+3). If the check fails, the character’s Illusion has some subtle flaw in it; the character
creating it may not be aware of this until someone else points it out, however.

Whether or not an observer recognises an Illusion for what it actually is
depends on the circumstances and should be adjudicated by the GM. For example,
if a character creates a visual-only Illusion of a tiger, it may easily fool everyone if it
is afew hundred metres away, butif it comes close to the characters, the fact that it is
not making any sounds will be obvious. Its lack of a tiger’s scent will probably only
be a clue to someone who has Heightened Senses (Smell). The audio-only Illusion
of a tiger roaring from behind a closed door, however, should fool just about anyone
.. at least until they open the door and see that there is nothing actually there. If
appropriate, the GM can require Body or Mind checks to “see through” an Illusion;
if successful, the Illusion disappears.

[nvisIBILITY

Tupe: Special

Cosr: 3 Points/Level
ReLevant STAT:  Body
Reoumen PMVs: — None

Oprionat PMVs: Area, Targets

ProcRession: Linear; invisibility to +1 sense or technique each Level

Repucrion: Partial effectiveness

RestRictions: Time limit; invisible to certain types of characters; naked
form only

This Attribute will completely hide the character from one or more senses
or detection methods. In Ex Machina it usually represents a technological cloaking



device of some sort. To represent the ability to jam or obscure senses over an area,
see the Sensory Block Attribute (page 59).

For each Invisibility Level, the player selects one sense or technique to which
the character is “invisible.” Senses include the human range for sight, hearing,
taste, touch, or smell. Detection techniques include: astral; ethereal; infrared;
mental; radar; radiation; sonar; spiritual; ultraviolet; vibration. In Ex Machina it is
suggested that the most common forms of Invisibility — sight and hearing — cost
2 Attribute slots rather than only 1.

While the character may not be detected using specific methods, indirect
evidence can still reveal the character’s presence. For example, a character who is
invisible to sight will still leave footprints in muddy ground. Similarly, a vase that is
knocked from a table by a character who is invisible to sound will still make noise
as it smashes on the floor.

In normal combat situations involving human or nearly human opponents, a
character who is invisible to sight has a great advantage. Once the invisible character
gives away his or her general position (for example, by firing a gun, attacking with
asword, or shouting) he or she can be attacked, but there is a-4 penalty for anyone
within melee range and -8 for anyone at a greater distance. Heightened Awareness
and Heightened Senses can reduce this penalty, as can the two Combat Techniques,
Blind Fighting and Blind Shooting (page 45). This penalty is halved if using an Area
or Spreading attack on the invisible character.

[Tem oF Power

TupE: Mundane

Cosr: 3 or 4 Points/Level

ReLevant Stat: Soul

Reourep PMMVs: — None

OprionaL PITIVS:  None

DRocression: Linear; +5 Character Points for item building each Level

Renucrion: Fewer Character Points awarded

Restricrions: Under certain conditions; limited functioning; item’s
Attributes are only partially conferred

This Attribute describes any exotic, usually portable item that directly
enhances a character in some way (perhaps by conferring Attributes), or one that
serves as a useful tool or weapon. An Item of Power usually represents advanced
technology or new prototypes. More ordinary but useful items (such as a car or gun)
are covered by the Gadgets Attribute (page 49) unless using the optional rules on
creating vehicles with Item of Power. Special weapons that others can use are often
designed with Ttem of Power, with Points allocated to the Special Attack Attribute
(page 60).

In Ex Machina, Items of Power represent state-of-the-art or experimental
technology fresh out of corporate or military labs: cutting-edge computers or
computer programs, secret weapons, designer drugs, even modular implants that
can slot into cyborg bodies. Items of Power can be a defining element of some
character archetypes, such as hackers and street samurai.

Each item is built using up to 5 Character Points per Level of the Item of
Power Attribute, which can be used to assign Attributes. Assigning Defects to the
item earns Bonus Points, which are used to acquire additional Attributes for the
item. Defects that cannot usually be assigned include: Conditional Ownership,
Famous, Ism, Marked, Nemesis, Owned, Red Tape, Significant Other, Skeleton in
the Closet, and Wanted. Players selecting this Attribute must have a discussion with
the GM to determine what abilities the Item of Power possesses and how it works.
The player, with GM approval, may also create specific abilities for Items of Power
using the Unique Attribute (page 68). An Item of Power may be combined with a
mundane, minor, or major Gadget (such as a car that can fly).

The item costs 4 Points/Level if it is difficult for the character to misplace or
for an enemy to steal/knock away, or it is almost always with the character. Examples
include jewellery, frequently worn clothing, or equipment the character carries with
them always. The item costs 3 Points/Level if it is easier for the character to misplace
or for an enemy to steal/knock away, or it is often distant from the character.
Examples include thrown weapons, armour that is stored when not in use, and
vehicles or equipment that stay at the character’s home until needed.

Additionally, the total Point cost (not cost per Level) for the Item is increased
by 1 if it can only be used by a small subset of individuals (Restricted Use). For
example: only characters with a superhuman Body Stat, only Artificial Intelligences.
The total Point cost is increased by 2 if the Item can only be used by the character
(Personal Use); this restriction cannot be reconfigured by someone with the
Gadgeteer Attribute.

Items that cannot be lost or stolen, such as objects that are implanted in or
fused to the character’s body, are not Items of Power. In these cases, the items are
considered part of the character and thus the player should use Character Points
to acquire the relevant Attributes directly. If a character requires a specific object,
or group of objects, to act as a focus when using one or more of his or her innate
Attributes, Item of Power does not apply; see the Special Requirement Defect
(page 82).

Jumpin

TupE: Special

Cost: 1 Point/Level

Recevant STAT:  Body

Reourrep PIMVs: ~ None

Oprionat PMVs:  None

ProsRession: Medium Progression Chart, starting at 5 times normal
distance

Repucrion: None

ResTRicTions: Under certain conditions; need running start; damage
inflicted upon landing

With this Attribute, the character can jump great distances (and land
without injury) but cannot actually fly. Jumping does not enable a character to
exceed the character’s normal maximum running speed (or swimming speed for
aquatic characters capable of leaping). Consequently, unless the character also has
the appropriate Level of the Speed Attribute (page 66), long-distance jumps may
require several round, minutes, or hours to complete. For example, a character
with a Body Stat of 10 can sprint approximately 60 metres/round . If the character
jumps a distance of 120 metres, he or she will be airborne for two rounds rather
than finishing the jump in just one (120 + 60 = 2). The advantage to jumping, rather
than running, however, is the character can ignore terrain and is not fatigued as the
character would be if he or she had to run the same distance. See Jumping (page 52)
in Chapter 9: Game Mechanics for additional jumping rules.

Lan Speen

TupE: Special

Cost: 1 Point/Level

Recevant STAT:  Body

Reoumen PMMVs: - None

OprionaL PIMVs: ~ None

PRocREssIon: Slow Progression Chart, starting at 8 kph
Renucrion: Limited control

ResTricTions: Half-speed off-road; road-bound; time limit
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The Land Speed Attribute allows the character to move at a reasonable pace
when travelling on the ground. The method used can vary greatly: bionic legs,
powered armour, wheels, tracks, or some other technique.

Levels 3 and lower (typically slower than a normal person can move) are
useful for vehicles built as Items of Power, which have no running speed, but can
still be helpful for characters since someone who opts to use Land Speed can travel
all day without getting tired.

Depending on the speed at which the character is moving, opponents may
suffer a penalty to hit the character (see Attacking Moving Targets, page 96). A fast-
moving character may have an attack penalty as well.

A character with Land Speed cannot accelerate to his or her top speed
immediately (this distinguishes Land Speed from the Speed Attribute); this also applies
to deceleration. Maximum acceleration or deceleration is one Level of Land Speed per
round. Land Speed is non-cumulative with the Speed Attribute; use whichever gives
the highest speed (which may change from round to round, if accelerating).

Typical Restrictions (usually used to represent wheels) are half-speed off-road
(1 BP) or road-bound (bogs down when off a road; 2 BP).

Massive Damace

Tupe: Mundane

Cosr: 2 or 5 Points/Level

ReLEvANT STAT:  None

Reouen PIMVS: — None

Oprionae PIMVs: None

PRocRession: Linear; +10 damage each Level

Repucrion: Less damage delivered

RestRictions: Under certain conditions; against specific opponents; one
attack type is excluded

A character with the Massive Damage Attribute knows precisely how and
where to hit any opponent in order to inflict incredible amounts of damage.

For 2 Points/Level, additional damage is only inflicted when the character
uses one specific weapon type, Special Attack (page 60), or method of attack;
this attack is defined during character creation. For example, it might represent a
special talent with a weapon (such as guns, blades, blunt weapons), knowledge of a
particular martial arts technique, or ability with a specific Special Attack.

For 5 Points/Level, this knowledge can be applied to all forms of physical
combat including armed, unarmed, martial arts, and ranged weapons, as well as
Special Attacks or vehicle weapons.

Naturally, the character’s attack must be successful to inflict any damage.
Physical strength is not the key to delivering massive damage in an attack; the
ability to sense a weakness is far more important. The capacity of Massive Damage
to augment any kind of attack makes it a very useful Attribute for a combat-oriented
character. For more information on physical combat and damage, see page 97.

INETAMORPHOSIS

Tupe: Special

Cosr: 5 Points/Level

RELEVANT STAT:  Mind or Soul

Reoutrep PMVs: Duration, Targets

OprionaL PMMVs:  Area, Range

Procaession: Linear; adding +1 Character Point or adding/removing +3
Bonus Points each Level

Repucrion: Change fewer Character Points and/or Bonus Points

ResTricTions: Specific targets; limitations on Attributes/Defects that can
be changed; limited to several distinct changes

CHAPTER 4. ASSIGN ATTRIBUTES

The Metamorphosis Attribute allows a character to transform others into
alternate forms by adding Attributes to, or adding/removing Defects from, the
target character. This usually represents the use of advanced nanotechnology. The
maximum duration of this change is dictated by the Duration PMV. Additionally,
this Attribute requires a Targets PMV at Rank 1 minimum. If the target
character successfully makes a Body or Soul Stat check (whichever is higher), the
Metamorphosis attempt does not work. The GM may rule that Metamorphosis
automatically fails if the subject’s new form could not survive in the present
environment. Consequently, a character could turn an enemy into a goldfish, but
the attempt would only work if the target was currently in water. This prevents this
ability from being used as a quick way to instantly kill an opponent. Again, GMs
may waive this restriction where appropriate (such as for a villain in a cyberpunk
horror campaign). In order to transform him or herself, the character needs the
Alternate Form Attribute (page 44).

For each Level of Metamorphosis, the character can assign 1 Character Point
to a target’s Attributes (or PMV Rank). This can either raise the target’s current
Attribute Level, or result in the target gaining a new Attribute. Alternatively, for
each Level the character can add 3 Defect Bonus Points to, or remove 3 Defect
Bonus Points from, a target. To negate Attributes, see the Nullify Attribute (page
57). Cosmetic changes that confer no additional abilities on the target, but do not
fall under the Marked Defect, are considered a 1 Bonus Point change total (for
all changes). This includes: change of sex, 50% apparent age increase or decrease,
colour changes (eye, skin, or hair), and minor physical changes (shape of ears, facial
features, or bodily proportions).

Unless the GM indicates otherwise, Character Points gained through
Metamorphosis can only be used to add Levels to the following Attributes:
Adaptation, Armour, Elasticity, Extra Arms, Features, Flight, Heightened Senses,
Jumping, Natural Weapons, Regeneration, Special Defence, Special Movement,
Speed, Superstrength, and Water Speed. Additionally, only the following
Defects can be changed: Awkward Size, Diminutive, Ism, Less Capable, Marked,
Not So Tough, Physical Impairment, Sensory Impairment, and Unappealing.
Metamorphosis is not intended for transforming people into stone or other forms
where they would be effectively immobilised. In order to do that, use the Special
Attack Attribute (page 60) with the Incapacitating Ability.

IMimic Powens

Tupe: Special

Cost: 7 or 10 Points/Level

ReLevant 5TAT:  Mind

Reourep PIMVs: — None

OprionaL PMVs:  Duration, Range

DrocRession: Linear; +1 Attribute each Level

Repuction: More than one but less than all

ResTRICTIONS: Trade Attribute with target; specific targets; limitation on

Attributes/Defects that can be mimicked

Upon a successful Stat check, the character can temporarily mimic any
Attribute, Stat, or Skill Level of any single target character within the Range PMV
distance. The Mimic Powers Attribute Level determines the maximum Attribute or
Skill Level that can be mimicked. Stats Values (at any rank) can be imitated when
Mimic Powers reaches Level 5 or higher. The Level of a mimicked Attribute/Stat/
Skill only replaces the character’s corresponding Level (if applicable) if it is higher;
the character’s Attribute/Stat/Skill Level cannot decrease through Mimic unless
a specific Restriction is assigned. The character gains the benefits of a mimicked
Attribute as long as indicated by the Duration PMYV; it is recommended that GMs
not allow Duration past Level 6 for Mimic Powers.
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For 7 Points/Level the character can only mimic one Attribute/Stat/Skill
at any single time. For 10 Points/Level, the character can mimic all Attributes/
Stats/Skills simultaneously at the appropriate Levels (as indicated above), from
one character or many. To create a character that steals a target’s Attributes for
his or her own use, assign both the Mimic and Nullify (page 57) Attributes, linked
through the Dependent Defect (page 78).

IMimp ControL

TupE: Special

Cosr: 2-5 Points/Level

ReLevant STAT:  Mind

Reouiren PMVs: Duration, Targets

OprionL PMMVs:  Area, Range

DRocression: Variable; see below

Repucrion: One aspect of thought only

Restrictions: Under certain conditions; usage inflicts pain; target
remembers the control

This Attribute allows the character to mentally dominate other individuals.
The Duration PMV Rank cannot exceed the Attribute Level without GM
permission. In Ex Machina, Mind Control is usually only applicable if restricted to
software entities (representing the forced reprogramming of them) or individuals
who are jacked into computers, chipped, connected to a brainwashing device, etc.

Mind Control costs 5 Points/Level if it can be used on any entity with a
Mind Stat of 2 or higher (animals are excluded). It costs 4 Points/Level if it works
on broad categories (“any computer” for example). It costs 3 Points/Level if the
category is more specific and less useful (“anyone using a neural jack”). Finally,
it costs 2 Points/Level if the category is very specific (“any robot with a ZyMax
operating system”). The effects of Mind Control should be role-played. If necessary,
the GM can take over the character, although it is more fun if the player (with GM
guidance) continues to play the character.

Initiating Mind Control requires a non-combat action (page 96). Rather than
making an attack check, however, the character must successfully make a Mind
Stat check (if attacking multiple targets, roll only once). If the Mind Stat check is
successful, the target gets a defence check, but, instead of using Defence Combat
Value (page 84), the base Check Value is his or her Mind or Soul Stat (whichever is
greater). When controlling a large number of people, an estimated Mind and Soul
Stat average for the entire group could be used. At every odd Level (1, 3, 5, etc.),
the character receives a +1 bonus to his or her Check Value when attempting to
Mind Control a target. At every even Level (2, 4, 6, etc.), the target also receives a-1
penalty to his or her Check Value when attempting to defend against Mind Control
(or when trying to break established contact; see below). At Level 7, for instance, the
character gains a +4 bonus while the target suffers a-3 penalty. A character needs to
defeat an opponent in Mind Combat (page 100) to toy with his or her emotions (for
example, giving the opponent new fears or a prejudice).

Once Mind Control is established, it remains in effect until either the
Duration PMV expires, or until the target breaks free from the control. A target
may attempt to break control under two circumstances: whenever he or she is given
a command that conflicts with the nature of the character, and whenever the GM
deems it appropriate for dramatic effect. To break control, the target must make a
successful Mind or Soul Stat check (whichever is higher), modified appropriately by
the Mind Control Level of the initiating character.

AcamsT TARGET's TNATURE

If a Mind Controlled target is commanded to perform an action that he or
she would not willingly do under normal circumstances, the target can attempt to
break control. Additionally, the target may receive a bonus if the action goes against

his or her nature. The more distasteful the target finds the command, the greater
the Check Value bonus. For mildly distasteful actions (such as licking an enemy’s
boots), no bonus is given. For highly distasteful or undesirable actions (such as
stealing from an ally or disobeying an owner a robot is programmed to protect), a
+4 bonus is given. Finally, for exceptionally distasteful or undesirable actions (such
as attacking an ally), a +8 bonus is given. Note that these bonuses are cumulative
with penalties associated with the controlling character’s Mind Control Level.

\Unen HE GIM DeEms AppRopRIATE

Ifthe character commands his or her target to perform a number of mundane
activities (clean the house, fetching a drink of water, etc.), the GM may decide
the target does not receive an opportunity to break established control. Even a
seemingly inoffensive command such as “sit in the closet” or “go to sleep,” however,
may have a drastic impact on the lives of others if a bomb is about to explode in
the train station or the target is piloting an airplane at the time. In these instances,
the GM may give the target a chance to break free of the Mind Control even if the
target does not regard a command as dangerous or distasteful (which would present
an opportunity to end the control). This option puts the GM in direct control of
the situation, which will benefit the campaign. Naturally, the GM can also apply
modifiers to the Stat check that are cumulative with penalties associated with the
controlling character’s Mind Control Level.

A character need not control every thought and action of his or her victims
but can allow them to live normal lives until they are needed; these targets are
known as “sleepers.” Additionally, people who have been Mind Controlled will not
remember events that occurred during the time period they are controlled and will
have a gap in their memories (unless a Restriction is assigned).

The GM may allow a character to temporarily boost his or her Mind Control
Attribute by one or two Levels against a single individual who is his or her captive by
“working” on the subject for a day or more. This bonus can represent concentrated
brainwashing techniques or dedicated study of a subject.

Player Characters should only be placed under Mind Control for extended
periods of time in exceptional circumstances.

Minp SHiELD

TupE: Special

Cost: 1 Point/Level

ReLevant S5TAT: ~ Mind or Soul

Reourrep PIMVs: ~ None

Oprionat PMVs: Area, Range, Targets

ProcRession: Linear; effective increase of +1 to the Mind and Soul Stats
each Level

Repucrion: None

RestRictions: Time limit; against specific characters; against one type of
intrusion

A character with Mind Shield is protected against mental intrusion. In
Ex Machina this usually refers to attempts to “hack into” his or her mind (or
reprogram a computer or robot) using some technologically-based form of
Telepathy or Mind Control, and represents a defensive device or software. A
character with Mind Shield can detect and gain Check Value bonuses to block
attempts to read or control his or her mind by a character with the Telepathy or
Mind Control Attributes (pages 67 and 56). The bonuses also apply during mind
combat (page 100), and against a Special Attack with the Mind or Soul Attack
Ability (page 63). Additionally, each Mind Shield Level provides 10 points of
“Mind Armour” that are used for defence during mind combat or against attacks
with the Mind or Soul Attack Special Attack Ability.
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Narunrat Weapons

Tue: Special

Cost: 1Point/Level
RELEVART STAT:  None
Reouren PIMVS:— None
Opriona PMVs: ~ None

DrocRession: Linear; +1 Natural Weapon each Level
Repucrion: None
Resthicrions: Against specific targets; less damage; slow to use (Initiative

penalty)

The character has one or more relatively mundane natural weapons, such
as sharp teeth, claws, tentacles, etc. Natural weapons are normally possessed
by animals, but could also represent technological capabilities that mimic such
abilities, such as an android or cyborg with retractable claws. More powerful
Natural Weapons can be designed using the Special Attacks Attribute (page 60),
with the Melee Disability.

The character possesses one Natural Weapon per Level. Possessing more than
one such natural weapon gives the character a wider variety of attack forms. Normal
damage inflicted by a successful attack is outlined in Chapter 8: Game Mechanics
(page 85).

Hands, feet, a heavy tail, ordinary teeth, or hooves are not normally counted
as Natural Weapons since they are (relatively) blunt, and thus only inflict normal
unarmed damage (equal to the character’s Attack Combat Value).

CLAws oR SpIxEs

The character possesses sharp talons or spikes on his or her fingers, paws,
or feet. In addition to regular damage, the claws inflict 10 additional damage when
used in melee combat. This attack uses the Unarmed Attack (Strikes) Skill.

Fancs., Beax, or ITlAnDIBLES

The character has very sharp teeth, or alternatively, a beak or insect-like
mandibles. This natural weapon inflicts only 5 damage above normal damage in
melee combat, but a successful strike that penetrates Armour gives the character
the option to maintain a biting grip and continue to inflict equivalent damage in
subsequent rounds. These additional attacks are automatically successful, but the
opponent can break the hold with a successful defence check. While the attacker is
maintaining a biting grip, his or her own ability to defend is impeded: the attacker
cannot use weapons to defend, and suffers a -4 defence check penalty against all
attacks. This attack uses the Unarmed Attack (Bites) Skill.

Horns

These are large horns on the head, used for butting or stabbing. Horns add
5 extra damage to normal damage in melee combat but are exceptionally effective
if the character charges into battle. If the character wins Initiative against an
opponent and has room for a running start, he or she can lower his or her head
and charge. A successful attack will deliver normal attack damage, plus 20 (rather
than 5) damage. If a charge fails to connect (the character fails the attack check or
the opponent makes a successful defence check), the charging character will be off
balance and suffers a -2 penalty on defence checks for the remainder of the round
and a -4 Initiative roll penalty on the following combat round. This attack uses the
Unarmed Attack (Strikes) Skill.

GpINES

The character is covered in nasty spikes, quills, or sharp scales. Anyone who
wrestles with the character automatically takes damage equal to the character’s
Attack Combat Value each round. This damage is in addition to any attack damage
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shredded unless they are armoured. L
TAIL STRIKER A
If the character has a combat-ready tail it can be equipped with spikes, a WHd
e —

stinger, or other similarly nasty weapon. It is difficult to strike with a swinging
tail (-2 attack check penalty), but, since it is flexible, it is usually harder to dodge
(opponent suffers a -4 defence check penalty). The attack inflicts normal unarmed %
damage. This attack uses the Unarmed Attack (Strikes) Skill

TENTACLES

One or more of the character’s limbs — or possibly his or her hair
— are actually tentacles. A character with tentacles gains a +2 bonus to his or her
Unarmed Attack and Unarmed Defence Skill Level when engaged in a grappling
attack or defending against one. Tentacles are also difficult to avoid in combat
(opponent suffers a -2 defence check penalty).

