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CHARACTERS ¥

Your Character is your fictional avatar within the setfing of CthulhuTech. The rules presented here
will help guide you towards making an interesting and exciting Tager Character. While other books
will present rules for creating other kinds of Characters, the Shadow War focuses on those