NuLLiry

Tupe: Special

Cosr: 7 or 12 Points/Level
ReLevant 5TaT: Soul

Reouimen PMMVS:  Targets

Oprionat PMVs: Area, Duration, Range

PRocression: Linear; +1 Attribute each Level

Repucrion: More than one but less than all

Restaicrions: Under certain conditions; against specific targets; against

specific Attributes

With a successful Soul Stat check, the character can temporarily render
the Attributes of other characters unusable within the Area PMV. This is usually
taken with a restriction that limits the targets to software or electrical machines to
represent either viruses or electromagnetic pulse attacks. The Nullify Attribute Level
determines the maximum Attribute Level that can be nullified. The character can
nullify an Attribute as long as indicated by the Duration PMYV; it is recommended
that Duration not extend past Level 6 for Nullify.

For 7 Points/Level the character can only nullify one Attribute each combat
action. Thus, a character with Extra Attacks Level 3 can Nullify four Attributes each
round. For 12 Points/Level, the character can nullify all Attributes simultaneously
at the appropriate Levels (as indicated above).

Nucwiry (Dram)

For an additional 3 Points/Level, this Attribute can be specified as a Nullify
(Drain). At each Attribute Level, the target’s single Attribute (at 10 Points/Level) or
multiple Attributes (at 15 Points/Level) are reduced by one Level, to a minimum of
Level 0. For example, if a character with Level 5 Nullify (Drain) at 15 Points/Level
targets a character who has Level 3 Armour, Level 7 Flight, and Level 8 Tough, the
target is reduced to Level 0 Armour (3-5=0), Level 2 Flight (7-5=2), and Level 3
Tough (8-5=3). If, instead, the character only had regular Nullify, the Flight and
Tough Attributes would be unaffected since they are above Level 5 Attributes.

If the character uses Nullify (Drain) on the Special Attack Attribute, only
damage is reduced (-20 damage for each Nullify Level). None of the Attack Abilities
are affected directly, though the effectiveness of Abilities that depend on the
amount of damage delivered will be reduced.

To create a character that steals a target’s Attributes for his or her own
use, assign both the Nullify and Mimic (page 53) Attributes, linked through the
Dependent Defect (page 78).
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Tupe: Mundane
CosT: 1-3 Points/Level

ReLevant 5TaT: Soul
Reoummen PIMVs: — None
OprionaL PMMVs: ~ None

PRosRession: Descriptive
Repucrion: Very specific utility
Restaicrions: Favourably connected with only part of the organisation;

character’s connection results in conflict; high price to pay

Organisational Ties represents a character’s close relationship with a
hierarchy of some sort that grants him or her access to respect and privileges.
Monetary advantages are usually covered by the Wealth Attribute (page 68), while
access to special equipment may be represented by the Gadgets Attribute (page
49). Examples of organisations include mercenary outfits, powerful corporations,
organised crime rings, secret guilds and societies, governmental positions, and
some religions. For campaigns in which all players belong to the same organised
group, the GM may decide that Organisational Ties are not required. Consequently,
this Attribute is optional; the GM may prefer to treat organisation membership as
abackground detail instead.

The value of Organisational Ties depends on its importance in the setting. An
organisation that exerts moderate power within the setting is worth 1 Point/Level,
one that has significant power costs 2 Points/Level, and one that has great power
in the setting costs 3 Points/Level. Players should not assign this Attribute to
represent organisations that have very little power. The GM determines the extent
of the organisation’s influence. In a teen hacker campaign, the autocratic School

NN\

OrcanisaTion EXAMPLES

Here are some example organisations, with Point costs,
from three of the four campaign worlds (IOSHI uses Cred, page
291, instead of Organisation Ties). They are taken from the
campaigns’ sample characters.

Heaven Over Mountam

Forward Dance Company 1 Point/Level

Administration might wield “significant power,” while in most other settings
it would be completely trivial and not worth any points. Similarly, a criminal
organisation like the Mafia or Yakuza might count as “great power” (3 Points/Level)
ina traditional street level game, but merely as “moderate power” (1 Point/Level) in
a high-powered conspiracy game.

Normal organisations should be limited to a geopolitical area, such as a
single country. Global organisations, or those that span multiple geopolitical areas,
function at 2 Levels lower. For example, the president of a global megacorporation
needs to assign Level 12 to gain access to the Controlling Rank category (2 Levels
lower). Some organisations may be ostensibly limited to a single country, but the
higher ranks still have global influence. For example, the President of the United
States is a Controlling Rank (Level 10). Since the US has great influence across the
world, however, the position would be Level 12 (as if it was a global organisation).

Though only five Attribute Levels are described below, GMs can easily
extrapolate intermediate or higher Levels as required.

LEveL 2 Connected. Examples include a powerful political supporter, street level
Mafia contact, or a valued corporate employee.

LEvEL £ Respected Status. Examples include a Mafia “Wise Guy,” a junior
executive in a corporation, a city council member, an idol's manager’s
assistant, or an enlisted army soldier.

LeveL 6 Middle Rank. Examples include a Mafia “Captain,” a departmental vice-
president in a corporation, a junior congressional representative, or a
low- to middle-ranking army officer.

LeveL 8 Senior Rank. Examples include a senior vice-president in a corporation,
a US senator, or a high-ranking army officer.

LeveL 10 Controlling Rank. Examples include the boss of a crime syndicate,
the president of a corporation, US state governor, president of a small
nation, or leader of an independent, covert intelligence agency.

Powenr Frux

TupE: Special

CosT: 5, 10, 15, or 20 Points/Level

ReLevanT STAT:  Variable

Reourep PITIVs: Special (Duration reversed; see below)

OprionaL PIMVs: ~ None

DrocRession: Linear; +5 Flux Points each Level

Renucrion: One aspect of category

ResTRicTions: Under certain conditions; only raise or lower existing

Telvarson Hazard
Orbital Development Consortium

UnpERWOLD

Bloodworms

The Pack

Razor Saints
Mafia Family
PRIDE

Yakuza Clan

The Corporations

DeApaLus

Domestic Bureau
La Liberte
Regional Patrol (The Government)

2 Points/Level
3 Points/Level

1 Point/Level
1 Point/Level
1 Point/Level
2 Points/Level
2 Points/Level
2 Points/Level
3 Points/Level

1 Point/Level
2 Points/Level
3 Points/Level

Attributes, limitations on Levels exchanged

Power Flux represents extensive control over an element, ideology, natural
phenomenon, or sphere of influence. This is a very open-ended Attribute and
should be discussed with the GM at length to determine the effects and limitations
in his or her game. Proper use of Power Flux will not unbalance the game, but rather
can provide many opportunities for character innovation.

A character with this Attribute has a pool of reserve Character Points (called
Flux Points) that can be allocated to different Attributes as needed, within the
thematic category chosen by the player. This is most often taken to apply only
in cyberspace, and represents the ability of a powerful computer entity or super-
skilled hacker to reconfigure the “laws” of a particular virtual reality or cyberspace.
It can also reflect a character who has several different powered forms, or a
character who has little control over his or her range of Attributes (in conjunction
with the Unreliable Power Defect, page 83).

Power Flux uses a special PMV that follows the reverse of Duration, starting
at 6 months (Rank 1) and decreasing to 1 round (Rank 10). The GM may limit the
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Duration PMV to Rank 8 (1 minute) to ensure that the flow of combat is not impeded
by characters fluxing Attributes too frequently. This PMV represents how frequently
a character can change the allocation of Flux Points from one group of Attributes to
a different group, and not how long a character can use Power Flux. At low Ranks,
the character will be forced to use the same group of Attributes for extended periods
of time before he or she can use the Flux Points for alternates. At high Ranks, the
character can gain a complete new set of Attributes almost at will. Stats and Defects
cannot be raised or lowered with Power Flux (though the Enhanced [Stat] Attribute
may be altered). Fluxing some Attributes may require GM permission.

Minor or small thematic categories cost 10 Points/Level. Examples include
a classical element (water, fire, wind, earth), a limited concept or idea (lust,
protection, charm, pride), a minor aspect of nature (temperature, insects, sunlight,
clouds, orbits, sea creatures), or a limited sphere of influence (silence, cats, writing,
guns, a small locality, nutrition).

Major or large thematic categories cost 15 Points/Level. Examples include
a broad concept or idea (love, travel, strength), a major aspect of nature (weather,
magnetism, gravity, electricity, animals), or a broad sphere of influence (cities,
computer data, health, truth, manufacturing, fertility, weapons, drugs).

Primal or universal thematic categories cost 20 Points/Level. Examples
include core concepts and primary spheres of influence: Time, War, Death, Life,
Earth, Thought, Magic, Force, Math, Self, Law, Chaos, Creation, Heaven, Hell,
Dimensions, Dreams, and others.

If the character makes a successful Stat check (the relevant Stat is determined
by the GM), he or she can assign Flux Points to one or more Attributes that grant
powers that fit within the thematic category. A Flux Point is equal to one Character
Point, which can be assigned to the cost of the Attribute directly, or to the cost of
raising an Attribute’s PMV Rank. Under normal circumstances, Power Flux cannot
imitate the Transfer Attribute.

Limrrep Pomt Exciance

An alternate method of Power Flux only costs 5 Points/Level, but limits the
character to a small assortment of Attributes among which Character Points can
be exchanged. At Level 1, Character Points can be exchanged in any way between
the Level cost and PMV cost of any two Attributes, which are determined during
character creation. From Level 2 on, each Level adds one additional Attribute to
the list of Attributes that can be fluxed. For instance, if a character with this Level 3
Power Flux and Rank 4 Duration (1 day) has allocated 47 Character Points to four
fluxable Attributes (Armour, Flight, Special Attack, and Superstrength), he or she
can redistribute the 47 Points in any way over the four Attributes and their PMVs
once every 24 hours.

ReGEnERATION

TupE: Special

CosT: 6 Points/Level
Recevant STaT:  Body
Reouiren PMVs: — None
Oprionat PMVs:  None

DRocRession: Linear; restoration of +5 Health Points per round each Level
Renucrion: Fewer Health Points restored
Restrictions: Under certain conditions; specific wound types; regeneration

is not automatic
Characters with this Attribute automatically heal their own injuries, whether
the characters are awake, asleep, or unconscious. The character’s Health Points
cannot exceed their original total. At higher Healing Levels, the character’s body
will revive itself if “clinically” dead but not actually brain-dead (Level 3+), repair
massive trauma such as lost limbs or organs (Level 5+), or restore the character if
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cut into several pieces (Level 7+). The body cannot repair itselfif it is blown to bits
or disintegrated, however.

RemcarnaTion

Tupe: Special

Cost: 2 or 4 Points/Level
Recevant S5taT: Soul

Reouirep PMVs: — None

OprionaL PTMVs:  None

PRosRession: Time Progression Chart Reversed, starting at 6 months
Repucrion: Very specific utility
Restaicrions: Reincarnate after injury from specific weapons; alive for a

limited time; limited to a specific target group

If the character is destroyed, some of his or her essence may still survive. In
ExMachina, this is usually the result of technology: a digital memory backup, or the
ability to extract memories and tissue samples from a corpse and grow a new body.
If this remnant or backup can be salvaged, inserted into a new body, or otherwise
restored, in a matter of days or weeks and with proper care the character will be
restored to life in a new body similar to the original.

Reincarnation can be prevented in some way. This may be as simple as
burning, blowing up, or dismembering a body, or as difficult as hunting down
a backup copy from a secure memory bank protected within a fortified vault.
For 2 Points/Level, the Reincarnation is easy to stop; for 4 Points/Level, the
Reincarnation is difficult to stop. The GM and player must work together to
determine the parameters involved in preventing the rebirth.

SEnsory BLock

Tupe: Special

Cost: 1 Point/Level

Reevant STAT: ~ Mind

Reoumen PMMVs:  Area, Duration

OprionL PMMVs: Range

PRocression: Linear; +1 blocked sense or technique each Level
Repucrion: None

Restaicrions: Under certain conditions; against specific targets; time limit

A character with Sensory Block can cover the Area PMV with a field that
blocks specific senses or detection techniques. In Ex Machina this will usually
represent a technological enhancement such as a smoke grenade or radar jammer.
For each Level of the Sensory Block Attribute, the character can either block one
sense or enhanced sense (Type I) or one detection technique (Type II), which is
determined during character creation. The GM may allow multiple assignments to
the same sense or technique, which results in cumulative penalties. To fully block a
detection technique, see the Invisibility Attribute (page 51).

Tupe [

One of the five senses — hearing, smell, vision, taste, or touch — is partially
blocked. This may mean that individuals within the Area PMV cannot see well
(vision), cannot hear well (hearing), etc. Checks made by these individuals when
pertaining to the specific senses suffer a -4 penalty, which is cumulative with any
Heightened Senses bonus (page 50).

Tupe I

A detection technique is partially blocked. Examples of techniques include:
electric current detection; homing weapons; infravision; magnetic field detection;
microscopic vision; radar detection; radio reception; sonar detection; a specific
Sixth Sense technique; ultrasonic hearing; ultravision; vibration detection; X-ray
vision. Stat checks relating to these detection techniques suffer a-4 penalty.
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GERVANT
Tupr: Mundane

Cos: 2 or 6 Points/Level
Recevant 5TAT:  None

Reouirep PIMVs: — None

OprionaL PTMVs:  None
Procression:

Linear; Servant built using +8 Character Points each Level
Fewer Character Points awarded

Servant leads active life and is not always available; Servant
has conflicting agenda; communication barriers

Renucrion:
RestricTions:

The character has a sidekick or companion entity. It serves as a familiar, pet,
companion, or bodyguard. Examples of Servants could include: an augmented
animal companion, a robot, a sentient computer program, a dedicated and talented
henchman. Servants are NPCs controlled by the GM, but they will normally work
toward the character’s best interests. Nevertheless, they should have their own
personalities and may occasionally get into trouble of their own. Low Levels of this
Attribute best represent animal or mechanical Servants; high Levels are required to
create competent human (and superhuman) Servants.

This Attribute costs 2 Points/Level if the character is limited to one particular
Servant. If the character can dismiss the Servant and replace him or her with a
different one between adventures or during an adventure with suitable effort (GM's
option, such as reading a program, training a new recruit, or taming a new animal),
then the Attribute costs 6 Points/Level. A character can take the Attribute several
times to have multiple Servants.

Each Level of the Servant Attribute gives the player up to 8 Character Points
and 10 Skill Points with which to design the Servant. The Servant is created
exactly as a character with two exceptions. First, it may not possess the Servant
Attribute. Second, some relationship-based Defects should not be assigned due to
the Servant’s innate role as a character’s assistant. Thus, it is usually inappropriate
for a Servant to have the following Defects: Famous, Involuntary Change, Owned,
or Red Tape.

SIKTH SENSE

Tupe: Special

Cosr: 1 Point/Level

ReLevant 5taT: Soul

Reouren PIMVs:  Area

OprionaL PIMIVS:~ None

DRocression: Linear; +1 Sixth Sense each Level

Repucrion: None

ResTricrions: Under certain conditions; must actively use Sixth Sense;
vague or partial detection

Some characters have the ability to detect things that may be hidden to
normal senses or technological sensors, while others have affinities for specific
objects or people. Sixth Sense can reflect trained and acute senses or divine
intervention.

The character may sense one particular category of phenomenon per Level.
The player should define the category with the GM's approval (Sixth Sense is very
much a GM-defined ability). As a guideline, the character is automatically alerted
when something his or her Sixth Sense detects is in close proximity (minimum
of Area PMV 1 - 10 em radius area). The GM may require a Soul Stat check to do
this, with difficulty modifiers depending on the strength of the source of whatever
emanations the character can sense. The GM should give a bonus (+2 modifier or
more) if the character is touching the source.

A character who specifically concentrates on using his or her Sixth Sense may
gain more precise information on a successful Soul Stat check. The exact content
of this information is up to the GM. If the check succeeds, the GM may provide
the character with a few extra clues about the source such as “you think he is lying
to protect his wife.” If the check fails, the character will not gain any additional
information unless something happens, such as the phenomena becoming
stronger, or coming much closer. The GM should always try to use Sixth Sense
to plant clues that make a story more exciting, but not allow it to circumvent the
process of discovery in a mystery plot.

Examples of phenomena to which the character may be sensitive include
danger, electricity, elements, emotions, interpersonal dynamics, lies, magnetics, or
the use of specific Attributes or Defects.

Precocnrrion anp PostcocniTion

Alternatively, Sixth Sense can be assigned to represent precognition and
postcognition — the ability to access visions of past and future events. This option
is a GM-defined Special Attribute, however, which allows him or her limit its
application and scope within the campaign. For precognition, the Attribute’s Level
reflects the difference in time between the present situation and the future event
follow the Time Progression Chart, starting at 1 round. For postcognition, the
character can see back an amount of time equal to double the Attribute’s Level in
Rank on the Time Progression Chart, starting at 1 round (Level 1). For example, a
character with Level 5 Precognition can see 1 hour into the future, or 1 month into
the past with Level 5 Postcognition.

GoeciaL ATAck

TupE: Special

Cost: 1 or 4 Points/Level

ReLevant 5TAT: ~ None

Reoumen PMMVs: — None

OprionaL PMVs: ~ None

PRocRession: Linear; +20 attack damage each Level

Repucrion: Less damage delivered

ResTRicTions: Under certain conditions; usage inflicts pain; against specific
opponents

Some characters, such as cyborgs or robots, may have guns, missiles, or beam
weapons built into their bodies.

Special Attacks deliver a maximum of 20 damage per Level; actual
damage inflicted is determined by a roll on Table 9-6: Damage Percentage (page
97). Assigning one or more attack Abilities from the list on page 61 further
customises a character’s Special Attack. Each attack Ability taken reduces the
damage by 20 but adds an additional capability. Attacks may also be assigned
one or more attack Disabilities from the list on page 64. Each attack Disability
increases the damage by 20 but reduces the attacK’s utility by imposing some
form of limitation.

The player must assign the Abilities and Disabilities when the Special Attack
is designed. He or she may assign a combination of Abilities and Disabilities that
reduces the attack’s damage to a minimum of 20. For example, suppose a character
has aspecial Attack at Level 2. He or she would only be able to purchase one Ability,
which would reduce the attack's damage from 40 to 20. If the character wanted to
purchase a second Ability, he or she must first assign a Disability, which would raise
the attack’s damage back to 40. The character could then purchase a second Ability,
reducing the damage back to 20.

When designing a Special Attack, the player (with GM input) should
determine what Skill and Specialisation is appropriate for its use. For most built-in
guns it will be Gun Combat. Any weapon with the Melee Disability uses the Melee
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Attack or Unarmed Attack Skills, depending on its description. For example, Melee
Attack (Improvised Weapons) is appropriate for a chainsaw arm, while Unarmed
Attack (Striking) would be suitable for a character who discharged an electrical zap
with a touch.

Arrernate ATTACKS

Although a character often uses his or her highest-Level “primary” weapon,
alternate or backup ones may also be possessed. The Point cost of these additional
“secondary” attacks are one quarter the cost of the primary attack at 1 Point/Level.
The primary attack — the attack with the highest Level — is the only one that
costs the standard 4 Points/Level. Secondary attacks may each possess different
damages, Abilities and Disabilities.

GpeciAL Errects

The special effects of Area Effect, Drain (Any), Flare, Incapacitating, Irritant,
Spreading, and Tangle are determined by the Level of the Special Attack only.
Massive Damage, Superstrength, and critical hit multipliers are not included in the
calculation. Additionally, Armour does not normally protect against Drain (Any),
Flare, Incapacitating, Irritant, or Tangle. Before making an attack, a character can
choose to inflict less damage than the normal 20/Level, or reduce the power of their
special effects.

ErrecTs Basep on Damace InFLicTeD

The scope of the special effects for attacks with the Area Effect, Drain (Any),
Flare, Incapacitating, Irritant, Linked, Spreading, or Tangle Abilities depend on
the Level of the Special Attack. For example, Drain (Mind) reduced the target’s
Mind Stat by 1 for every Special Attack Level; similarly, Tangle creates restraints
that have 10 Health Points for every Special Attack Level. To introduce randomness
into these special effects, their scopes could instead be based on every 10 damage
that the attack inflicts (or would have inflicted in the case of attacks with the No
Damage Disability). For the above examples, Drain (Mind) would reduce a target’s
Mind Stat by 1 for every 10 damage, and Tangle would create restraints that have
10 Health Points for every 10 damage. If this alternate rule is used, damage must
be rolled for all attacks — including ones with the No Damage Disability — to
determine the special effect scope.

(L

— | ThBLE 4-L: Specias Arrack ABwmes | -
= Ability #of Slots Ability #ofSlots | —
- Accurate 1 Incurable 4 -
— | Affects Incorporeal 1 Indirect 1 =
L Area Effect 1 [rritant 1 -
) Aura 2 Linked (Attack) 2ord | _
Auto-Fire 3 Long Range 1
1 Burning 1 Mind or Soul Attack 5 B
n Concealable 1 Muscle-Powered 1 -
- Contagious Jord No Healing 1 =
- Drain Body 1 Penetrating (Armour) 1 —
— Drain Mind 1 Spreading 1 —
2 Drain Soul 1 Stun 1 |
- Enduring 1 Tangle 2 -
N Flare 1 Targeted lor2 _
Flexible 1 Trap 1
E Homing 1 Undetectable 4 -
m Incapacitating 3 Unique Ability ~ Variable | —
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The following Abilities may be assigned to a Special Attack. The GM may i8¢
disallow any inappropriate Ability combinations.

Accurare :

The attack is unusually accurate, giving a +2 bonus to attack checks (or =T
Stat checks if the attack has the Mind or Soul Attack Ability). This ability can be
assigned two or three times for a +4 or +6 bonus, but may not be combined with
the Linked (Attack) Ability. This Ability is usually assigned to hand-held weapons
created as Items of Power (page 52) only, since Attack Skills (page 75) better
represent a character who is adept at using his or her Special Attack.

ArrECTs InCORPOREAL

This attack will affect characters who have very low densities — or are
currently astral, ethereal, or incorporeal — as if they were solid.

ARen ErrrcT

This is an attack, like an explosive blast, that affects not only the direct target,
but also anyone in the immediate area. The area of effect is a sphere with a radius of
1 metre for every Special Attack Level. All affected characters are allowed a defence
check (diving for cover, swerving out of the way), but a successful defence check may
not be enough to escape completely (GM's discretion; depends on how target avoids
attack). The target of the attack (or anyone at the centre of the effect) can reduce the
damage percentage by one rank when successfully defending (page 97). All other
individuals caught in the area of effect can reduce the damage percentage by two
ranks when successfully defending. Area Effect can be assigned multiple times; each
Ability doubles the area radius.

Aura

SoeciaL Rrrack ABILimies W 9
¥t

Rather than having to make an actual attack, the character instead
automatically damages anyone who touches his or her body. An example might be a
character who was electrified. If this Ability is combined with the Area Effect Ability,
it automatically damages anyone in the designated area around the character. Aura
counts as two Abilities.

Auro-Fire

The attack consists of a burst of multiple shots like a machine gun or rapid
sequence of energy bolts. Instead of scoring one hit when an attack is successful,
the attacker scores hits (minimum of one, maximum of 10) equal to the difference
between the attack check and his or her Check Value (Attack Combat Value plus
relevant Combat Skill). For example, if a character’s attack Combat Value is 6 and
relevant Combat Skill at Level 1, and the player rolled 5 (after all modifications), he
or she would score 2 hits. The defender’s chance to avoid the attack is derived in a
similar way, however: a successful defence check will defend against a number of
hits equal to the difference between the defence check and Check Value (Defence
Combat Value plus relevant Combat Skill), with a minimum one hit avoided on a
successful defence. Each hit delivers separate damage (important when considering
Armour). Bonuses from Combat Value, Massive Damage, Superstrength, and
critical hit multipliers are only applied to the first hit in an Auto-Fire burst — all
others only inflict the percentage of base damage of the Special Attack. Auto-Fire
counts as three Abilities.

Burning

This represents acid, flaming liquid, or similar attacks that deliver continuing
damage over several rounds. If the initial attack damage penetrates the opponent’s
Armour, the target will suffer an additional 1/10 of the base damage for five rounds
or until the effect is somehow neutralised (GM's discretion; it should depend on the
type of attack, and may require several rounds for full neutralization). Armour does
not protect against the extra Burning damage in subsequent rounds. Alternatively,



i

g

&

5

, ; gt

o
L& &
NN

Burning can be defined as an “hourly burn,” which inflicts 1/10 of the base damage
each hour after the attack, or “slow burn,” which inflicts 1/5 of the base damage
each day (rather than round-by-round). This ability may best represent a disease
or slow poison attack. Unlike a regular Burning attack, the hourly and slow burn
damage will continue until the victim is dead or makes a successful check with at
-4 penalty against the average of his or her Soul and Body (made on an hourly or

daily basis).

ConceaLABLE

This option is only available for hand-held weapons. The weapon is small
enough to be used with one hand and concealed under clothing. Most pistol-sized
or knife-sized weapons are Concealable. For more cinematic games, larger weapons
such as swords and machine guns can be designed as Concealable as well

ConTacious

Some or all of the attack’s damage or other effects will be passed on to
others who touch (or otherwise contact) a victim. If mildly contagious, not
everyone will be infected; a prospective victim must fail a Stat check at a +4
bonus to be affected. If taken twice, it is highly contagious; someone must fail
a Stat check (without modifiers) in order to be affected, or possibly contagion
may be automated under some circumstances. The base Check Value is normally
the Body Stat, but cybernetic contagion may use Mind or Soul. The GM should
adjudicate effects and countermeasures. The Ability is usually combined with the
Toxic Disability. Contagious counts as two abilities if mildly contagious or four
abilities if highly contagious.

Draim Bony

The attack causes the victim to suffer weakness and/or loss of co-
ordination. The victim’s Body Stat is reduced by 1 for every Special Attack Level.
The Body Stat drain is in addition to any Health Point losses from the attack. To
design an attack that only drains the Body Stat, but inflicts no other punishment,
the No Damage Disability should also be assigned. A character who is reduced to
a0 Body Stat is unable to move. Lost Body Stat Points are recovered at one Point
per hour of rest. Losing Stat Levels will also lower the Combat Value, but Health
Points will not be affected.

Dram Minp

The attack causes the victim to lose his or her sanity. The attack may be a
mind “hack,” a tranquilliser or similar drug, or another form of attack. The victim’s
Mind Stat is reduced by 1 for every Special Attack Level. This Mind Stat drain is
in addition to any Health Point losses from the attack. To design an attack that
only drains the Mind Stat, the No Damage Disability should also be assigned. A
character reduced to 0 Mind is “mindless” and will act in an illogical and animalistic
fashion. The drained Points return at the rate of one every hour. Losing Stat Levels
will also lower the Combat Value.

DRam Sout

The attack affects the victim’s spirit. This attack may be chemically induced
fear, despair, or some other willpower-destroying emotion. The victim's Soul Stat
is reduced by 1 for every Special Attack Level. This drainage is in addition to any
Health Point losses from the attack. To design an attack that only drains the Soul
Stat, the No Damage Disability should also be assigned. A character reduced to 0
Soulis “broken,” and lacks all drive or volition. The drained Points return at the rate
of one every hour. Losing Stat Levels will also lower the Combat Value, but Health
Points will not be affected.

Enpuring

Enduring can only be assigned in conjunction with Area Effect. The attack
remains active within the affected area over multiple rounds. Examples of this type

of attack include chemical clouds, sheets of fire, electrical charges, or supercooled
vapours. Anyone entering or remaining in the area is immediately subject to
the attack; defence checks are outlined under Area Effect. Each time Enduring is
assigned, the Area Effect attack remains active for 1 additional round.

FLare

If the target is hit (or in the radius of an Area Effect weapon attack) the
defending character may be blinded. Every target looking in the vicinity of the
attack must roll a Body Stat check at a -1 penalty for every Special Attack Level,
ignoring Armour. To design an attack that only blinds opponents, the No Damage
Disability should also be assigned. If a target character rolls greater than his or
her Body Stat, he or she is blinded for a number of combat rounds equal to the
difference between the Check Value and the dice roll. Flare may be taken multiple
times; each time it is taken, add an extra -2 penalty to the Stat check. Flare can also
be generalised to cover other sense-overloading attacks. For example, an acoustic
attack might cause deafness.

FLERIBLE

This ability represents long, flexible, or extendible attacks such as a prehensile
whip, energy-lash, razor-ribbon, or similar attack mode. The target defends at a -2
penalty. If the attacker is strong enough to physically lift the target, a successful
attack can trip or disarm an opponent (snagging a hand-held weapon) in lieu of
delivering damage. Such non-damaging attack stunts are made at a-2 penalty to the
attack check since they require great skill to execute accurately.

Hommg

The attack or weapon fires a projectile that can track and follow its target. The
character receives a +4 bonus to his or her attack check, and if the attack misses or
the target successfully defends, the weapon will return to try again (only one more
time) in the next combat round. A Homing attack may be vulnerable to Sensory
Block, however (page 59).

IncapACITATING

This represents any form of attack that can instantly incapacitate a foe even
if it does not inflict actual damage. This includes putting an opponent to sleep or
turning him or her to stone. Regardless of whether the attack does physical damage,
the victim must make a Stat check (Body, Mind, or Soul — decide when the attack is
designed) to avoid being completely incapacitated. The check is made at a +4 bonus
with a -1 penalty for every Special Attack Level. For example, a Level 4 Attack would
require a Stat check at 0 penalty; a Level 1 Attack would be made at a +3 bonus.
When designing the attack, specify the form the incapacitation takes: asleep, awake
but paralyzed, turned to stone, transformed into an inert doll, etc. The effects will
wear off in several minutes, unless the Incurable Ability is also taken. To design an
attack that only incapacitates the target, the No Damage Disability should also be
assigned. Incapacitating counts as three Abilities.

IncuRABLE

The attack produces wounds or other effects that do not heal naturally, and
are incurable by normal methods. Rather than recovering at a normal rate or being
amenable to medical treatment, recovery cannot take place until some exotic event
or treatment has occurred. This requirement must be specified when the attack is
designed, subject to GM approval. Incurable counts as four Abilities.

InDIRECT

The weapon can fire shots in a high ballistic arc. Examples include grenade
launchers and plasma artillery guns. This allows the attacker to shoot at targets
hidden behind buildings, hills, or other obstacles (or even shoot over the horizon,
if the Long Range Weapon Ability is also taken). Indirect fire is tricky, however. To
effectively fire at an indirect location, the attacker must be able to “see” the target
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(sensors can be used), or someone else must spot the target and relay its position to
the attacker. Indirect fire results in a -2 penalty to the attack check; firing at a target
the attacker cannot “see” results in an additional -6 penalty (-8 total). A weapon
with the Indirect Weapon Ability can be used under normal mid-range conditions
without any penalty.

[RRITANT

This represents pepper spray, a skunk's musk, or similar effect. Whether or
not damage penetrated Armour, the subject must make a Body Stat check at -1
penalty for every Special Attack Level. If the target fails, the character is partially
blinded and distracted (-2 penalty on all checks to do anything) for a number of
rounds equal to the amount by which he or she failed the check. Irritant is usually
taken in conjunction with the Toxic Disability to simulate an attack against which a
gas mask offers protection.

Linken (Arrack)

An attack with this Ability is “attached” to another (or “master”) attack. The
master attack may be an ordinary weapon (such as a Gadget, like a sword or a gun),
a Natural Weapon or unarmed attack, or a different Special Attack. If that attack is
successful, this “linked” attack automatically hits as well (no defence allowed), but if
it misses or fails to penetrate Armour, the linked attack automatically fails too. If the
master attack hits and delivers enough damage to successfully penetrate Armour,
then the Armour does not protect at all against the damage of the second linked
attack. Damage bonuses from Combat Value, Massive Damage, Superstrength, and
critical hit multipliers only apply to the master attack, not to each attack. An attack
with the Linked Ability may not be given the Accurate or Long Range Abilities
or the Inaccurate, Melee, or Short Range Disabilities; its range and accuracy
are dependent on the attack to which it is linked. Linked (Attack) counts as two
Abilities. If damage bonuses from Combat Value, Massive Damage, Superstrength,
etc. are applied to both attacks, this counts as four Abilities.

Lonc Rance

An ordinary attack has an effective range of about 500 metres (10 km in
space). This Ability extends the range to 5 km (100 km in space). It can be assigned
multiple times: each time it is taken after the first doubles the actual range. Since the
Earth’s horizon limits line-of-sight for characters standing on the ground, multiple
Long Range Abilities are often combined with the Indirect Ability (page 62). The
Long Range Ability is incompatible with the Melee or Short Range Disabilities.

MMino or Sour Arrack

The attack is not a physical attack but rather is a mental assault (Mind Attack)
or contest of spirit or will (Soul Attack). During character creation, the player must
specify either Mind or Soul as the focus of the Ability. Instead of the attack requiring
Attack or Defence Combat Value checks, the players must roll successful Mind or
Soul Stat checks for their characters to attack or defend (though appropriate Skills
can modify this). Mind or Soul Attack ignores Armour and Shields. Both versions
count as five Abilities.

MuscLe-Poweren

This ability normally is only appropriate for melee or thrown weapons. The
character may add any damage bonus from the Superstrength Attribute (page 66)
to the attack’s basic damage.
No Hesuing

This is a lesser form of Incurable. The damage from the attack cannot be
restored using the Healing or Regeneration Attributes but can otherwise recover or
be repaired normally.
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The Armour Attribute does not stop damage from these attacks as efficiently =4

as usual. Each time Penetrating (Armour) is assigned, the Armour stops 20 less
damage than normal from the attack (up to the Armour’s maximum rating). For
example, assigning Penetrating (Armour) to a Special Attack 3 times reduces the
amount of damage the target’s Armour stops by 60.

GPREADING

This type of attack spreads to cover an expanding area like a cone of energy
or a spray of projectiles. The defender receives a -1 penalty to his or her defence
check. Multiple adjacent targets in the attack path may also receive damage if they
are lined up or in a dense formation, up to a maximum of one extra target for every
Special Attack Level. The Spreading Ability can be acquired multiple times; each
one further penalises the target’s defence check by -1 and doubles the number of
possible adjacent targets. Spreading is often assigned in conjunction with the Short
Range Disability.

STun

Anattack with this Ability inflicts temporary damage such as an electric shock
that shorts out electronics and renders people unconscious. Lost Health Points are
recovered at one Point every minute. Stun damage cannot kill. Although the attack
does less damage than a regular attack of a comparable Level, it has the advantage
that it may be used to incapacitate a foe without the risk of killing him or her.

TAnGLE

Attacks that can entangle the victim may include an assault that freezes the
target in ice, or traps him or her in the branches of an animated plant, or simple
webbing. The entanglement has 10 Health Points for every Special Attack Level. If
a target does not successfully defend against a Tangle attack, he or she is trapped
until sufficient damage is delivered to the entanglement to reduce its Health Points
to zero or lower (at this point, it is destroyed). A trapped character has restricted
movement and: attacks physically at a -4 penalty, cannot defend, and cannot
perform actions that require complex gestures. The character is usually able to
speak, however. A victim who has partially destroyed an entanglement may regain
additional body movement, however (GM’s discretion). A Tangle attack also inflicts
damage as normal unless the No Damage disability is also assigned to the attack. An
“Incurable” entanglement can only be damaged by some special means (such as fire
or water), defined when the Tangle attack is created. Tangle counts as two Abilities.

TARGETED

The attack inflicts double damage to a specific group of targets and normal
or no damage to everyone else. Thus, an attack could be targetted against software
(a destruction virus), or against all electronic devices (an EMP). Targeted counts as
one Ability if no damage is delivered to non-Targeted opponents, or two Abilities if
normal damage is delivered.

Thap

The attack lays a mine, booby trap, or some other similar device, which “sits
and waits” until someone triggers it. A successful Mind Stat check will reveal the
trap's presence. The Trap Ability can be paired with the Melee Disability (page
64) to simulate a booby trap that must be carefully planted. Without the Melee
Disability, the trap can be deployed at a range; a successful attack check indicates
that the Trap was fired or tossed into the correct area.

UUNDETECTABLE

Most Special Attacks have a visible component that makes it easy for targets
to determine who is attacking them. An attack with the Undetectable Ability does
not provide any indication that it is about to strike and cannot be traced back to the
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. ™ attacker using normal methods. This may result in the attacker gaining surprise,
y which prevents the victim from making a defence check. If the target knows he or

Limien Stors
The attack is only usable for a few combat rounds, after which it either runs

she is under attack, however, a defence check can still be made at a -8 penalty (as
though the attack were invisible; page 97). This Ability is most often associated
with non-physical attacks such as ones with the Drain (Any), or Mind or Soul Attack

Abilities. Undetectable counts as four Abilities.

Uniout ABILITY

The attack has some other unspecified Ability that is not listed, and is subject
to GM approval. Examples can include an attack that alters the target’s memories,
one that affects the appearance of the target, and many more. The number of Ability
slots is determined by the GM based on the benefit the Unique Ability provides.

out of ammunition or power, or simply burns out. Assigning this Disability once
means it can make up to six attacks; if taken twice, up to three attacks; if taken three
times, only one attack. If the attack also has the Auto-Fire Ability (page 61), one
“attack” means a single Auto-Fire burst.

The base number of Disability slots are for attacks that take several minutes
or more to “reload.” If the attack can be “reloaded” with one action, the number of
Disability slots is reduced by 1 (minimum of 1 slot). If the attack can be “reloaded”
instantly (an ammunition source is still required), the Disability is worth two fewer
slots (minimum of 1 slot).

15 r-r - rrr "

Low PeneTration

The attack has an inferior ability to penetrate Armour relative to its
damage. Examples include shotgun blasts and hollow-point bullets. Any Armour
Attribute stops an additional 20 damage. The Game Master must approve multiple
assignments of this Disability. This Disability is incompatible with either of
the two Penetrating Abilities. GMs must approve Special Attacks with multiple
assignments of Low Penetration.

TMELEE

The attack is only usable against adjacent opponents and may require
physical contact. An example of a Melee attack is a physical or energy sword, or
a touch that inflicts debilitating effects. Of course, many Melee weapons can be
thrown as well in desperate situations, but the attack suffers a-4 attack penalty and
the base damage is divided in half. The Melee Disability cannot be combined with
the Long Range Ability or Short Range Disability. It is sufficiently limiting that it is
equivalent to two Disabilities.

No Damace

The attack does not deliver ordinary physical damage; the attacker’s Attack
Combat Value and Massive Damage Attribute bonus do not add to damage either.
This Disability is usually only taken if combined with Abilities such as Drain
(Any), Flare, Incapacitating, Irritant, or Tangle that produce effects that do not

Arrack DisABILITIES

Some, none, or many of these Disabilities may be assigned to a Special
Attack. The GM may disallow any combination that seems inappropriate.

W11/

TasLE L-5: SpeciaL Arrack DisABILITIES
Disability #of Slots Disability # of Slots

Backblast lor2 Self-Destruct 4
Hand-Held lor0 Short Range 1
Inaccurate 1 Slow 15
Internal 1 Static 2
Limited Shots 13 Stoppable
Low Penetration 1 Toxic 1
Melee 2 Unique Disability 1
No Damage 1 Unreliable 1
Only In (Environment) 1or2
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BAckBLAST

The attack produces some sort of backblast or other side effect that affects
anyone or anything standing directly behind the attacker (within 1-2 metres).
An example is a rocket launcher that produces a hazardous backblast to anyone
standing behind the gunner. The damage of the backblast is normally one-fifth the
damage of the actual attack. If this Disability is taken twice, it affects everyone in a
1-2 metre radius around it, including the attacking character. Backblast cannot be
combined with the Area Effect and Aura Abilities at the same time.

Hano-Hewp

Attacks are often built into the character, but they may be designated as
hand-held. A hand-held weapon can be lost or grabbed by an enemy, or loaned
to an ally. The character using the weapon must have at least one hand free to
hold it. Optionally, the GM may decide this Disability takes up zero slots (it's for
description only).

[nACCURATE

The attack is not accurate, suffering a -2 penalty to all attack checks (or Stat
checks, if it is a Mind or Soul Attack). This ability can be taken two or three times
fora-4 or -6 penalty.

[nTERNAL

The attack is only usable inside a specific structure. This may represent a
headquarter’s built-in internal security systems or an attack for which the character
draws power from a particular virtual reality and channels it through his or her body.

rely on physical damage. The damage value of the attack is used only to rate the
effectiveness of these special abilities — the greater the damage value, the more
effective the attack. Characters that use Special Attacks with the No Damage
Disability may still need to roll the damage percentage (page 97), however.

Onw In (Environmen)

The attack or weapon can only target objects that are on or in a particular
limited environment, for example, “only in water” (representing a torpedo) or
“only in cyberspace” (representing a powerful virtual weapon). The environment
should not be one that is ubiquitous in the campaign (for example, “only in air” is
not valid unless a lot of the game action will take place in airless environments). If
the environment is very rare in the campaign, the GM may allow this to count as
two Disabilities.

StLr-DesTRuct

Use of this attack destroys the weapon (characters obviously take this
Disability very rarely). This Disability is often combined with Melee and Area-Effect
to represent an explosive self-destruct system. It may not be combined with Limited
Uses. It counts as four Disabilities.

Stort Ranct

This attack is only usable at close range (effective range of about 50 meters).
The Short Range Disability cannot be combined with the Long Range Ability or the
Melee Disability.
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SLow

The attacker must use one combat action to aim, charge, recode on the fly,
load the weapon, or perform some other necessary activity before each attack.
Someone with the Extra Attacks Attribute (page 48) can use one of his or her
extra actions to prepare the attack rather than wasting the entire round. The Slow
Disability can be taken more than once to represent an attack that takes even longer
to initiate. Assigning it twice increases the time to three rounds; three assignments
increase the time to 10 rounds (about a minute); four increases the time to two-six
hours; five increases the preparation to days. This Disability may not be used with
the Linked (Attack) Ability.

STATIC

The attack cannot be used while the character is moving. This could be due
to a need for precise aim or total concentration. The weapon might also require all
power to be diverted to its energy supply, or might be static because of recoil, or
another reason. The character may not even make defence checks on the round a
Static attack is used; if he or she has already made a defence check, the character
cannot attack with a Static weapon until the following round. Static is worth two
Disabilities.

STOPPABLE

The attack fires a projectile or energy bolt that is massive or slow enough to
be shot down and does not reach the target until Initiative zero. Consequently, the
attack can be stopped in mid-flight. A cannon shell would probably not qualify, but
amissile or plasma-ball might. Anyone with an unused combat attack action during
the same round may make a ranged or melee attack against the projectile. To stop
the attack, a successful hit (or hits) must deliver 5 damage for every Special Attack
Level. Stoppable may not be combined with the Melee Disability. Stoppable may
be purchased more than once to reflect an attack that takes even longer to reach
the target. Each additional Stoppable rating grants one additional round where
characters may attempt to intercept or otherwise stop the attack. Weapons using
the Indirect or Long Range Abilities can take minutes or hours to reach their targets;
in these cases, the Stoppable Disability is assigned a maximum of five times.

Toxic

The attack is a gas, toxin, biological weapon, sound, radiation, or other
harmful effect that only damages living things. Non-living material or characters
who have the appropriate Adaptation or Special Defence Attributes are immune
to its effects.

Uniour DisapiLiTy

The attack has some other unspecified limitation, which is subject to GM
approval. Examples could include a weapon that fires in a random direction, one
that is extremely costly to operate, an attack that drains Heath Points from the
user, efc.

UNRELIRBLE

Any time this attack is used and the attack check is an unmodified (or
“natural”) roll of 16, the attack fails to take place and the weapon or ability burns
out, jams, overheats, or otherwise malfunctions. The Special Attack will not work
again until some condition is fulfilled. For example, repairing a technological
weapon requires a skilled individual to make a successful Mind Stat check (one
attempt each round), and while the character is making repairs, he or she cannot
carry out other activities. Other remedies might be appropriate for recovering
different attacks.
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TupE: Special . {-; {

Cost: 1 Point/Level L ‘.

EELEVHHT SITﬁ‘T[ Variable ——
EQUIRED 5. None '

OprionaL PITIVS:~ None :

Procression: Linear; +1 Special Defence slot each Level

Repucrion: None

ResTrictions: Under certain conditions; time limit; partial defence (for 2

Slots only)

A character with this Attribute is resistant or completely immune to a specific
type of uncommon ailment or injury, normally one whose effects are otherwise
insidious in nature. Special Defence can be acquired multiple times to represent a
character who is resistant or immune to different kinds of attacks/events.

If a category is assigned one slot, the character is partially resistant; for two
slots, the character has complete or enhanced resistance. For ability to survive
under harsh physical conditions, see the Adaptation Attribute (page 42). For
characters who have defences against particular Attributes, see the Block Power
(page 45) Attribute.

A character may have any number of Levels of Special Defence — it is not
limited to 8.

Several examples of Special Defences and their effects are shown below. The
GM and players are encouraged to develop their own as well.

(T

_ | TasLE £-6: Speciar Derence =

— | Effect 18lot 2Slots -
— | Ageing Ages slowly Does not age =
— | Air/Oxygen Survive in Does not breathe | —
= | toBreathe low-oxygen environment =
__ | Disease Half damage o effect Immune i
| Hunger Need to eat once every 2-4 days  Neverneedtoeat |
Own Attributes Stat check to avoid effect Immune
= | Pain Unwanted sensation is reduced ~ No pain is felt B
= | Poison Half damage or effect Immune iy
— | Sleep Sleep once every 3-7 days  Neverneed tosleep | —
— | Specific Attack Ability +3 Stat/Stat checks +6 Stat/Stat checks | —

SpeciaL Movement
Tupe: Special

Cosr: 1 Point/Level
ReLevant STAT:  Body
Reoumen PIMVs: — None
Oprionae PMMVs: ~ None

PRocRession: Linear; +1 type of movement each Level
Repucrion: None
ResThicTions: Under certain conditions; movement is exhausting to the

character; involving particular surfaces

The movement abilities may be the result of genetics, intense training, or built-
in gadgetry. The character may select one Special Movement Ability for every Level of
this Attribute. Several examples are given below; the GM and players are encouraged
to develop additional abilities as well. See Flight (page 49), Jumping (page 52), Speed
(page 66), or Water Speed (page 68) for other methods of movement.



Barance

The character never loses his or her balance, even when running on a narrow
rope or beam.

Car-Lixe

The character will take half damage (round down) from most falls and always
lands on his or her feet.

DaTarLow

This is the ability of software, avatars, and so on to move around the net at
the speed of light via normal dataflow connections (phone lines, satellite uplinks,
and so on). It may not function, or may slow to a crawl, in certain areas of the net
(notably inside databases or the like that are being infiltrated). An entity that is
using Dataflow cannot do anything else on that round. Not all software entities
may have it: it may be completely unavailable to particular entities that are bound
within a particular part of the net — for example, an entity that lives entirely within
avirtual reality simulation that has “real physics” may not possess this Attribute.

Dimension Hop

Upon a successful Stat check, the character can instantly travel between his or
her home dimension to one other dimension. This is normally used in £x Machina

to represent the ability of certain entities to shift their consciousness into or out of

cyberspace. Each time this method is assigned, the character can travel to another
single dimension; more than one Level is only necessary if there are multiple
different cyberspace realms in the world, rather than a single unified network.

Licht-FooteD

The character can skim over sand, snow, or ice at full speed.

GLITHERING

The character cansslither along the ground at normal walking/running speeds.
This allows a character to move quickly while maintaining a very low profile.

Swineie [ BracHIATING

The character can swing through forests and cities (areas with natural or
artificial structures above swinging height) using vines/ropes/webbing or simply
his or her arms.

UNTRACKABLE

The character never leaves footprints, tracks, or a scent when he or she walks
Or Iuns.

WaLL-Bouncms

The character can move at regular walking speed without touching the
ground by bounding back and forth between nearby vertical surfaces (walls). For
example, he or she can proceed down hallways or climb an alleyway between two
buildings (bouncing from wall to wall).

WaLL-CrAwLIG

The character can cling to walls or ceilings as though they were on the ground
or floor. This counts as two Special Movement abilities.

Warer-WALKkG

The character can walk or run over water as if he or she was on land. This
counts as two Special Movement abilities.

Zen Direcion

When the character opens his or her mind to the natural world, he or she will
always move in the “right” direction. The “right” direction is not always the desired
direction, however.

" Page 66
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TupE: Special

Cost: 6 Points/Level

Recevant STAT: — Body

Reourrep PIMVs: — None

OprionaL PMMVS: — None

DrocRession: Medium Progression Chart, starting at 100 kph

Repucrion: Very specific utility

ResTricTions: Under certain conditions; time limit; Stat/Skill checks
required to run safely

On average, a character can sprint up to 6 metres per round (4.3 kph) times
his or her Body Stat. A character with Speed can move much faster than this, as well
as perceive the world at an increased pace. At Speed Level 5+, the character moves
quickly enough to run over any liquid surface as well.

In most genres, a fast-moving character can still interact with the world.
This means that the character will not run into buildings along city streets because
he or she can perceive them early enough and make sharp turns to avoid them.
Speedsters can also read books quickly, write at incredible speeds, and perform
normal chores and activities at enhanced rates. In addition to gaining +2 Initiative
at each Level, the character is harder to hit due to the incredible speed at which
the character is moving. For more information about Speed and its influence on
combat, see page 95.

Speed is a modular Attribute that does not provide the character with many
other benefits typically associated with speedsters, however. Many characters with
Speed will also possess one or more Levels in the following Attributes: Combat
Technique (Lightning Reflexes), Extra Attacks, Extra Defences, Heightened
Awareness, Incorporeal, Massive Damage (Speed attacks), Regeneration, Special
Movement, and Special Attack (Tied to Speed through the Dependent Defect).

G UPERSTRENGTH

TupE: Special

Cost: 4 Points/Level

Recevant STAT: ~ Body

Reourmen PMMVs: — None

OprionaL PMVs:  None

ProcRession: Medium Progression Chart, starting at 1 tonne

Repucrion: Very specific utility

ResTricTions: Under certain conditions; no extra combat damage;
Superstrength in single limb only

On average, a character can lift 30 kg times his or her Body Stat, but some
characters are far stronger than their Body Stats indicate. This Attribute can
represent the muscular strength of a large or powerful non-human, or the hydraulic
systems of robotic or cybernetic muscles. Each Level of Superstrength determines
the maximum mass the character can lift. Each Level also adds +10 close combat
damage when using punches, kicks, body slams, melee weapons, Special Attacks
with the Muscle-Powered Ability, or the Natural Weapon Attribute (page 57). Each
Level also grants a +4 bonus for Body Stat checks where pure strength is involved.

A character’s Superstrength is independent of his or her Body Stat. When
someone or something has Superstrength, strength moves beyond the Stat scale;
the Body Stat now represents fitness, durability, and agility rather than actual
muscle. Thus, a player could create someone with a Body Stat of 2, but Levels of
Superstrength (clumsy but powerful!).

CHAPTER 4. ASSIGN ATTRIBUTES
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 TELEPRTHY

Tue: Special

Cosr: 1-3 Points/Level

ReLevant STAT: ~ Mind

Reourme PIMVs: — Targets

OprionaL PMVs:  Area, Range

Procaession: Descriptive

Repucrion: Attribute always used in same way

Restricrions: Under certain conditions; time limit; usage weakens

character

Telepathy is the ability to read thoughts, transmit thoughts, or invade minds.
In Ex Machina it is normally limited to affecting computers and individuals whose
minds have been connected to computers via implants, neural jacks, or the like.
More universal forms of Telepathy may exist, but usually only if contained in an
Item of Power (page 52) to represent certain types of mechanical mind probe. The
latter use usually has no optional Range PMV.

Telepathy costs 1 Point/Level if its utility is quite restricted (for example,
“only works with computers”). It costs 2 Points/Level if its utility is somewhat
restricted (for example, “computers or anyone jacked into a computer™). It costs 3
Points/Level if it has universal utility.

This Attribute allows the character to read and transmit thoughts, and at
higher Levels, to actually “invade” a person’s mind and probe their memories or
alter their thoughts. Telepathy works only if a subject is in very close proximity,
unless the Range or Area PMV Rank is 2 or higher. Pinpointing a single target in
a crowd can be difficult; the GM may require a Mind Stat check, modified by any
Levels the character has in the Heightened Awareness (page 50) or Heightened
Senses Attribute (page 50).

A subject cannot detect a telepath reading thoughts or sensory impressions
unless he or she has the Telepathy or Mind Shield Attributes at an equal or higher
Level. If so, he or she can choose to block the telepath, in which case the only way
to get through is via mental invasion. A subject will always be aware of a mental
invasion (although a non-telepath may not understand exactly what is going on).
See the Mind Combat rules (page 100) in Chapter 9: Game Mechanics for details
of mental invasions.

Once contact is made, a telepath at Level 6 or higher can temporarily gain
a target’s specific knowledge that is associated with a Skill. The actual Skill is not
learned in full, however. For example, a telepath can scan the mind of a nearby
surgeon to learn how to perform a specific operation on an ally, but he or she does
not gain the Medical Skill. The telepath will soon forget this newly learned Skill-
based knowledge.

Unlike most Attributes, Telepathy only has listed entries for Levels 2, 4, 6, 8,
and 10. If necessary, the GM can interpolate the intermediate and higher Levels.
When performing a Mind Stat check to determine if the Telepathy attempt was
successful, the character receives a Check Value bonus equal to half the Attribute’s
Level (for example, a Level § Telepath makes his or her Mind Stat checks with a +4
Check Value bonus).

N R R R, R
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LEvEL 2 The character can, by concentrating, use mind reading to pick up the
“loud” surface thoughts of a subject. A “loud” thought is something about
which the subject is thinking intensely or that has a very strong emotional
content. The character can also transmit a single feeling, such as “fear” or
“love” to another person.

LEveL L The character can, by concentrating, use mind reading to pick up
the ordinary surface thoughts of a subject. The character can only
read what a person is actually thinking at the time. Two telepaths can
communicate with one another at conversational speeds by reading
each other’s thoughts. The character can also transmit a word, simple
image, or simple concept (like “flower,” or a person’s face) to a non-
telepath on which he or she concentrates. It requires an entire round
of concentration to convey one concept, which makes telepath to non-
telepath communication slow.

LEVEL B The character can easily read a subject’s surface thoughts and sensory
impressions (for example, seeing through a subject’s eyes, feeling what
the subject feels, etc.). The character can choose to ignore some senses
if desired. The character can send and receive mental speech to a non-
telepath at normal conversational speeds. If the Targets PMV is raised to
Level 2 or higher, the character can broadcast the mental speech of one
subject to others in the range/area as well.

LEVEL 8 The character has the same capabilities as at Level 6 Telepathy. In
addition, he or she can invade another person’s mind. This counts as
an attack, and if the subject is unwilling or unaware, the character will
enter Mind Combat with him or her (page 100). If the subject is willing
or loses the mental combat, the telepath can probe his or her memory for
information he or she needs. The character will also automatically read
surface thoughts of anyone within the telepathy area.

LEveL 10 The character has the same capabilities as Level 8 Telepathy. He or
she automatically shares the sensory experiences of anyone within
the telepathy area without need for concentration, unless he or she
deliberately tries to block this ability. Additionally, a successful mental
invasion can probe memories that the subject can no longer consciously
remember, delete existing memories, and plant false ones.

ToucH

Tupe: Mundane
Cosr: 2 Points/Level
ReLevant S5TaT: None
Reoummen PIMVs: — None
Oprionat PMVs:  None

DRocREss10N: Linear; +20 Health Points each Level
Repuction: None
ResTRICTIONS: None

Possessing this Attribute increases the Health Points of the character,
allowing him or her to withstand more damage in combat. The Tough Attribute,
along with the Body Stat, also reflects a character’s resistance to sickness, disease,
and other physical ailments. See page 84 for more information on Health Points.
Note that characters with high Body or Soul Attributes may be very healthy even
without this Attribute.
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TRANSFER

Tupe: Special

Cost: 5 or 10 Points/Level

Reevent STAT:  Soul

Reoumen PMMVs:  Duration

Oprionat PMVs:  Range

Procression: Linear; transfer of +1 Attribute Level each Level

Repuction: More than one but less than all

ResThicTions: Character loses Attribute while it is transferred; transfer to
specific type of targets; transfer of specific Attributes

Upon a successful Stat Soul check, the character can temporarily grant
the use of any one of his or her Attributes to any single willing target character
within the Range PMV distance. Power Flux cannot be transferred under normal
circumstances. The Transfer Attribute Level determines the maximum Attribute
Level that can be granted. The Level of a transferred Attribute replaces the target’s
corresponding Level (if applicable), which can be an increase or decrease. The target
gains the benefits of a transferred Attribute as long as indicated by the Duration
PMV. The GM may also decide that Stats, Skills, and/or Characteristic Attributes
can be given to a target when Transfer reaches Level 5 or higher. To grant Attributes
to multiple targets, the Transfer Attribute can be assigned multiple times.

For 5 Points/Level the character can only transfer one Attribute at any single
time. When the character grants a new ability, the target ceases benefiting from
any currently transferred Attribute. For 10 Points/Level, the character can transfer
all desired Attributes simultaneously to a single target. When an Attribute is
Transferred, the receiving character is in complete control of its abilities.

Untout ATTRIBUTE

Tupe: To be defined
Cosr: 1-10 Points/Level
ReLevanT S5TAT:  Variable
Reoummep PMVs:  Variable
OprionaL PMVs:  Variable
DrocRession: Variable
Repucrion: Any
Resthictions: Any

This Attribute covers any and all powers and special abilities not detailed
in the rules. Often one single Point in a Unique Attribute is sufficient to give the
character “flavour,” but more Points can be allocated to enhance the effects on game
play and must be added if the Attribute would be of considerable benefit. Discuss
the Attribute with the GM to determine what specific game effects the Unique
Attribute possesses.

The GM should assign a Point cost per Level based on how the Attribute
compares to other Attributes and how useful it is. An Attribute that is somewhat
useful in the game should cost 1 Point/Level; one that is very useful should cost 2-3
Points/Level; one that i extremely useful should cost 4-6 Points/Level; and one that
is exceptionally powerful and useful should cost 7-10 (or more) Points/Level.

WATER SpEED

TupE: Special

Cost: 2 Points/Level

Recevant STAT: — Body

Reoumen PTMVs: - None

OprionaL PIMVs: ~ None

DrocRession: Medium Progression Chart, starting at 5 kph

Repuction: Limited control

ResTricTions: Under certain conditions; only surface travel; time limitation

A character with Water Speed can float and travel on or under water.
Aquatic creatures or amphibious non-humans such as mermaids usually possess
this Attribute. The character can swim on the surface at high speeds and dive
underwater for brief periods by holding his or her breath, or indefinitely if he or
she has the Adaptation (Underwater) Attribute. To survive the pressure associated
with deep diving, the Adaptation (Pressure) Attribute must also be assigned. Also,
depending on the speed at which the character is moving, opponents may suffer a
penalty to hit the character (see Attacking Moving Targets, page 96).

WEALTH

Tupg: Mundane

Cost: 3 Points/Level

ReLevant 5TAT: ~ None

Reourrep PIMVs: — None

OprionaL PMVs: ~ None

ProcREssion: Medium Progression Chart, starting at $500,000 (equivalent)

Repucrion: Very specific utility

ResTRicTions: Difficult to access funds; less non-liquid assets; spending
limits on single items

The character is more financially stable (‘liquid”) than an average person.
This will allow him or her to easily acquire commercially available goods, and
bribe or hire people. Note that hirelings that are intensely loyal to the character
should still be acquired through the Henchmen or the Servant Attributes. The
character usually has non-liquid assets (like houses or real estate) commensurate
with his or her wealth as well. In order to have access to things that are illegal or
difficult to acquire without special licenses, the character should still acquire the
Organisational Ties or Gadgets Attributes (pages 58 and 49).

CHAPTER 4. ASSIGN ATTRIBUTES
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CHAPTER 5:
GeLect SwiLs (5tep 6)

Your character’s Skills represent his or her extensive training and experience
ina particular field. Skill Points, not Character Points, are used to acquire them.

Asstarting character receives 30 Skill Points, plus an additional 10 Skill Points
for each Level of the Highly Skilled Attribute (page 51) that he or she possesses. A
character with the Unskilled Defect (page 83) has 10, 20, or 30 fewer Skill Points.

Occupational templates come with a pre-selected set of Skills, but you
will have to select Specialisations (see below) for most of the Skills they include.
Additional Levels of Highly Skilled may be acquired if you wish to add more Skills,
or you may customise the template by removing some of the chosen Skills and using
these Skill Points to acquire different ones.

Non-player characters created by the GM may have any number of Skill
Points. Minor characters will usually have only 5-15 Skill Points, for example,
while a major, recurring opponent may have 100 or more. The character’s power
level also indicates the maximum Skill Level he or she can achieve under normal
circumstances (Level 4 in Ex Machina; GM’s discretion).

The different Skills are divided into Levels 1 through 4. Increasing the
value of a Skill by one Level requires 1-12 Skill Points, depending on the Skill.
The higher the Skill Level, the better your character is and the broader his or her
knowledge within the field. Characters with high Stats (or Combat Values) can
be exceptionally proﬁcient within a field even without high Skill Levels; they are
considered “naturals.

(T

— | TaBLE 9-1: SuiLt Levet Descriorions |-

_ 5w Levee 1 Well-Trained. The character has some training and —

practice with the Skill

Scholar. The character has moderate training and

practice with the Skill

SKILL LEVEL 3 Expert. The character has significant training and
practice with the Skill

— | SkiLL LEvEL & Veteran. The character has comprehensive training -

and practice with the Skill =

SHLLSHHDSDEEHL [TIFS

General and Combat Skills have a number of associated Specialisations,
which describe the different ways that the Skill may be used. For example, Gun
Combat is divided into Auto-fire, Pistol, and Rifle. When you assign a Skill to your
character or select an occupational template that does not specify a particular
specialisation, either choose one of the listed Specialisation or create a new
Specialisation with GM approval. Your character will be significantly better in
the chosen Specialisation than he or she will be in the other aspects of the Skill. A
Specialisation is usually recorded in parentheses after the Skill, for example, “Gun
Combat (Pistol) Level 3.”

Instead of improving a Skill by one Level, it is possible to take an extra
Specialisation. Each extra Specialisation costs only one Skill Point regardless of the
Point cost of the Skill. If your character has Skill Points to spare, however, you may
find it more advantageous to add an extra Skill Level rather than take many extra
Specialisations.

S Lever 2
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Using SKiLLs

Each Skill has its own description, which indicates game effects and the Stat
which is usually most relevant to the Skill's use, should a Skill check be needed.
Game mechanics for using Skills in play are described under Skill checks (page
87), but there is no need to worry about them while designing a character. Simply
choose those Skills that most closely fit your concept.

A player should not assign a particular Skill to his or her character to

justify some familiarity within the field. Even a Level 1 Skill assignment reflects

a substantial amount of training, and will demonstrate that your character is
quite knowledgeable or capable in the chosen area. If a character has only limited
capabilities within a specific area, he or she should not possess the relevant Skill.
For example, anyone can throw a punch or fire a gun without necessarily having
any real talent. A character that knows how to drive a car safely on city streets
does not automatically need the Driving (Car) Skill nor does someone with a first
year university course in physics necessarily have Physical Sciences (Physics).
Conversely, a character may have high Skill Levels without any formal training,
because he or she has used the Skill in daily life for many years (such as a brawny

(L

— | Taste 5-Z: SkiLL Pom Costs
— | Skill Cost  Skill Cost
— | Acrobatics 4 Physical Sciences 4
_ | Animal Training 1 Piloting 3
_ | Architecture 2 Poisons 2
Area Knowledge 4 Police Sciences 3
= | Artisan 2 Power Usage 2
~ | Biological Sciences 4 Powerlifting 3
— | Boating 3 Riding 1
= | Burglary 3 Seduction 2
— | Climbing 2 Sleight of Hand 3
— | Computers 6 Social Sciences 2
_ | Controlled Breathing 1 Sports 2
_ | Cultural Arts 2 Stealth 3
Demolitions 4 Street Sense 4
~ | Disguise 2 Swimming 1
| Domestic Arts 1 Urban Tracking 4
— | Driving 4 Visual Arts 2
== | Electronics 6 Wilderness Survival 2
— | Etiquette 3 Wilderness Tracking 2
— | Foreign Culture 3 Writing 2
__ | Forgery 3
- | Gaming 2 Combat Skills
__ | Interrogation 4 Archery 1
Intimidation 4 Gun Combat 8
| Languages 2 Heavy Weapons 6
= | Law 2 Melee Attack 6
= | Management/Administration 2 \felee Defence 6
— [ Mechanics 3 Ranged Defence 8
— [ Medical 3 Special Ranged Attack 3
_ | Military Sciences 3 Thrown Weapons 4
= | Navigation 2 Unarmed Attack 5
[ Occult L Unarmed Defence 5
Performing Arts 2










Boarms
ReLEvanT Srar:
SpECIALISATIONS:

The ability to safely operate a watercraft.

BuncLany

ReLevant Sar:

SPECIALISATIONS:
The ability to open locks, quietly cut glass, hot-wire car ignitions, etc. The

ability does not cover disarming electronic security systems, which is handled by
Electronics (Security) Skill.

CLimeing
Revevant Srar:
SPECIALISATIONS:

The ability to scale vertical surfaces with or without the use of specialised
climbing equipment.

CompuTers
Recevan Srar:
SPECIALISATIONS:

farm worker having the Powerlifting Skill). Characters should rarely possess Skill
Levels at Level 4, since this achievement reflects an incredibly high degree of
proficiency. A character with a Skill Level of 4 is widely regarded as the best in his
or her field.

SrILL Bomnt CosTs

In the Tri-Stat system, the Point cost of a Skill is based on its utility in the
game and not on the difficulty of learning the Skill. Table 5-3: Skill Point Costs
provides a list of Skill Point costs for the cyberpunk genre, where skills such as
Computers or Gun Combat are emphasised. The Game Master should also adjust
Point costs when blending multiple campaign themes. For example, if running a
cross-over Occult/Cyberpunk campaign, the Occult Skill is probably best set at
higher than the default 1 Points/Level cost to reflect its new importance.

GENERAL SKILLS

AcrosArics
ReLevant Srar:
SPECIALISATIONS:

The ability to perform feats of agility with minimal chance for injury. Includes
jumping, flipping, contorting, and reacting quickly.

Anmar. Tramine
ReLevant Srar:
SDEEIHLISHTII]IIS:

The ability to teach and train animals with an intellect above that of
instinctive insects. An animal usually has a Mind Stat of 1-2.

ARCHITECTURE
ReLevanT STar:
SpECIALISATIONS:

Knowledge of construction methods, architectural drafting, etc. A successful
use of this Skill can also find weak points in constructions or help in locating old
structural plans.

Aren KnowLEncE
Recevant Star:
SPECIALISATIONS:

Average of Body and Mind
Hovercraft, Large Ships, Small Boats, Submarines

Body or Mind
Breaking-and-Entering, Hot-Wiring, Safe Cracking.
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Natural Surfaces, Poles, Walls, Vegetation
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Body .
Balance, Flexibility, Jumps, Tumbling Mind

Artificial Intelligence, Databases, Electronic Warfare,
Intrusion/Security, Networks, Programming, Systems

Operation

J:L._rl"

Practical knowledge of computer use. Computer engineering (hardware) is
covered by Electronics. See the Cyberspace chapter (page 136) for examples of how
this Skill can be used.

ContRoLLED BREATHING
ReLevanT STAT:  Body or Soul
SPECIALISATIONS:  Cyclic Breathing, Holding Breath, Slow Heart Rate
The ability to control respiratory functions in order to maximise breathing
efficiency or to perform tricks such as “playing dead.”

Currunar ARTs
ReLevant Srar:
SPECIALISATIONS:

Soul
Any single animal such as dogs, dolphins, horses, etc.

Mind
Aquatic, Bridges, Fortifications, Small Buildings, Skyscrapers

B ¢

Mind

Archaeology, Art Appraisal, History, Literature, Urban
Legends

Mind

One specific locale (city, cyberspace, forest, sea, desert,
mountain) within the area

Knowledge of aspects of human culture (or another species’ culture).

DEmoLiTions
ReLevanT STar:

Body or Mind
SPECIALISATIONS:

Artificial Structures, Bomb Disposal, Natural Structures,
Safe Cracking, Underwater

Knowledge of the geography and people of a single area (choose one area)
and a specific locale within it. The smaller the area, the more detailed and extensive
the character’s knowledge. This Skill may be assigned multiple times to indicate

=

knowledge of several areas.

ARrisan
Recevant Srar:

Average of Body and Soul
SPECIALISATIONS:

Carpentry, Leatherworking, Metalworking, Plumbing,
Tailoring, Woodworking

This Skill represents a character’s ability to work with a variety of materials
to repair or produce useful or aesthetically pleasing objects not electronic or
mechanical in nature.

BioLocicaL Sciences

The ability to set explosive charges without getting hurt in the process or
inflicting undesired collateral damage. It is also used for deactivating explosives set
by someone else.

Disguist
Recevant Srar:
SPECIALISATIONS:

The ability to change one’s personal appearance in an attempt to deceive
others.

Domestic ARTs

Body, Mind, or Soul
Costume, Make-up, Prosthetics

Mind or Soul
Cleaning, Cooking, Decorating, Home Budgeting

ReLevant Srar:
SPECIALISATIONS:

The ability to efficiently organise and run a domestic household.

Reuevant 57T Mind
SPECIALISATIONS:  Bacteria/Viruses, Botany, Ecology, Genetics, Physiology,
Zoology

Qe RERRNITE TS T Lk Lty

This field covers scientific knowledge of how living things function.
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DRiving

RELEVANT STRT: ~ Body or Mind
SPECIALISATIONS: Big Rig (large tractor/trailer trucks), Car, Motorcycle, Small

Truck (vans, pick-ups, hi-cubes), Tank (tracked APCs, tanks)
The ability to operate a powered ground vehicle. Skill checks are only
necessary in difficult situations such as performing vehicular stunts, avoiding
hazards, etc.

ELECTRONICS
Recevant 5TAT:  Mind
SPECIALISATIONS: Communications, Computers, Consumer Electronics,

Cybernetics, Robotics, Security, Sensors

The ability to maintain, repair, build, modify (and at high Levels, design)
electronic equipment.

Emouerte
ReLevanT STAT:  Mind
SPECIALISATIONS:  Lower Class, Middle Class, Upper Class
The knowledge of polite, proper, and inoffensive behaviour in social settings.
Forercn Cutrure
Retevant STAT:  Mind
SPECIALISATIONS: ~ One Specific Culture

Reflects knowledge of the history, religion, ethics, and lifestyle of one or more
foreign countries or cultures: one foreign culture at Level 1, two at Level 2, three
or four at Level 3, five to eight at Level 4, and more than nine at Level 5. Naturally,
less than the maximum number of cultures can be assigned. Thus, multiple
Specialisations may be listed for Foreign Culture.

ForcERy
ReLevant STAT:  Mind
SPECIALISATIONS: Electronic Documents, Handwriting, Paper Documents

The ability to counterfeit documents and papers. This Skill can be used in
conjunction with the Computers Skill.

GAminG
ReLevanT STAT:  Mind or Soul (Body for some video games)
SPECIALISATIONS:  Board Games, Computer Games, Gambling/Card Games,

Military Simulations, Role-Playing Games
The ability to play various games and simulations well

InTERROGATION
Recevant 5TaT:  Mind or Soul
SPECIALISATIONS:  Drugs, Psychological, Physical

The ability to convince someone to provide information against their will.
Can also be used to help withhold information when being Interrogated by an
enemy.

InTimmarion
ReLevant Srar: Body, Mind, or Soul
SPECIALISATIONS:  Business, Political, Street

The ability to convincingly project a “tough guy” image. A successful check
means someone witnessing your performance is convinced you mean any threats
you make. How they react after that will depend on how tough they are themselves
in relation to the kind of threat you present — they may respond with respect, fear,
hatred, or amusement.

N R R R, R
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LANGUAGES

ReLevant 9TAT:  Mind

SPECIALISATIONS:  Any one language, Braille, Code Language, Lip Reading, Sign
Language

Reflects an aptitude for languages and their historical usage. Additionally, a
character will be able to speak and write one foreign language at Level 1, two at Level
2, three or four at Level 3, five to eight at Level 4, and more than nine at Level 5. Thus,
multiple Specialisations will be listed for Languages — the first is the character’s
native language (a free Specialisation), while the others are foreign languages.

LAw
ReLevant 5TAT:  Mind
SPECIALISATIONS:  Civil, Criminal, Customs, Family, International, Political

Knowledge of legal procedure and practice. GMs may assume that anyone
with Level 3 or more has a license to practice law. In addition to lawyers, many
police officers, politicians, and superbeings have the Law Skill at Level 1 or 2. All
Specialisations, except International, are specific to one country or region only (for
example, “‘American Criminal Law”).

IMAanacemenT Anp ApminisTrATION
Revevant 5TAT:  Mind
SPECIALISATIONS: Accounting, Banking, Executive, Fraud, Government,
Marketing, Small Business
The ability to organise, run, and understand part or all of an organisation
(such as a business, government, or association). This Skill is also useful for locating
new employees.

TMEcHnics
ReLevant Srar: Mind (sometimes Body)
SPECIALISATIONS:  Aeronautical, Armourer, Automotive, Gunsmith, Locksmith,

Micro, Traps
The ability to maintain, repair, or build mechanical and electro-mechanical
devices. This also includes knowledge of tool use, welding, etc. Armourer applies
to heavy vehicle-mounted weapons while Gunsmith covers personal weaponry. Use
Artisan for archaic weapons.

MepicaL
Recevan Star: Mind (sometimes Body)
SPECIALISATIONS: Acupuncture, Dentistry, Diagnosis, Emergency Response,

Homeopathy, Pathology, Pharmacy, Surgery, Veterinary

Knowledge of how to heal the body. GMs may assume that anyone with
Level 3 or more has a license to practice medicine. A typical general practitioner
would Specialise in Diagnosis, while most police officers or paramedics Specialise
in Emergency Response.

[TILITARY SCIENCES
ReLevant STa: Mind
SPECIALISATIONS:  Hardware Recognition, Intelligence Analysis, Logistics,

Strategy, Tactics, Teamwork
The character has military-style tactical, staff, or leadership training. In
addition, SWAT (or other tactical police units) often include individuals who pick
up similar Skills (and often recruit ex-military personnel).

NAvication
ReLevant 5TAT:  Mind
SPECIALISATIONS:  Air, Highway, Sea, Space, Urban, Wilderness

The ability to read maps or use specialised navigation equipment. The
Navigation Skill will help a character find the fastest/safest route to a destination.




RELEvANT STAT:  Mind
SPECIALISATIONS: Astrology, Channelling, Numerology, Rituals, Spirits, Tarot,
Voodoo, Witchcraft
Knowledge of the arcane and mystical arts, and their applications in both
historical and modern society.

DPrrrormine Arts
ReLEvanT STaT:
SDEEIHLISHTIIJIISZ

Average of Body, Mind, and Soul
Comedy, Dance, Drama, Music, Public Speaking, Singing,
Fast Talking

The ability to perform well before an audience, and to evoke an emotional
response through the art form.

DrvsicaL Seiences

Reevant STAT: ~ Mind

SpECIALISATIONS: Astronomy, Biochemistry, Chemistry, Engineering, Geology,
Mathematics, Physics

Scientific training in the way the universe works, including the necessary
background knowledge.

PiLoring
ReLevant Srar:

Average of Body and Mind
SPECIALISATIONS:

Heavy Airplane (usually multi-engine), Helicopter, Jet
Fighter, Light Airplane (usually single-engine), Lighter than
Air Craft, Spacecraft, VTOL

The ability to operate air or space vehicles. Skill checks are normally only
necessary when performing an unusual manoeuvre, avoiding a hazard, piloting an
unfamiliar aircraft, etc.

Poisons
ReLevant 5Tat: Mind
SpECIALISATIONS: Alien, Natural, Synthetic

The ability to recognise, concoct, apply, and neutralise a variety of poisons
and toxins.

Povict Sciences
Recevant 5TAT: Mind
SpEciALsATIONs:  Ballistics, Criminology, Forensics

This is the science behind detective work. Ballistics is the study of the wounds
inflicted by projectiles; criminology focuses on studies of criminal behaviour and
strategies; forensics covers evidence gathering (including hair-and-fibre, fingerprint
and DNA-based identification techniques).

Power Ushse
ReLevant STAT:  Body, Mind, or Soul
SPECIALISATIONS:  One specific Attribute only

Unlike other Skills, Power Usage only offers a Check Value bonus to the Stat
check (not Combat check) for one specific Attribute, which is also the Specialisation.
To receive a bonus on multiple Attributes, this Skill must be assigned multiple times
at 8 Points/Level. The Skill is useful to a character who may not have a high Stat
(such as Mind) that is associated with one of his or her Attributes (such as Mind
Control or Telepathy). When the character must make a Stat check for the specific
Attribute, the Power Usage Skill adds a bonus to the Check Value as though the Stat
check is actually a Skill check.

PowerLIFTinG

ReLevant STAT:  Body

SpECIALISATIONS: Bulky Objects, EFree Weights, Humans, Moving Objects,
Small Objects (Hand-Held)

The ability to perform feats of strength with minimal chance for injury.
Includes lifting or pushing heavy objects, stopping objects in motion, and
supporting large masses.

Rinme
ReLevant Srar:
SpECIALISATIONS:

This is the knowledge of how to care for a riding beast, how to saddle,
mount, and dismount the animal, how to get it to perform difficult or dangerous
manoeuvres safely and without balking, and how to best pace it for long distance
rides.

SEDUCTION
ReLevant Srar:
SpECIALISATIONS:

A character with this Skill is adept at exploiting their sex appeal. A successful
Skill check will convince another person that the character is genuinely interested
in them. Whether or not the subject actually responds will depend on his or her own
romantic inclinations and sexual preferences.

SLEIGHT 0F HAnp
Recevant STAT:  Body
SPECIALISATIONS: ~ Card Sharking, Lock Picking, Pick Pocketing, Stage Magic

A character with this Skill (also known as prestidigitation) has superior
manual dexterity, greater than that suggested by his or her Body Stat. This includes
the ability to perform “magic” tricks, palm small objects, cheat at cards, plant an
item on someone, etc.

SOCAL SCIENCES

Retevan STAT:  Mind

SPECIALISATIONS:  Anthropology, Geography, Politics, Psychology, Social Work,
Sociology, Theology

Body, Mind or Soul
By species (Camel, Horse, Tiger, etc.).

Body or Soul
Exotic, Female, Male

Understanding of the way people function in society as well as societal
behavioural patterns.

GPORTS
ReLevant Srar:
SPECIALISATIONS:

Body (sometimes Mind or Soul)
Baseball, Basketball, Bicycling, Cricket, Football, Hockey,
Skateboarding, Volleyball, etc.

The ability to play well with others in a team or individual sporting event with
specialised rules, or to practice an individual sport.

STEALTH
Retevant Sar:
SPECIALISATIONS:

The ability to disguise objects or people so that they blend into their
surroundings. This also includes the ability to conceal small objects on one’s person
and the ability to move silently.

STREET SENSE
Recevant Srar:
GPECIALISATIONS:

Body (sometimes Mind)
Camouflage, Concealment, Silent Movement

Mind or Soul
Gang Activity, Influential Individuals, Territorial Divisions
(all by region)

The knowledge of street activity within a particular region or city. This is a
vital survival Skill for a person on the streets.

CHAPTER S SELECT SHILLS
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Swimmme

ReLevant STAT: ~ Body
SPECIALISATIONS: Competition, Deep-Sea Diving, Free Diving, Scuba,
Snorkelling

The character is skilled at swimming or diving. The GM may assume that
any character in a modern setting can swim even without this Skill. A swimmer can
usually move at a speed equal to his or her Body in kilometres per hour for short
distances.

Uean TRACKING
Reevant 5TAT:  Mind
SPECIALISATIONS:  Academic, Corporate, Residential, Underworld

Urban Tracking is the ability to “shadow” someone (or follow a vehicle in
another vehicle) through an industrialised, populated area or to find certain people
in a particular sub-culture or environment by asking the right questions.

VisuAL Arrs
ReLevant Srar: Body, Mind, or Soul (often an average)
SPECIALISATIONS: Animation, Drawing, Flower Arranging, Painting,

Photography, SIN, Sculpting, Video
The ability to produce a work of fine or commercial art in a particular visual

field. Sensory interface (SIN) specialisation allows an artist to create, edit, and
analyse simulated sensory experiences.

\WILDERNESS SHRVIVHL
ReLevanT STAT: ~ Mind (sometimes Body)
SPECIALISATIONS: Aquatic, Arctic, Desert, Forest, Jungle, Mountain, Plains
The ability to find food and shelter in the outdoors, to avoid natural hazards,
and to identify wild plants and animals.

WiLpernEss TRACKING
ReLevant Srar: Mind (sometimes Soul)
SPECIALISATIONS: Aquatic, Arctic, Desert, Forest, Jungle, Mountain, Plains

The ability to successfully trail or track someone or something while outdoors
in a rural or wilderness setting.

WhiTinG
RELEVANT STAT:  Average of Mind and Soul
SPECIALISATIONS:  Academic, Fiction, Journalistic, Poetic, Technical

The ability to communicate ideas or emotions in a written work.

CompAT SHILLS

ARcHERY
Reevant Srar: None (uses Attack Combat Value)
SPECIALISATIONS:  Bow, Crosshow

The ability to accurately shoot with a bow or crosshow. This is an Attack
Combat Skill.

Gun ComaT
Recevan Srar: None (uses Attack Combat Value)
SPECIALISATIONS:  Auto-fire, Pistol, Rifle

The ability to accurately shoot with a hand-held firearm and to keep it
properly maintained. Auto-fire applies to firing bursts of fully automatic fire
from any gun, whether it is a small submachine gun, a big assault rifle, or a heavy
machine gun. Pistol applies to firing single shots from a handgun. Rifle covers firing
single shots from guns with a shoulder stock including rifles, railguns, sniper lasers
and shotguns. This is an Attack Combat Skill.

R N N L, A

CHAPTER S SELELCT SKILLS

Heavy Weapons
ReLevant Srar:
SpECIALISATIONS:

None (uses Attack Combat Value)

Artillery (indirect fire weapons such as Howitzers), Gunnery
(heavy machine guns, tank guns and other vehicle-mounted
direct-fire weapons), Launchers (rocket and missile
launchers)

The ability to accurately fire vehicle-, shoulder-, or tripod-mounted weapons

such as a tank cannon or heavy machine gun, and to perform routine maintenance.
This is an Attack Combat Skill.

MeLee Arrack
ReLevant Star: None (uses Attack Combat Value)
SPECIALISATIONS:  Axe, Baton/Club, Knife, Improvised Weapons (chairs, lamps,

ladders, etc.), Polearms (spears, naginata, etc.), Shield,
Sword, Whips/Chains

The ability to attack effectively with a hand-to-hand melee weapon. This is an
Attack Combat Skill

IMEeLee Derence
ReLevant Srar:
SPECIALISATIONS:

None (uses Defence Combat Value)

Axe, Baton/Club, Knife, Improvised Weapons, Needle,
Polearms (spears, naginata, etc.), Shield, Sword, Whips/
Chains

The ability to defend well with a hand-to-hand melee weapon. This is a
Defence Combat Skill.

Rancep Derence
ReLevant Srar:
SPECIALISATIONS:

None (uses Defence Combat Value)
Personal, Air Vehicle, Ground Vehicle, Water Vehicle, Space
Vehicle

The ability to avoid ranged attacks, but this does not enable a character to
actually dodge bullets. Rather, it is a combination of situational awareness and
tactical movement as well as knowing when to keep moving (to present a more
difficult target) and when to drop for cover. This is a Defence Combat Skill.

SpeciAL Rancep Arrack
ReLevan Star: None (uses Attack Combat Value)
SPECIALISATIONS:  One specific Special Attack
This Skill is used for weapons created using the Special Attack Attribute (page

60) that emanate from the character’s body, rather than a device or weapon. This is
an Attack Combat Skill.

Thrown WeApons
ReLevant Sat: None (uses Attack Combat Value)
SPECIALISATIONS: Blades, Cards, Grenades, Rocks, Shields

The ability to accurately throw weapons or objects at a target. This is an
Attack Combat Skill.

Unarmep ArTack
ReLevant Srar: None (uses Attack Combat Value)
SpECIALISATIONS:  Strikes, Holds, Throws, Grappling
The ability to attack without weapons. This is an Attack Combat Skill.
Unarmep Derence
ReLevant Srar: None (uses Defence Combat Value)
SpECIALISATIONs:  Strikes, Holds, Throws, Grappling

The ability to block armed or unarmed melee attacks without using a
weapon. This is a Defence Combat Skill.
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Defects are disadvantages through which your character must suffer in order
to overcome the hardships of day-to-day life. Defects serve as an excellent and often
comical role-playing opportunity. They only impede your character to a limited

extent and are not intended to totally negate his or her many abilities.

Defects are classed as Mundane, Special, or Linked to Attribute. The distinction
between Mundane and Special Defects is the same as that of Attributes: Mundane
Defects are available to anyone; Special Defects require GM permission and in
some settings may be only available via templates. The Defects that have “Linked to
Attribute” in their description are direct limitations on your character’s Attributes,
rather than more general disadvantages (BP returned by linked Defect cannot equal or
exceed Attribute cost). They are available if the corresponding Attribute is available.

By taking a Character Defect you can gain up to three (or occasionally more)
Bonus Points (BP) to use when acquiring Stats or Attributes. The number of Points you
receive is directly proportional to how much the Defect hinders your character; Defects
that do not inflict a significant disadvantage (such as a weakness to bullets made from
the earth of planet Mars) are not worth any Bonus Points. After you have selected your
character’s Defects, return to the previous steps to use your Bonus Points.

If your character was created using an occupational template, some Defects
are already assigned. You may also have other Defects as a result of species or ware
templates. You may choose more and in any case should look up each of the Defects
included in your character’s templates, since many require further specification.
If the template included Nemesis, for example, you will need to decide who that
enemy is and why they are after your character.

It is recommended that you assign no more than eight Defects to your
character, including those in occupational templates. Any more will risk turning
your character into a bundle of insecurities and flaws that is no fun to role-play. This
limit does not apply to Defects linked to an Attribute or incorporated in species or
ware templates. In most cases 2-5 Defects are appropriate.

Derects anp Duar [DENTITIES

If a character maintains a dual identity through the Skeleton in the Closet
(Secret Identity) Defect, some other Defects may not affect him or her in one of the
identities. For example, a serial killer may be wanted by the police on murder charges
(the Wanted Defect), but his or her alternate identity may be a respected politician.
In these instances, the character will receive Bonus Points at a reduced amount.

Ifeither the character’s normal or secret identity (but not both) suffers from a
Defect, the Bonus Points granted are reduced by 1 BP. If both identities suffer from
the identical Defect, at the same or different BP Levels, the character is granted
Bonus Points equal to the higher BP Level. If a character only has one identity, the
Defects return Bonus Points as normal.

NN

Derects Cut rrom b

Certain Defects were cut for they did not fit the cyberpunk
genre. The following were removed: Burns Energy; Cursed;
Involuntary Change.

Any of these can be added from Tri-Stat dX with the GM's
permission (see The Tri-Stat dX Family, page 14).

Defects associated with an Alternate Form (page 44) usually provide Bonus
Points directly to the Form’s Point total. The GM may decide that some of these
Defects function the same as they do for the Skeleton in the Closet Defect, though
(at low BP ranks), rather than apply to the Alternate Form directly.

W/
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Defect Name Progression  Type Page

Achilles Heel 1-3BP Special 77
Activation Time 1-10 BP Linked 77
Awkward Size 110BP  Special 77
Backlash 1-3BP Linked 77
Bane 1-3BP Special 77
Blind Fury 1-3BP Mundane 77
Concentration 1-3BP Linked 77
Conditional Ownership 1-3BP Linked 78
Confined Movement 1-3BP  Mundane 78
Dependent 2,46 BP Linked 78
Detectable 1-3BP Linked 78
Diminutive 2,4,6 BP Special 78
Easily Distracted 1-3BP Mundane 78
Famous 1-3BP  Mundane 79
Inept Attack 3,69BP  Mundane 79
Inept Defence 246BP  Mundane 79
Ism 1-3BP  Mundane 79
Less Capable 110BP  Mundane 79
Limited Use, Instantaneous ~ 1-3 BP Linked 79
Limited Use, Ongoing 1-3BP Linked 79
Marked 1-3BP Mundane 80
Maximum Force 1-3BP Linked 80
Nemesis 1-3BP Mundane 80
Not So Tough 1-3BP Mundane 80
One-Way Transformation ~ 1-3BP Linked 80
Owned 1-3BP  Mundane 80
Part of Body 1-3BP Linked 80
Permanent 1-3BP Linked 81
Phobia 1-3BP  Mundane 81
Physical Impairment 1-3BP Mundane 81
Recurring Nightmares 1-3BP Mundane 81
Red Tape 1-3BP  Mundane 81
Restriction 1-3BP Linked 81
Sensory Impairment 1-3BP Mundane 82
Significant Other 1-3BP  Mundane 82
Skeleton in the Closet 1-3BP  Mundane 82
Special Requirement 1-3BP Mundane 82
Unappealing 1-3BP Mundane 83
Unique Defect 1-3BP Varies 83
Unreliable Power 1-3BP Linked 83
Unskilled 1-3BP Mundane 83
Vulnerability 1-3BP Special 83
Wanted 1-3BP  Mundane 83
Weak Point 1-3BP Special 83

CHAPTER 6. SELECT DEFELCTS
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Achitees HeeL

Special. The character loses twice as many Health Points as normal from a
particular attack form, which must fit with the character concept. It will often reflect
the character’s nature such as a robot’s weakness to electrical or electromagnetic
attacks. The GM must approve any Achilles Heel Defects. A character may have an
Achilles Heel to either a common, uncommon, or rare attack form (in the context
of the campaign).

I BP  The attack form s rare.
2BP  The attack form is uncommon.
3BD  The attack form is common.

Activation Time

Linked to Attribute. A character with this Defect cannot use one of his or her
Attributes whenever desired because the Attribute requires a short time to activate.
Once activation has started, only the character can stop it from becoming active
when the appropriate time is up. This could represent a physical change that is not
instantaneous, the collection of spiritual energies to perform a task, a device that
takes time to “power up,” or an Attribute that only works when the character is
mentally prepared (or angry, or overcome with another emotion).

Activation Time extends to 10 BP following the Time Progression Chart,
starting at 10 Initiative (1 BP) and increasing to 1 month (10 BP). Additionally, the
Defect may return an additional 1 or 2 Bonus Points to the character. 1 additional
BP is granted if the activation can be interrupted temporarily, but restarted where
it left off. One example of this is an Item of Power body suit that the character
must put on. If the character stops activating the Attribute (i.e. stops dressing) to
make a phone call, he or she can continue afterwards. 2 additional BP are granted
if the activation must start again from the beginning if it is interrupted before the
Activation Time has elapsed. The Concentration Defect (page 77) is often linked to
these two applications of Activation Time.

T kR oIz

Special. This Defect means the character is notably larger than an ordinary
human. A character with Awkward Size may have trouble fitting through doors and
moving through narrow hallways, and does not fit into many vehicles. A character
with Awkward Size is also much easier to notice. The larger the character, the
i more BP this Defect will be worth. In most cases, Awkward Size above 1 BP is not
appropriate for human characters, only for robots, large animals, or similar entities.

Awkward Size extends to Level 10 following the Slow Magnitude Chart,
starting at 2.5 to 4 metres tall (x2 height; Level 1) increasing to 2000 metres tall
(1000x height; Level 10). Mass increases proportionately as a cubed function of the
height multiplier, starting at 0.8 tonnes (Level 1) increasing to 27,000 tonnes (Level
5), and finally to 1 billion tonnes (Level 10). An elephant, for example, would be
Awkward Size Level 2.

) BackLasy

Linked to Attribute. The character suffers from an unfortunate side effect
whenever an associated Attribute fails to work. If the character fails his or her Stat
check when using the Attribute, the character is hit with the energy or essence that
would have powered the Attribute’s use. The Backlash could be physical damage,
memory loss, Stat drain, disorientation, or many other effects that make the
character’s life more difficult. The player and GM should determine the game effect
of the Backlash.

I BP  The backlash occurs if the character fails the check by 6 or more.
2 BD  The backlash occurs if the character fails the check by 3 or more.
3BP  The backlash occurs if the character fails the check by 1 or more.

N R R R, R
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Bane u_@
Special. A character with the Bane Defect is vulnerable to an otherwise non- =8
damaging substance such as water, Earthlike gravity, or a specific element, material,
or object. The Bane should relate to the character’s background or Attributes in
some way. An example would be a robot that shorted out when immersed in water,
orahuman, who, through a neural jack or other cyberware, leaves himself or herself
open to maladies that normally only affect computers, such as computer viruses.
The character suffers damage if his or her skin is physically touched by the Bane. If
the Bane does not require direct physical contact (such as gravity or a Bane that can
be transmitted over the net) the damage is halved. Alternatively, if the Bane only
affects the character when ingested, the damage is doubled. Finally, the damage
rating assumes that the Bane is common, such as water, gravity, sunlight, steel, or
wood. If it is less common, such as a rare element or computer virus, the damage
is also doubled. If it is even more rare, such as one particular artefact, the damage
may be tripled or quadrupled, although the GM may decide that a Bane that is too
exotic is worth no BP.
1BP  The Bane causes minor damage (20 points/round of exposure).
2BD  The Bane causes moderate damage (40 points/round of exposure).
5BD  The Bane causes severe damage (60 points/round of exposure).

Brinp Fury

Mundane. Under specific conditions selected by the player (and approved
by the GM), the character will enter a state of unbridled anger. While enraged, the
character will furiously attack the closest person, whether that individual is a friend
or foe. Once that person is defeated or flees, the berserk character will attack the
next closest “threat.” Examples of conditions that might initiate Blind Fury include:
receiving a certain amount of damage, sight of blood, a specific sound or smell,
being outnumbered in combat, seeing a friend in mortal danger, confrontation with
aspecific opponent, etc.

The character can only return to a normal emotional state under another
specific condition. This return could involve a Soul Stat check, or could be an
automatic reversion. Examples of return conditions include: no opponents in the
vicinity, a specific calming technique performed by an ally, solitude, injection of a
particular drug, being knocked unconscious, etc.

IBP  Initiating the Blind Fury is difficult; reverting to normal emotional state is
easy.

2BP  Initiating the Blind Fury and reverting to a normal emotional state are
both moderately difficult.

5BP  nitiating the Blind Fury is easy; reverting to normal emotional state is

difficult.

ConcenTraTION

Linked to Attribute (or the Activation Time Defect, page 77). The character
must concentrate while using a specific Attribute that functions over a period of
time; it does not apply to Attributes with an instantaneous effect. If the character’s
concentration is interrupted voluntarily or by an outside event, the Attribute ceases
to function.

IBP  The Attribute requires slight concentration. The character can still
perform other non-combat actions, but cannot engage in combat or use
other Attributes that also require Concentration.

The Attribute requires intense concentration. The character can move at
aslow speed and talk with others while using the Attribute, but cannot
perform any complex actions or use any other Attribute.

The Attribute requires full concentration. The character cannot do
anything else while using the Attribute; he or she must remain still and
devote full attention to the Attribute.

LBD

58P
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Linked to Characteristic Attribute. This Defect can only be acquired by a
character who possesses either the Item of Power or Gadgets Attributes (pages 52
and 49). The character’s possessions granted by those Attributes actually belong
to another person or organisation. They are issued to the character, but the agency
imposes “mild,” “strict,” or “severe” conditions on their use.

“Mild conditions” indicate that the character can use the objects for
some personal business (such as travelling), but if he or she is released from the
organisation or disobeys direct orders, the objects can be taken away. The character
can also be assigned different objects at any time. For example, a police detective
might have conditional use of an unmarked police car.

“Strict conditions” indicate that the character is only permitted to use the
objects for activities as ordered by the organisation. This is the way most military
and police equipment is issued. If the character is caught using the objects for
personal activities, he or she will receive a severe reprimand.

“Severe conditions” indicate that the character can only use the objects
under specific orders. A government owned time travel device would probably fall
under these conditions. Using the objects at any other time results in incarceration,
physical punishment, or even death.

I BP  Mild conditions are imposed on the objects’ ownership and usage.
2BP  Strict conditions are imposed on the objects’ ownership and usage.
5BP  Severe conditions are imposed on the objects’ ownership and usage.

Conrmep IMovement

Special. This Defect prevents the character from leaving a narrowly defined
area. This could represent a robot that is programmed to follow a specific guard
route, or a prisoner with a chip in his or head that causes extreme pain if he or she
leaves a particular region.

IBP  Restricted to a large area (100 km radius), such as a single county or large
city.

ZBD Re)s/tricted to a small area (1 km radius), such as a small town, major urban
neighbourhood, or large, multi-structure complex.

3BP Restrictedtoa tiny area (100 m radius), such as a city block or single

building.

DEpENDENT

Linked to Attribute. The character cannot use the chosen Attribute without
first using a second (or more) Attribute. If the character fails a Stat check to activate
the second Attribute, he or she cannot use the other one either. Examples of the
Dependent Defect include: a character who gains additional Armour when invisible
(Armour Dependent upon Invisibility), a character that can run much more quickly
after stretching his or her legs (Speed Dependent upon Elasticity), etc. The player
must justify the Dependent Defect to the GM to avoid silly combinations.

L2 BD" The Dependent Attribute cannot work until 1 other Attribute is activated.

L BD  The Dependent Attribute cannot work until 2 other Attributes are
activated.

6BP  The Dependent Attribute cannot work until 3 other Attributes are

activated.

DETECTABLE

Linked to Attribute. While using a specific Attribute, the character can
be pinpointed and possibly identified by others who have specific detection
techniques. For example, the Attribute’s use may make a loud noise or a bright flash,
send vibrations through the ground, or emanate mental shock waves. Detection
techniques include: human sight, hearing, or sense of smell; infrared; mental; radar;

radiation; sonar; ultraviolet; vibration; and others. The Special Attack Attribute
(page 60) is an exception to this Defect — characters must acquire an Attack Ability
to make the attack undetectable.

I BP The Attribute’s use can be detected using 1-2 methods.

ZBP  The Attribute’s use can be detected using 3-5 methods.

3 BD  The Attribute’s use can be detected using 6-9 methods.

Dimmurve

Special. The character is permanently smaller than a human. This is usually
taken for small robots or animals. Although a Diminutive character is physically
weaker than an average human, he or she is able to get into spaces that a human
cannot and may be small enough to hide in someone’s pocket. Diminutive provides
2,4, or 6 Bonus Points.

ZBP  The character s the size of a cat or small dog. His or her running speed
and weapon range is reduced to 20%, and he or she can only lift up to
one hundredth (1%) normal capacity (for an average human, this is
approximately 1 kilogram). Any damage the character inflicts using
physical melee attacks is reduced by 10, while attacks from human-sized
enemies inflict an additional 10 damage. Enemies making ranged attacks,
however, suffer a-4 Attack penalty. Finally, he or she suffers a -6 penalty
on any Body Stats checks that require lifting, carrying, or grappling with
objects larger than cat size.
The character is the size of a rodent. His or her running speed and
weapon range is reduced to 5%, and he or she can only lift up to one
ten thousandth (0.01%) normal capacity (for an average human, this is
approximately 10 grams). Any damage the character inflicts using physical
melee attacks is reduced by 15, while attacks from human-sized enemies
inflict an additional 15 damage. Enemies making ranged attacks, however,
suffer a-6 Attack penalty. Finally, he or she suffers a -12 penalty on any
Body Stats checks that require lifting, carrying, or grappling with objects
larger than cat size (-6 penalty for larger than rodent size).
The character is the size of a bug. His or her running speed and weapon
range is reduced one two hundredth (0.5%), and he or she can only lift
up to one ten millionth normal capacity (for an average human, this is
approximately 10 milligrams). Any damage the character inflicts using
physical melee attacks is reduced by 20, while attacks from human-sized
enemies inflict an additional 20 damage. Enemies making ranged attacks,
however, suffer a-8 Attack penalty. Finally, he or she suffers a -18 penalty
on any Body Stats checks that require lifting, carrying, or grappling with
objects larger than cat size (-12 penalty for larger than rodent size; -6
penalty for larger than bug size).

Ensiy DisTRACTED

Mundane. Some characters are Easily Distracted by events, objects, people, or
ideas, which are collectively known as triggers. Notable examples of triggers include
attractive members of the opposite (or same) sex, wealth, food, movie stars, hobbies,
gossip, hot cars or software, music, one’s own looks, and cyberware. A character with
this Defect will become enthralled with the trigger until it can no longer influence
him or her. Many characters have interests in a variety of triggers but do not possess
this Defect because their interest is moderated by their sense of judgement.

I BP  The character s distracted by a trigger that is encountered infrequently.

ZBP  The character s distracted by a few infrequent triggers, or by one trigger
that is encountered frequently.

5BP  The character s distracted by several infrequent triggers, or by one trigger

that is encountered constantly.
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* Famous

Mundane. The character is recognisable by many people, and thus it is
difficult for him or her to keep secrets or maintain a private life. Journalists and
photographers (or their robot drones) may hound the character regularly, and
report his or her actions on television, in newspapers, and on websites. Obsessed
fans may resculpt their faces to resemble the famous character, or seek to acquire
clones, software, or android doubles of the celebrity to pursue their own fantasies.
While being Famous may have some privileges (preferred seating at restaurants,
daily special treatment, etc.), it can be a significant disadvantage for someone who
maintains a low profile or secret identity.

IBD  The character has regional fame.
2BP  The character has national fame.
3BP  The character has international fame.

Inept ATTACK

Mundane. This Defect reflects a character’s poor judgement in offensive
combat situations, which makes it much more difficult to strike an opponent
successfully. A character with the Inept Attack Defect suffers a penalty to the Attack
Combat Value. The penalty cannot lower the Value below 1. See page 84 more
information on the Attack Combat Value. Inept Attack provides 3, 6, or 9 Bonus
Points.
3BP  The character’s Attack Combat Value is decreased by 1 Point.

6 BP  The character’s Attack Combat Value is decreased by 2 Points.
9BP  The character’s Attack Combat Value is decreased by 3 Points.

InepT DEFENCE

Mundane. This Defect reflects a character’s poor judgement in defensive
combat situations, which can often place him or her in precarious positions. A
character with the Inept Defence Defect suffers a Defence Combat Value penalty.
The penalty cannot lower the Value below 1. See page 84 for more information on
the Defence Combat Value. Inept Defence provides 2, 4, or 6 Bonus Points.
2BP  The character’s Defence Combat Value is decreased by 1 Point.

L BP  The character’s Defence Combat Value s decreased by 2 Points.
6 BP  The character’s Defence Combat Value is decreased by 3 Points.

Ism

Mundane. Ism is discrimination based solely on one particular aspect
of a character. Examples of Ism include: ageism, elitism, racism, sexism, or
discrimination based on education, species, genetics, cybernetics, nonhumanity,
sexual preference, occupation, religion, physical features, etc. The players and GM
are strongly encouraged to discuss these contentious discrimination issues, and
their role in the game, before play begins.

I BP  The character experiences a small degree of discrimination.
2 BD  The character experiences a large degree of discrimination.
5BP  The character experiences a severe degree of discrimination.

LEss CapRaLE

Mundane. Currently, the three game Stats indicate the same level of ability
in all aspects of each Stat: the Body Stat represents all physical aspects, the Mind
Stat represents all mental aspects, and the Soul Stat represents all spiritual and
willpower aspects. Some characters may have one or more aspects of a Stat at a less
proficient level than the rest of the Stat aspects, however, and this is where the Less
Capable Defect comes in.
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endurance, fast running speed, good manual dexterity, and healthy immune system
.. but be rather clumsy. This would fit a character with a Body Stat of 8 or 10,
with the Less Capable (Agility) Defect at 2 BP. Similarly, a witty, perceptive, and
insightful academic genius that happens to have a surprisingly bad memory might
have a Mind Stat of 9, with the Less Capable (Memory) Defect at 1 BP.

Every Stat has a multitude of aspects associated with it, that are considered
either Major Aspects (aspects that arise frequently in a game) or Minor Aspects
(aspects that arise infrequently). For each BP Level of the Less Capable Defect, Stat
or Skill checks for which the specific Major Aspects is important suffer a -3 penalty,
while Stat or Skill checks for which the specific Minor Aspects is important suffer a
-6 penalty. Less Capable can typically extend to 6 BP for Major Aspects or 3 BP for
Minor Aspects. Derived Values are not recalculated.

For example, a bulky brawler might have a high strength, excellence f:" Q
¥t

Each Stat has three Major and three Minor Aspects listed below. Players may
create additional Aspects with the Game Master’s input.

Bopy

Strength, Agility, Endurance (Major); Manual Dexterity, Running Speed,
Immune System (Minor)

MMmnp

Intelligence, Wits, Perception (Major); Memory, Intuition, Savvy (Minor)

SouL

Luck, Willpower, Charisma (Major); Presence, Empathy, Composure
(Minor)

ALL STat Aspects

There are rare occasions in which a character may need the Less Capable
Defect to apply to all aspects of a specific Stat. This usually applies to characters
that undergo a radical change from one form to another, such as that induced by
the Alternate Form Attribute (page 44). For example, a scientist character with a
Mind Stat of 11 who transforms into a hulking beast may need to reduce his or her
Mind Stat to 3 with a Less Capable Mind Defect. For this application, a -1 is applied
to the character’s specific Stat checks for every 2 BP Levels of the Less Capable
Defect assigned. All Derived Values must be recalculated for this application of
Less Capable.

Limrrep Usk, InsTanTANEOUS

Linked to Attribute with an instantaneous effect. The character can only
use a specific Attribute occasionally. This may result from a need to recharge the
Attribute (or a device), an incredible drain on the character’s internal reserves, or a
different form of limitation. Only under exceptional circumstances (and at a great
sacrifice) can the character use the Attribute more often than indicated by this
Defect. This Defect is usually incompatible with the Burns Energy Defect.

IBP  The character can only use the Attribute three times a day.
2 BP  The character can only use the Attribute twice a day.
5BP  The character can only use the Attribute once a day.

Limirep Usk. Oncoins

Linked to an Attribute that can be used on an ongoing basis. After the
character uses a specific Attribute, he or she cannot use it again for a specific
period of time; the longer the Attribute is used, the longer the rest period must
be. For example, the muscles of a character with Superstrength may need time to
recuperate after use, or an Item of Power that grants Flight may need to be refuelled
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between uses. Only under exceptional circumstances (and at a great sacrifice) can
the character use the Attribute again before the waiting period has elapsed.

For every minute the character uses the Attribute, he or she must wait 1
minute before the Attribute functions once again.

For every minute the character uses the Attribute, he or she must wait 5
minutes before the Attribute functions once again.

For every minute the character uses the Attribute, he or she must wait 10
minutes before the Attribute functions once again.

IMArKED

Mundane. A character is considered Marked if his or her body hosts a
permanent and distinguishing design that may be difficult to conceal. The design
may be a family symbol, an identifying birthmark, a permanent scar, or a unique
tattoo. If the mark is not considered out of the ordinary (such as freckles or a
common tattoo), this Defect does not apply. Characters who are obviously non-
human in a setting where most people are human (or vice versa) would also have the
Marked Defect. In a campaign where cybernetics are ubiquitous, however, Marked
may not apply.

I BP  The markis easily concealable because it is small or in an inconspicuous
location.

The mark can be concealed, but this is difficult because it is large or in an
obvious location.

Under most circumstances, the mark cannot be concealed because it
affects the character’s entire body.

IMaxmum Force

Linked to Attribute. The character cannot use a specific Attribute at the
lowest end of its power range. This could represent a character who is too talented
for his or her own good, an item that only functions within certain parameters, a
powerful character who pushes the Attribute’s limits so often that he or she has
forgotten how to use it at a low Level, or something different.

LBD
58P

LBp
58P

This Defect is only appropriate for the following Attributes: Creation,
Elasticity, Flight, Illusion, Land Speed, Jumping, Special Attack (applies to damage
only), Speed, and Water Speed.

Maximum Force extends to Level 10, providing 1 BP each Level. The
restriction on an Attribute’s use is given below, where Z is the number of Bonus
Points granted and (Z+1) is one Level higher than the BP Level.
1BP  The character cannot use up to Level Z of the Attribute. The Attribute

must be at Level (Z+1) or higher.

NlEmEsis

Mundane. The character has someone in his or her life that actively interferes
with goal achievement on a regular basis. This Nemesis can take several forms. He
or she could be a professional rival such as someone competing for the favour of the
character’s boss. The Nemesis could also be personal; for example, a criminal may
be pursued by a specific law enforcement officer who devotes his or her existence to
putting the character behind bars. The Nemesis may even be a romantic rival such
as someone chasing the same person the character is pursuing.

The Nemesis should be someone who makes the character’s life difficult
frequently (and cannot easily be removed), but the Nemesis does not need to be a
mortal enemy. It might be someone the character loves very much, but one whom
they cannot avoid. An overbearing parent who lives at home is an example of this. If
for any reason the Nemesis is defeated or goes away, the GM should create another
Nemesis, unless the player also wishes to use Advancement Points (page 147) to
eliminate the Defect permanently.

1BP
LBp

3BP

The Nemesis is merely annoying and/or interferes infrequently.

The Nemesis may actively try to harm the character and/or interferes
frequently.

The Nemesis will always harm the character given the opportunity, and/or
interferes constantly.

Not S0 Tous

Mundane. The character is less durable than his or her Body and Soul Stats
would otherwise suggest. This Defect is appropriate for characters with a “glass
jaw,” or those who succumb to physical trauma easily.

I BP The character’s Health Points are decreased by 10 Points.
2BD  The character’s Health Points are decreased by 20 Points.
3BP  The character’s Health Points are decreased by 30 Points.

One-Wav TrAnsFormATION

Linked to Attribute. This Defect can only be taken in conjunction with
the Alternate Form, Elasticity, or Invisibility Attributes. Once the character has
transformed from a normal state, he or she cannot transform back to a prior form
without meeting certain conditions. This might include work by mechanics or
lab technicians, consuming a specific substance, or simply the passage of time.
In Ex Machina it usually applies to genetic or robotic constructs that undergo a
caterpillar-like metamorphosis.

I'BP 1t takes several hours of work or special circumstances to enable the
character to transform back to an earlier form.

ZBP  As1BP, but the process requires expensive (or hard to find) replacement
components, ingredients, or other prerequisites.

3BD  As2BP butthe process takes several days.

Ownep

Mundane. Free will has little meaning for a character who is Owned by a
corporation, government, crime ring, or other organisation or individual. Control
over the character can be exerted through a variety of methods including blackmail,
brainwashing, legal contract, technology (such as cybernetic implants), or just
highly effective propaganda. Dire consequences await a character whose actions
conflict with the mandate of the owning body.

IBP  The organisation has partial ownership of the character; the character is

subject to slight punishment for opposing the owners.
2BP  The organisation has significant ownership of the character; the character
3BP

is subject to moderate punishment for opposing the owners.
The organisation has total ownership of the character; the character is
subject to severe punishment for opposing the owners.

Dart or Bopy

Linked to Attribute. Only part of the character’s body is affected by a
specific Attribute, most commonly used for: Adaptation, Alternate Form, Armour,
Invisibility, and Superstrength. For example, a character might only receive Armour
benefits against abdominal attacks, or have bionic legs with Superstrength.

I BP The Attribute affects a large part of the body (torso, both legs, both arms,
etc.).

2 BD  The Attribute affects a small part of the body (one leg, one arm, abdomen,
chest, head, etc.)

3BD  The Attribute affects a tiny part of the body (one hand, face, one foot,

groin, knee, etc.).
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DERmAnent

Linked to Attribute. A specific Attribute is always functioning, and the
character cannot turn it off. This Defect only applies to Attributes that would
inconvenience the character if the Attribute was always active, such as Invisibility or
Nullify. The player and GM should discuss the problems and limitations associated
with an eternally active Attribute.

I BP  The Attribute s a slight inconvenience to the character.
2 BD  The Attribute is a moderate inconvenience to the character.
5BP  The Attributeis a severe inconvenience to the character.

DPropin

Mundane. A Phobia is a fear (often irrational) of an event, object, or person
that can limit a character’s choice of actions. Avoiding situations that could trigger
the phobia may take a high priority in the character’s life. Note that a Phobia that
effectively cripples the character with fear does not add constructively to the role-
playing experience.

I BP  The character has a slight phobia or one that is encountered infrequently.

ZBP  The character has a moderate phobia or one that is encountered
frequently.

3BP  The character has a severe phobia or one that is encountered constantly.

PrvsicAL ImpaRmENT

Mundane. The character has a physical impairment that makes aspects of
daily life more challenging. Possible impairments include: one or more missing
(or unusable) limbs, loss of speech, constant sickness, nagging injury, severe
headaches, an android that requires frequent repairs, etc. The player and GM
should discuss the problems and limitations associated with the impairment. In
most cyberpunk settings, cybernetics or transplants can usually repair most forms
of ordinary disability. A human character who still has a Physical Impairment
should have a good reason why this has not been treated. This could be as simple as
being destitute, or as complicated as an exotic form of nerve damage (perhaps from
an experimental bio-weapon) that results in the character rejecting conventional
transplants or replacement parts.

IBP Theimpairment is a slight inconvenience to the character.
2BP  The impairment is a moderate inconvenience to the character.
3BP  Theimpairment s a severe inconvenience to the character.

Recurring TIGHTMARES

Mundane. When the Recurring Nightmare Defect haunts a character, he or
she has trouble sleeping at nights and functions at less-than-optimum performance
during the day. The nightmare can be a memory of a tragic event or traumatic
experience, or it might be something else such as a prophetic vision or warning. The
nightmare may not occur every night but it will haunt the character on a regular
basis. Additionally, the nightmares do not need to portray the exact same events
repeatedly, but the visions should be related in some way. The details concerning
the subject matter of the nightmares and why they occur is the responsibility of the
GM and the player to create.

IBP  The nightmares occur infrequently and have a slight effect on the
character’s lifestyle.

ZBP  The nightmares occur frequently and have a moderate effect on the
character’s lifestyle.

3BP  The nightmares occur constantly and have a severe effect on the
character’s lifestyle.
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Mundane. The character must negotiate his or her way through a = 1 "8

complicated bureaucracy in order to accomplish tasks. This Defect is often kg
associated with characters who are members of law-enforcement organisations or .
similar government agencies that require paperwork. A large criminal organisation, s
however, may also require a character to receive permission from several levels of

bosses before undertaking certain high-profile jobs.

Red Tape also includes whatever measures the character must take “after
the fact” to appease the organisation to which he or she belongs. For example, a
cop may need to fill out a report every time his or her weapon is fired or may have
to follow a complicated series of steps to obtain a search warrant. A thug may be
required to pay a percentage of his or her take to the regional crime organisation or
face some very strict penalties.

The Red Tape Defect is inappropriate for characters created via the
Henchmen or Servant Attributes.
IBP  The Red Tape only impedes the character before or after a major action
(but not both) and/or the Red Tape is easy to manage most of the time.
2BP  The Red Tape impedes a character both before and after a major action,
and/or is difficult to manage most of the time.
5BP  The Red Tape impedes a character before, after, and during a major action,
and/or is extremely difficult to manage most of the time.

Repuction

Linked to Attribute. One of the character’s Attributes is limited greatly,
resulting in a Reduction of its Point cost per Level. This Defect offers a near-endless
number of limitations, and consequently the player and GM should discuss the
game ramifications and the Attribute’s new Level costs.

Each Attribute description provides one sample Reduction. This entry is
only a suggestion, and does not represent the only Reductions available. A list of
suggested Reductions are shown below.

Unlike other Defects, Reduction does not return Bonus Points to the
character; the Attribute cost changes instead. The Point cost change is directly
related to the original cost of the Attribute. For example, a Reduction that limits a 4
Points/Level Attribute to half of its power might be a 2 Points/Level Reduction; the
same limitation on a 10 Points/Level Attribute could be a 5 Points/Level Reduction.
This Defect is not usually appropriate for 1 Point/Level Attributes.

SampLE Repuctions

Sample include: Fewer sub-Points awarded, Less frequent usage, Limited
control, More than one but less than all, One aspect, Partial effectiveness, Attribute
always used in same way, Very specific utility

ResTRIcTION

Linked to Attribute. One of the character’s Attributes is associated with
one or more disadvantages that limits its use. This Defect offers a near-endless
number of limitations, and consequently the player and GM should discuss the
ramifications of the selected Restriction. A list of suggested Restrictions are shown
on page 82.

Each Attribute description provides a short list of three of the more
commonly associated Restrictions. These entries are only suggestions, and do not
represent the only Restrictions available. The GM may increase the Bonus Points
returned to the character to an alternate progression (such as 2 BP, 4 BP, 6 BP;
or 3 BP, 6 BP, 9 BP) if the Attribute this Defect is restricting has a high Character
Point cost at each Level (see Extra Attacks or Power Flux for examples). Severe
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limitations on an Attribute, which will affect the Point cost per Level, is covered by
the Reduction Defect (see above).

1BP  The Attribute has a minor Restriction.

ZBD  The Attribute has a moderate Restriction.

3BP  The Attribute has a major Restriction.

SampLE RESTRICTIONS

Sample include: Cannot use on oneself, Check needed to maintain control,
Cyberspace or online only, During specific times of the day, Easy to counteract,
Flawed results, In particular locations, Initiative penalty to use, Limited
functioning, Loss of specific effect, Naked form only, Requires consumable
focus, Requires maintenance, Requires special equipment, Requires Stat checks,
Restricts movement, Specific targets, Time limit, Under certain conditions,
Usage inflicts pain, Use weakens character. Note: An Attribute must always cost
at least 1 Character Point no matter the number of Linked Defects.

GEnsory ImpAIRMENT

Mundane. One or more of the character’s senses (sight, hearing, taste,
touch, smell) are either diminished or lost. An example of a diminished sense is
being near-sighted or hard of hearing; the GM should take the impairment into
consideration when deciding what the character is able to perceive, and may apply
a-4 penalty on checks to notice things with that sense. An example of alost sense is
blindness or deafness. Any diminishment or loss is based on the character’s status
after benefiting from any technological aids such as eyeglasses or hearing aids in
the setting. For example, if a character has a hearing aid but is still hard of hearing,
he or she has Sensory Impairment (diminished hearing, 1 BP). In a setting where a
hearing aid was unavailable or could not correct his or her particular impairment,
he or she would have Sensory Impairment (deaf, 2 BP) instead. Cybernetics and
transplants can usually repair most forms of ordinary disability. A human character
who still has a Sensory Impairment should have a good reason why this has not
been treated (see Physical Impairment, page 81, for suggestions).
The character has a diminished primary sense (such as short-sightedness
or being hard of hearing), or has lost a secondary sense (such as taste or
smell).

2 BP  The character has completely lost a primary sense (sight or hearing),
or has two diminished primary senses, or has completely lost multiple
secondary senses.

5BP  The character has completely lost a primary sense (sight or hearing) and
multiple secondary senses.

Sioniricant Otuen (5.0.)

Mundane. A character with this Defect has someone for whom he or she
will go to any lengths to keep safe from harm, even at the risk of his or her own
life. The S.0. should be a regular fixture in the campaign. A one-night stand, or
a cousin visiting for two weeks is a plot complication and not an appropriate $.0.
The character’s sense of obligation towards the 8.0. is enough that the character
will take great pains to ensure his or her safety and well-being. Examples include
spouses and steady boy or girl friends, teammates, immediate relatives (parents
and grandparents, brothers and sisters, perhaps very close cousins), and close
co-workers (such as a cop’s partner). A person might even have a robot or AL as a
$.0. if they had strong emotional ties toward it (although other people may think
them odd). It is acceptable for a character to take another character as an S.0.,
provided the players role-play this relationship appropriately. In this case, the S.0.
relationship is always worth just 1 BP but is treated as a 3 BP Defect by the GM in
terms of the frequency with which it affects the game.

The S.0. Defect is inappropriate for most Henchmen and Servant
characters.

I BP  TheS.0. s rarely placed in grave danger and appears infrequently.
2BP  The$.0. s often placed in grave danger and appears frequently.
5BP  ThesS.0.is always placed in grave danger and appears constantly.

GRELETON 1N THE CLOSET

Mundane. The character has a dark secret. Exposure of this secret could cause
harm to the character in the form of public humiliation, loss of a job, arrest, injury,
or even death. The number of BP gained from this Defect is based on the severity the
consequences if the secret i revealed. The secret must be important enough that the
character will actively take steps to keep others from learning of it. If the Skeleton
is ever revealed, the character will suffer the associated consequences, and the GM
should replace it with an appropriate Defect or Defects worth at least as many BP
as Skeleton in the Closet.

For example, most criminals have a 1 BP Skeleton in the Closet: they have
committed crimes that could send them to jail or worse, but usually there is
no easily available evidence. If their secret is discovered, they will usually have
Skeleton in the Closet replaced by an equal or higher value Wanted Defect. A 3 BP
Skeleton is usually reserved for characters who face destruction or death if their
secret is discovered such as a runaway android passing itself off as a human, or an
undercover agent that has infiltrated a terrorist organisation.

If a character has a secret identity, the Skeleton in the Closet Defect
applies. The number of Bonus Points associated with the identity depends on the
consequences if the secret is revealed, and thus is heavily Dependent on the nature
andactions of the character. For instance, if a undercover agent’s identity is revealed,
enemies can target the character and his or her family more easily. Whether this is
a1,2, or 3 BP Defect depends on the position of the character, popularity of the
character, how many enemies he or she has, how easily the character can maintain a
normal lifestyle, etc. When in doubt, assume that most characters who have secret
identities gain the 2 BP Defect.

The Skeleton in the Closet Defect is inappropriate for most Servant
characters.
| BP  The Skeleton is difficult to discover, and/or the consequences of discovery
are slight, and/or the character’s reputation will be impacted slightly.
ZBP  The Skeleton s relatively easy to discover, and/or the consequences of
discovery are moderate, and/or the character’s reputation will be seriously
impacted.
3BP  The Skeleton is very easy to discover, and/or the consequences of
discovery are severe, and/or the character’s reputation will be devastated.

GpECIAL REQUIREMENT

Mundane. This Defect forces the character to meet a Special Requirement
in order to function normally The Special Requirement may involve a physical
object, an event, an action, an environmental condition, or even a state of mind.
Everyday activities, such as eating and sleeping, are not considered to be Special
Requirements unless they must be carried out under unusual conditions or
more frequently for some reason. Only certain types of Special Requirement are
appropriate as a mundane Defect in an Ex Machina world. The most common
example of a Special Requirement would be a regular need for drugs, either due
to a serious addiction to recreational narcotics, or in order to hold a debilitating
or fatal disease in remission. Another common requirement is a need for electrical
power. This Defect covers a wide range of possibilities, and thus the details should
be discussed with the GM.

IBP  The Special Requirement is easy to obtain and/or needed infrequently.

2BP  The Special Requirement is difficult to obtain and/or needed frequently.

5BP  The Special Requirement is extremely difficult to obtain and/or needed
constantly.
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~ UnappeaLing

Mundane. An Unappealing character may find it difficult to blend into a
crowd because their appearance is distinctive. The term “unappealing” does not
necessarily mean ugly but can also refer to a bad smell, manner of speech, or even
an unpleasant habit that provokes a consistently negative reaction.

This Defect is often taken in conjunction with the Marked Defect (page 80).
A monstrous, ugly creature is usually both Unappealing and Marked. On the other
hand, a statuesque chrome-skinned cyborg or robot would be Marked (the chrome
skin) but not Unappealing.
I BP  The character s slightly unappealing. He or she receives a -2 penalty on
any Seduction Skill use.
2 BD  The character is moderately unappealing. He or she receives a -4 penalty
on any Seduction Skill use.
3BP  The character is severely unappealing. He or she receives a -6 penalty on
any Seduction Skill use.

Uniour DeFecT

Varies. This section covers any and all possible Defects that a character might
possess but are not detailed in the rules. The boundaries and limitations of the
Defect should be discussed with the GM.

I BP The Defect occurs infrequently and/or has a slight effect on the character.

ZBP  The Defect occurs frequently and/or has amoderate effect on the
character.

3BP  The Defect occurs constantly and/or has a severe effect on the character.

Unioue Derect ExameLe: Haro Conine

A character with the Attack Restriction Defect has limitations on whom he
or she can attack due to a reduction of free will (such as “hard coded” commands).
The attack restriction can only be overcome during exceptional circumstances and
may result in harsh consequences, including unbearable guilt or punishment by
superiors. This Defect obviously does not apply to heroic characters who will not
“attack innocent people.”

IBP  The character’s restriction applies to very few people, or the character has
slight reservations.

ZBP  The character’s restriction applies to many people, or the character has
strong reservations.

3BP  The character’s restriction applies to a large group of people, or the
character has extremely strong reservations.

UnreLiaBLE Power

Linked to Attribute. One of the character’s Attributes frequently does
not function when desired. Before the character can use the Attribute, he or she
must make a successful Stat check with a penalty. If the Attribute does not have a
“Relevant Stat” entry, the character’s Soul Stat should be used as a default. If the Stat
check fails, the character can try to use the Attribute again during the next round
(when the character is in combat), or in a short period of time (when the character
is not in combat).

At the GM’s and player’s discretion, Unreliable Power can also represent
an Attribute that does not always function in the manner desired. For example, a
character with unreliable Superstrength might misjudge his or her strength and
break things (or injure someone) by accident. For this alternative, the Stat check
determines if the Attribute operates properly; a failed check indicates that it
activates in an unexpected manner.
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character cannot attempt to use the Attribute again for 1-10 minutes.
2BP  The character suffers a -4 Stat check penalty. In non-combat situations,
the character cannot attempt to use the Attribute again for 10-30 minutes.
3BP  The character suffers a-6 Stat check penalty. In non-combat situations,
the character cannot attempt to use the Attribute again for 30 minutes to
2 hours.

UnSHILLED s

Mundane. An Unskilled character starts with less than the usual number of
Skill Points: -10 Skill Points (up to the character’s starting Skill Point total) for each
BP returned. This Defect cannot be combined with the Highly Skilled Attribute.

VULNERABILITY

Special. The character has a critical weakness to a specific object, environment,
thought, activity, or condition. When in close proximity to the Vulnerability, it can
temporarily strip the character of his or her Attributes. The Vulnerability should
only affect the character rarely, however, since it impacts him or her so severely.

I BP The character’s accessible Attribute Levels all drop by one-quarter (round
up) when affected by the Vulnerability.

ZBD  The character’s accessible Attribute Levels all drop by one-half (round up)
when affected by the Vulnerability.

5BP  The character cannot use any Attributes when affected by the
Vulnerability.

WanTED

Mundane. The character is wanted by the law, a powerful criminal, or private
organisation that has placed a price on his or her head. Being Wanted is different
from having a Nemesis; there is no single person devoting his or her life to annoying
or hunting down the character. The character will need to conceal his or her identity
or move around regularly to avoid having complete strangers calling the police or
pursuing the character (depending on the circumstances).

I BP  The incentive to hunt the character is minor. For example, he or she may
be wanted on outstanding warrants, but there may be no actual reward
posted, or the reward is fairly small.

ZBD  The reward, contract, or other incentive offered to hunt the character is
significant.

3 BP  The reward, contract, or other incentive offered to hunt the character s
extreme.

Weak Dome

Mundane. The character’s body possesses an abnormal weak point (in
addition to the normal human weak points, like the heart and head). If the weak
point is ever hit during combat with a Called Shot (page 93), the result is an
automatic critical hit (page 99). If the attacker rolls a natural critical hit (a natural
2), the target is immediately reduced to 0 Health Points and falls unconscious. The
opponent, or even the character, may not be aware the weak point exists, however,
until its presence is discovered by accident or through careful study.
1BP  Theweak point is tiny (-6 Called Shot attack check penalty).

ZBD  The weak point is small (-4 Called Shot attack check penalty).
5BP  The weak point is large (-2 Called Shot attack check penalty).

The character suffers a -2 Stat check penalty. In non-combat situations, the f:".
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Chpten 7:
Finiswine ToucHEs
CaLcuAte Derrven Vatues (5tep 8)

Calculate the character’s Derived Values. These numbers are based directly
on the Body, Mind, and Soul Stats and thus do not afford any choices of Point
distribution.

Comsart VALUE

This value governs all facets of physical conflict including your character’s
abilities in attacking, defending, and delivering damage. A higher Combat Value
reflects fighting spirit and an increased knowledge of all physical combat forms:
armed, unarmed, martial arts and ranged weapons. There are two separate
components of the Combat Value — Attack and Defence. Character Attributes and
Defects may modify either component separately, but unless otherwise noted, the
term Combat Value refers to both Attack and Defence.

N
U

Increased skill in combat can only be achieved through harmony of the
Complete Self. Lack of self-unity through weakness of any facet of the character will
restrict his or her ability in combat. Consequently, the Body, Mind, and Soul are
all of equal importance to the combat master: Body Stat for a forceful attack and
defence, Mind Stat for quick wit, knowledge of combat techniques and anticipation
of an opponent’s actions, and Soul Stat for the winning spirit and good fortune. For
example, a petite female standing five feet tall with martial arts training can take
down an opponent nearly twice her size; knowledge and determination is just as
important as brute force.

firrack Comsar VALUE

To calculate the base Attack Combat Value, add together all the Stat Values
and divide by three, rounding down.

[Boov + Mino + Soutl =3

Derenct Comsat VALUE
The base Defence Combat Value is two less than the Attack Combat Value.
[Booy + Mino + Sourl = 3—1

Heatrh Ponts

This Derived Value dictates the amount of physical damage your character’s
body can sustain before it ceases to function (for example, your character is knocked
unconscious or even dies). Damage delivered in combat are subtracted from your
character’s current Health Point total. If the total ever falls below zero, the character
is rendered unconscious and may die if he or she does not receive medical attention.
Attributes or Defects may further modify Health Points.

The base number of Health Points is equal to the sum of the Body Stat and
Soul Stat multiplied by 5.

[Bopy + Sou) x 51
Hencumen Rute

To reflect the ease with which unimportant NPCs are dispatched in combat,
the GM is encouraged to assign such “extras” as the Not So Tough Defect at 2 or 3
BP, therefore reducing their Health Points by 20 or 30. The GM will decide which
characters constitute minor NPCs.

Gwock VaLug

Characters should also calculate their Shock Value. If a character suffers
an amount of damage equal to his or her Shock Value, there is a danger that the
character will be stunned. If the attack penetrates the skin (such as from a bullet
or knife), the Shock Value also represents the damage necessary to inflict a major
wound, which, if untreated, can result in the character bleeding to death. For more
information on Shock Value and its applications, see page 99.

The Shock Value is equal to the character’s maximum Health Points divided
by 5.
[Heaur Pomrs] =+ 3

Earn Backerounp Points (Step 9)

Now that the numerical component of your character is complete (Stats,
Attributes, Defects, Skills, and Derived Values), you should concentrate on fine-
tuning his or her personality, while still leaving room for the character to grow in the
future. One of the most effective ways to better visualise your creation is to provide
detail through a background history, a character story, or a character drawing.
Spending time to develop your character without a rule structure will enhance
your role-playing greatly, and can give the GM a window into your character’s
motivations. Additionally, your Game Master might hand out a character quiz for
you to answer. As an incentive, the GM will award you from 1 to 4 Background
Points for each contribution that you complete, which are then distributed
among the Attributes. If any of your character’s Stats are changed after using the
Background Points, you must recalculate the three Derived Values.

This final step in character creation also serves as your last chance to answer
important character questions before game-play begins. What formed his or her
outlook on life? Where does he or she live? Work? Earn money? What are your
character’s likes? Dislikes? What about family? Friends? Romantic interests?
Enemies? Details add depth to your character, but you should not become obsessed
with them. Leaving room for growth can provide numerous character development
opportunities during the course of the adventures.
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' ChapTer 8: Game IMEeckAnIcs

In a role-playing game, most character or NPC actions do not require any
particular rules. A player simply says his or her character walks across aroom, picks
up an object, drives a vehicle, or talks to someone, etc., and if the GM agrees that it
is possible, this simply happens. Personal interaction between characters or NPCs
normally consists of the players and GM talking “in character” and describing what
their characters are doing. In the GM'’s case, he or she describes what the characters
are seeing, hearing, smelling, touching, and tasting.

In the course of a game, circumstances may arise where specific rules can help
determine what happens. This is usually the case when the outcome of an action or
event is uncertain and the result is important to the story. If a character needs to fix
a broken reactor pump to prevent a nuclear meltdown, can he or she do it in time?
Ifa character’s car drives off a cliff, can he or she jump clear in time, and if not, how
badly will the crash injure the character? If two people fight, who wins?

A character’s Stats, Attributes, Skills, and Derived Values help resolve these
dramatic questions. In many cases, dice rolls can add additional hazard and drama
to the action. The dice rolls represent elements beyond the direct control of the
character or the uncertainty that results when opposing characters interact. In some
situations, the GM may elect to determine the results by simple fiat, without rolling
dice (see Should I Make My Players Roll Dice?, page 86). The GM may do soif he or
she thinks a particular outcome is certain or is dramatically necessary to the game.

One situation the rules cover in greater detail is combat. The rules for
combat are extensive, giving players a greater sense that they are in control of their
characters’ every step. If they lose, they will know the GM has not arbitrarily killed
or injured their characters. The GM can also follow a similar procedure with any
other actions that affect a character’s fate: treat routine activities in passing and
delve into more detail whenever an action influences the player character physically
or emotionally.

IMPORTANT! Do not hesitate to go beyond the rules if you are the Game
Master. If you dislike a rule presented in this book, you are encouraged to modify
it to suit your needs and those of the players. Do not let your own vision of a role-
playing game be superseded by anything you read in this book. These pages are
filled with guidelines and suggestions, but certainly do not reflect the “One True
Way” to role-playing success. Use what you like, discard what you do not, and fill in
the blanks with your own ideas.

THE Dassace oF Time

“In game” passage of time in a role-playing game is fluid, just as in a book
or movie. In some situations, like a conversation between two characters, the
movement of game time normally matches real world time. More often, the amount
of time that passes depends on the characters” activities as set by the players’
actions — things happen as soon as dramatically appropriate. Climbing a high
mountain takes a few short minutes. It does not take the several hours that climbing
a mountain would really take. The GM should telescope time until something
interesting happens: “Two weeks pass while you investigate the crime. Then the
terrorist broadcasts a message to the world, announcing his plans to unleash a
mutagenic virus if his demands are not met....” Finally, in very dramatic situations
such as combat, the GM may keep very precise track of time, using individual
“combat rounds” (see Combat, page 89). GMs may go back in time as well to employ
flashback scenes. A flashback is a useful tool to establish the background for a story
without simply recounting the information in dry lecture fashion, allowing the
player to work through the event.

R N N L, A
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Three common measures of game time in Ex Machina are scene, round, and | /&

e
Initiative. A scene is any situation where the events remain linked, moment-to- k
moment. Think of it in movie terms — a scene lasts until the camera cuts to an
entirely new setting, potentially with new characters. If, for example, a character is

speaking with an informant in a diner, the conversation constitutes a scene. Once
the GM switches scenes to the character entering a back alley, following up on the
informant’s lead, the diner scene ends and a new scene begins in the back alley. If ==

the conversation was interrupted by a villain attacking the informant, intent on c
shutting him up before he could reveal any important information, the scene would
not yet end when the character chased after the villain down a back alleyway. Since
the events are still linked moment-to-moment, it is still a part of a scene although
the setting has changed.

Around is a measure of time of approximately 1-10 seconds in length (usually
averaged to 5 seconds), while an Initiative is one specific moment in time. When
combat occurs, characters roll Initiative (page 92) and each is allowed to act on his or
her Initiative. The round is broken into a number of Initiatives equal to the highest
Initiative rolled for the round. For example, in a combat between three characters
who roll an 11, 19, and 24, the combat round has 24 Initiatives. The round remains
5 seconds in length, but for the purposes of action within the conflict, there are 24
potential individual moments — 24 instances where a character could decide to act.
On the following combat round, when the characters roll 16, 23, and 39, there are
now 39 Initiatives within the round.

Takme Action

Every character is capable of performing or attempting a nearly endless list
of actions. These can be mundane activities (talking, breathing, thinking), skilled
activities (building a suit of power armour, hacking into a computer, moving
silently, climbing the side of a building), or combat activities (fighting, dodging,
shooting). The Combat section covers combat action in detail and thus is not
discussed here. Additionally, players can assume that characters carry out routine
skilled activities successfully on a regular basis unless specified otherwise by the
GM. For example, the GM can assume that characters with the Gun Combat Skill
routinely keep their weapons clean, safely stored, and properly maintained.

Every GM has a preferred method for having players describe their characters’
actions. Usually this involves the GM moving from player to player asking, “What
is your character doing?” Experienced GMs try to give each person equal role-
playing time so that everyone is an important facet of the story (switching between
characters as necessary). Conversely, players are responsible for relating their
characters’ intended actions to the GM. In return, the GM will describe the results
of those actions or will request a Stat or Skill check to determine the outcome.

Consider the three action descriptions below:
Acrion I: “My character, Hitomi, is going to search for the disk.”
Acrion Z: “My character, Hitomi, is going to search for the disk in the basement
of the building.”
fcion 3 “My character, Hitomi, is going to quickly search for the disk in the
basement of the building. She will ransack the place and smash down
doors if she has to, in order to find it as fast as possible.”

All three accounts involve Hitomi looking for the disk, but the level of detail
to your character’s actions (such as exactly how Hitomi is forcing open the doors in
Action 3), but sometimes a little detail can greatly alter the GM’s interpretation of
the event.



ArrRisuTes Anp AcTions

In some situations, it is important to know how many Attributes (whether
part of his or her body or integrated into gadgets or Items of Power) a character can
activate at one time and how quickly he or she can activate the Attribute. Innate
Attributes, such as Armour or Superstrength, are considered always active, unless the

character selects a Restriction Defect (page 81) whereby the Attribute is not always
active. Attributes which must be activated but do not usually require a dice roll, such
as Invisibility, can be activated at a rate of one per Initiative starting on the character’s
Initiative roll; these activations do not require the character to use an action. Attributes
that must be activated and do require a dice roll demand focus, and thus the character
must spend one or more actions to activate the Attribute. A character can have any
number of Attributes active at any moment, though GMs may wish to impose penalties
if the character is focusing on too many things. It is usually obvious which Attributes
fall into which category, but the final classification is at the Game Master’s discretion.

Using Arrrisutes AT REDuced LEVELS

Unless a character assigns the Maximum Force Defect (page 80) to an
Attribute, he or she can voluntarily use the Attribute at reduced Levels and PMV
Ranks. For example, a character with Level 6 Sensory Block normally could choose
to block up to six difference senses. Similarly, if the character also assigned an Area
PMV of Rank 4 (100m) to Sensory Block, he or she could use the Attribute on a
smaller area if desired.

Fractionat Arrisute Usk

The GM might also allow the character to use a fraction of an Attribute’s
effect. A character with Level 3 Invisibility, for instance, may only want to turn
a single body part, such as a hand or head, invisible. The GM could decide that
fractional Attribute use is more or less difficult than using an Attribute’s full effect,
assigning appropriate Check Value modifiers (see Table 8-1: Check Value Difficulty
Modifiers). In some cases (for example, certain Gadgets or Items of Power that
possess the Attribute) the GM may rule that fractional use is impossible.

Dice ano Dice Rows

Ex Machina uses polyhedral eight-sided dice during game play. When a
random number needs to be generated, two dice are rolled. By adding the two
numbers shown on each die, values between 2 and 16 can be generated. The
distribution of values almost follows a bell curve, with the middle value of 9
generated most frequently. There are three major types of dice rolls, or checks, a
GM or player may use during game play: a Stat check dice roll, a Skill check dice
roll and an Attack/Defence Combat check. When a player announces the intended
actions of his or her character, the GM must decide if a dice roll is necessary. Should
aroll be required, the GM chooses which type of check is most appropriate.

In most cases, a player rolls dice to determine the success of an action his or
her character performs, while the GM rolls the dice to determine the results of NPC
actions when they impact the characters. In situations where NPCs are only involved
with other NPCs, the GM should simply decide what happens rather than rolling dice.

In some circumstances, the GM may roll the dice to determine the results of a
character’s action instead of having a player roll, keeping the actual dice roll — and
the reason for rolling — secret. This is normally done when the player rolling would
give away an event that should remain unknown to the character. If, for example,
there is something hidden that the character may or may not notice, the GM can

secretly roll dice to see if the character spots it. If the GM allowed the player to roll
the dice, the player would know that a clue existed even if the character did not
succeed in noticing it.

CHAPTER & GAME MECHANICS
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It is important for the GM to realise that not all actions : I_-{
require a dice roll. Obviously mundane character activities, such as
surfing the ‘net, riding a bike down a road, or eating lunch, should - -
never need dice rolls unless there are exceptional circumstances b
surrounding the character's actions. In other situations, the necessity | —{

to roll dice is less obvious. If a character is virtually guaranteed to ___{
succeed at a task, then the GM should consider whether the check is
really necessary. While it is true that the character might fail, having
the player roll the dice will slow the game down. Thus, GMs should _<
recognise when a character is almost certainly going to succeed at a
task and, in those situations, not request the check and allow game _<
play to continue, uninferrupted.
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Conversely, one might think that if a character only
succeeds if the player rolls a really high number, then the GM
should similarly not request a check and, instead, state that the
action fails. This, however, is not the case — player characters
should always be given that one slim chance of success, even
at difficult tasks that seem doomed to failure (with the exception
of tasks that the GM deems impossible). While the dice roll may
slow game-play down a bit, that slim chance of success allows

characters to accomplish heroic feats that will be remembered
for years. GMs may wish to allow only player characters to
make this roll, even in the face of near-certain failure — since
NPCs are not the stars of the game, they should not be allowed
the same chance of pulling off spectacular feats.

The following is a list of suggestions when the dice
should and should not be rolled. If a check is unnecessary, the
character should gain an automatic success for the action.

RoL Dice wHen...
the unpredictability of dice adds to the excitement of the
game
the action is foreign to the character
the action has been a weakness for the character in the past
the character is distracted or cannot concentrate
another character or NPC is working directly against the
character
the action is not of trivial difficulty
outside forces influence the actions
the player wants to roll the dice

Do not ROLL DICE WHEN...
* aroll would reduce the enjoyment of the game
* the action is routine for the character

* the action requires a trivial amount of talent compared to the
character’s Skill rank |-
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- G1AT CHECKS

A Stat check is used when the GM believes that innate ability is more
important than any learned expertise or combat capability. During a Stat check, the
GM decides which Stat (Body, Mind, or Soul) would be most relevant to the action
in question. If two or three Stats are closely related to the action, an average Stat
Value should be calculated instead, rounding up to the closest whole number. For
actions that fall under the domain of an Attribute, the relevant Stat is usually given
in the Attribute description.

A successful Stat check involves the player rolling less than or equal to the
Check Value on two dice. The base Check Value is equal to the appropriate Stat or
Stat average, as determined by the GM. The Stat check is unsuccessful if the dice roll
generates a value greater than the Check Value. The greater the difference between
the Check Value and the dice roll, the greater the degree of success or failure.

Cueck Varue Dirricury Mobiriers

The GM has the option of modifying the Check Value should the action the
character is undertaking be particularly easy or difficult (see Table 8-1: Check Value
Difficulty Modifiers). Difficult actions gain a negative modifier to the attempt, while
easier actions receive a positive modifier.

(T

— | TrsLe 8-1: -
— | Cuiecy Vavue Dirricucry Mobiriers -
i Check Value Modifier Difficulty of the Action a
b +8 Practically Guaranteed (why roll dice?) N
B +6 Extremely Easy .
™ +4 Fasy -
- +2 Below Average Difficulty -
— 0 Average Difficulty —
- 2 Above Average Difficulty —
2 -4 Difficult _
b -6 Extremely Difficult _
8 Practically Impossible

AN

WAt 15 An Averace DiFricurry?

The difficulty term “average difficulty action” more
correctly means “action that is considered of average

importance in the campaign, for which the GM would actually
want the player to make a dice roll.” Parallel parking a car is
not an average action — even though many drivers cannot do it
— since it is unimportant in almost any campaign.

When you are thinking about a specific task, if you cannot
say “that's a fairly average action for a player character to
accomplish in my campaign,” then it's not an average action.

CHAPTER 8 GAME MECHANICS

CRiricAL Success or FAILURE

Regardless of the actual Check Value, an unmodified or “natural” roll of 2
always succeeds (it is considered at least a “marginal success”), and an unmodified
roll of 16 always fails (it is considered at least a “marginal failure”). This rule is
important in an RPG, because it reflects the extreme possibilities that even the most
talented characters sometimes fail in their tasks, while even the most awkward
characters can succeed.

ConTestep Actions

Iftwo or more characters are working directly or indirectly against each other
(such as two people pulling on a contested object), each character must make a Stat
check. The character with the greatest degree of success (or least degree of failure if
both characters fail) is considered to have the advantage over the contested action.

GRILL CHECKS

A Skill check is similar to a Stat check, except it is used when the task is
one that the GM decides would be governed by both a particular Stat and a
particular Skill. For example, if a task required general intellectual ability (such
as remembering the name of a person the character had met), a Mind Stat check
would be made. Determining the origin of a new genetically-engineered species
would also require a Mind Stat check, but this task is governed by the Biological
Sciences Skill (more specifically, the Genetics Specialisation). In game terminology,
this task would require a “Mind-Based Biological Sciences (Genetics) Skill check.”

The base Check Value of a Skill check is equal to the appropriate Stat. Thus,
for a Mind-based Skill check, the base Check Value is the character’s Mind. If the
character possesses the appropriate Skill (even without the exact Specialisation),
he or she receives a bonus to the Check Value. This bonus is equivalent to the
character’s Skill Level (if the task does not fall under his or her Specialisation) or
one more than the character’s Skill Level (if his or her Specialisation does apply). A
successful Skill check involves the player rolling less than or equal to the modified
Check Value on two dice. The degree of the action’s success or failure is determined
by the difference between the Check Value and the dice roll

The GM is responsible for deciding which Stat, Skill, and Specialisation are
relevant to a particular task, using the Stat and Skill descriptions given in Chapters
2 and 5. Since these questions can often be tricky, the GM should listen to the
player’s reasoning why a particular Skill or Specialisation might apply. The final
decision belongs to the GM, however.

Comsining SKILL CHECKS

When more than one character tries the same Skill at the same time towards
the same goal, their efforts may overlap — they can work together and help each
other out. In this case, one character is considered the leader of the effort and makes
master Skill check. Each helper also makes a Skill check, and for every success, the
leader gets a +2 circumstance bonus to his or her master Skill check. The GM limits
co-operation as he or she sees fit for the given conditions.

GKILL SYnERcy

Itis possible for a character to have two Skills that work well together, such as
Street Sense and Urban Tracking, or Computers and Electronics for a computerised
lock. The GM should apply reasonable Skill check bonuses (up to a maximum of 4)
when an appropriate situation arises.




Often, a character will attempt an action for which he or she does not possess
the relative Skill. The Check Value in these situations is dependent on the nature of
the action.

Famitiar Action

If the character is undertaking a familiar action, the Check Value is simply
equal to the relevant Stat. The familiarity should have been established previously,
such as in the character’s background story, or be consistent with the character’s
role within the setting. The player should explain to the GM why his or her
character is familiar with the current task. The GM, of course, has final say whether
the character is sufficiently familiar to avoid an unfamiliar action Check Value
penalty (see below).

For example, a student who attends university to study astronomy
undoubtedly has at least a cursory familiarity with many academic fields. Similarly,
almost all characters living in a big city will be familiar with the process of driving
a car, even if they do not possess the Driving Skill; in North America, attempting
car-related actions is familiar to nearly everyone. A hermit living in the depths of the
Amazon, however, is likely not familiar with motor vehicles and therefore driving
would be an unfamiliar action.

UnramiLiar Action

If the character is undertaking an action with which he or she is unfamiliar,
the task should be treated as a normal Stat check with an unskilled penalty applied
to the Check Value. This reflects how difficult it is for an unskilled character to
accomplish the task. The unskilled penalty should range from -1 to -8, depending
on how much the GM feels training is required and how background aspects of
the character could affect the attempt. This unskilled penalty is in addition to any
penalty (or bonus) that is applied as a reflection of how easy or difficult the task
itselfis to accomplish.

For example, keeping a plane in the air after the cabin crew suddenly falls
unconscious is a daunting task for anyone who is not trained as a pilot. An average
character might therefore suffer a -4 penalty to the Check Value. A character who is
an aficionado of combat jets, realistic flight simulators, and aircraft documentaries
might only suffer a -2 Check Value penalty ... even if he or she has never actually
piloted a plane before.

REOUIRED SHILL

The GM may decide certain tasks automatically fail when performed by
characters lacking the required Skill. Examples of required Skill activities include:
performing cyber surgery, decrypting a password, engineering a designer drug,
estimating the value of a rare piece of art, etc.

Powen Usack SKILLS

Some characters may select the Power Usage Skill for one or more of their
Attributes. This Skill provides a bonus when the character makes any check
involving the specific Attributes. Unlike other Skills, Power Usage does not provide
an additional +1 bonus for Specialisations. For example, a character with Telepathy
and a Mind Stat of 9 and the Power Usage (Telepathy) Skill at Level 3 makes
Telepathy checks against a Check Value of 12 (a Mind Stat of 9 plus 3 for his Level
in the Power Usage Skill).

Aporrionat MobiFieRs

GMs should remember to also apply normal Check Value difficulty modifiers
based on how easy or difficult the task is (see Table 8-1: Check Value Difficulty
Modifiers). For instance, landing a crippled airliner on an icy runway at midnight
during a blizzard might be a quite difficult task. Landing the same crippled jet
during daylight in fair weather might not incur a difficulty penalty. Any difficulty
modifiers that are assigned to a character’s task are cumulative with his or her Skill
Level bonus.

Comsat Dice RovLs

The combat check resolves any type of physical combat including armed,
unarmed, martial arts, and ranged weapons attacks. The combat check is very
similar to a Skill check except the Check Value is now the character’s Attack Combat
Value (for Attack Combat checks) or Defence Combat Value (for Defence Combat
checks) rather than a Stat. A successful combat action involves the player or GM
rolling less than or equal to the Check Value on two dice. The attack or defence is
unsuccessful if the dice roll (after any modifiers) is greater than the Check Value.

A character can attack or defend with a weapon (or unarmed) even if he or
she does not possess the relevant attack combat Skill (combat is a Familiar Action).
Consequently, attacking or defending characters lacking the appropriate Skill do
not suffer a Check Value penalty; a character without the appropriate combat Skill
simply does not receive a Check Value bonus.

Skills adjust the Check Value, but other Attributes may also provide modifiers
as well. The GM also has the option of modifying the Check Value should the attack
or defence be particularly easy or difficult (see Table 8-1: Check Value Difficulty
Modifiers, page 87). A natural dice roll of 2 (“snake eyes”) is a critical success and
cannot be negated by an opponent’s defence (the defender does not even have the
opportunity to make a defence check)

Using ATTRIBUTES

If an Attribute does not specifically require a Stat or Skill check or a Combat
check, GMs can assume they function automatically in most situations, though
the Game Master may decide that a Stat or Skill check is necessary in unusual
circumstances. For example, a character with the Features (Appearance) Attribute
always looks good, but the GM might require a Soul Stat check were he or she
attempting to attract someone’s attention.

Certain Attributes occasionally require Stat checks (or sometimes Skill
checks) to properly use the Attribute. Other Attributes provide favourable
modifiers to Stat checks or Skill checks. If an Attribute interacts with Stat or Skill
checks, this is noted in the Attribute’s description in Character Creation.
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“Chaprer 9: Comear

Conflict is an essential component of any role-playing game. Physical conflict,
or combat, is an important element of the Ex Machina RPG, but important is not
the same as frequent. Combat should be a vital element of a scene, and not just a
distraction that the GM uses to pass the time.

The combat rules are designed to mimic dynamic, fast-paced combat.
Whenever a character enters physical conflict with another character or NPC, the
physical Combat Phase begins. Each round of combat covers from 1 to 10 seconds
of time from the characters’ perspectives, depending on the characters’ actions and

the circumstances (the exact time scale is not relevant; a five-second round is usually
appropriate). Characters are permitted to take one offensive and one defensive
action each round. They may also choose to take more than one defensive action,
but suffer a Check Value penalty to each subsequent attempt (see the Defence
section). Alternatively, a character may forfeit his or her attack in favour of one non-
combat action. Should the conflict not be resolved at the end of the first combat
round, subsequent rounds of combat will follow.

The Physical Combat Phase is subdivided into four parts: Initiative, Character
Action, Defence, and Damage.

ComsaT FLOWCHART

Character Attacks Opponent

CTART

Determine Initiative order.
Attacker acts on his or her Initiative.

Non-Combat Action

Non-Combat Action

Y

Character Attacks
Opponent

Y V

Cuaracter Howps Action

The character can act
on any lower Initiative number.

Non-Comsat AcTion

The player describes the character’s
action to the GM, and forfeits one

CuAracTER ATTACKS
OpponenT

The player must roll less than or equal to

his or her character’s Attack Check Value on Attack Fails

two dice. Remember to include bonuses for
any relevant Attack Combat Skills.

Attack l The Defence Succeeds
Succeeds V

attack for this round.

End of
Non-Combat Action

THe ATTACK SUCCEEDS

The target character may attempt a defence.
The player must roll less than or equal to
his or her character’s Defence Check Value
on two dice. Remember to include bonuses

Twe Arrack FaiLs on
THE DEFENCE SUCCEEDS

The attack does not deliver any damage to
the opponent. The attack is over.

End of Attack

for any relevant Defence Combat Skills.

Defence Fails or

End of Attack

Target Chooses not
to Defend

Twe Derense FaiLs or
THE TARGET CHoosEs not 10 DEFEND

Calculate attack damage.

Roll on Table 9-6: Damage Percentage (page 97) to calculate the
percentage of the Maximum Damage Rating. Add the attacker’s Attack
Combat Value. Subtract the final damage from the target’s Health Points,
after considering effects of Armour.

N R R R, R
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Enp or Arrack or Non-Comsar Action

The Initiative is over. Proceed to next Initiative.
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HOSTILE MOVEMENT
IN PROGRESS
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SUBJECT SUSTAINS DAMAGE:
RIGHT ARM IMMOBILIZED |
AISK LEVEL DECREASED A |

SUBJECT MUVEMEMT
| ] LATERAL 11KMPH
ANGLE 15 DEGREES

EVENT
SOUND SUPPRESION ACTIVATED
ADJUST HEIGHT OF WEAPON L

SUBJECT
DISTANCE TO SUBJECT: 4.68 M
COVER FROM SUBJECT: 28%

CORE
CHANGE OF WEAPON DISCHARGE
STRIKING CORE: 0.08%
FATIGUE CORE: 4.68%

- BLOOD PRESSURE: 120/80
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Initiative determines the order in which characters act and is checked at the
beginning of each round. Each player involved in the fracas rolls two dice and adds
the result to his or her character’s Attack Combat Value. A bonus is applied if the
character possesses the Combat Technique (Lightning Reflexes; page 46) or Speed
(page 66) Attributes. The GM does the same for any NPCs engaged in the conflict.
The GM may also grant bonuses or penalties if he or she believes the situations calls
for it. Alternatively, the players and Game Master can roll once at the beginning
of combat to determine their characters’ Initiatives for the entire battle (i.e. their
Initiatives will remain the same every round).

The character with the highest total has “gained Initiative” and acts first,
followed by others in descending order. Should two or more characters or NPCs
have the same Initiative, their actions are simultaneous. This means both characters
attack and deliver damage at the same time; if one character drops below zero
Health Points as a result, he or she still acts before falling unconscious.

A character may delay his or her action until any time later in the round to see
what the other characters intend to do. If all his or her opponents also delay their
actions waiting for something to happen, the round ends in a dramatic stand-off
and a new one begins.

If a character holds one or more actions until the end of a round and does not
act, he or she acts on the first Initiative in the next round. The character does not
gain an additional action — he or she simply acts first regardless of Initiative rolls.
All held actions occur during the first Initiative. If two (or more) characters hold
their actions until the following round, then both characters act simultaneously
(assuming neither continues to hold their action) and then everyone else involved
in the combat acts based on Initiative rolls.

CuaracTeR AcTion

Characters act in the sequence determined by the Initiative roll. When it is
time for a character to act, he or she may make one offensive action (i.e. attack) or
on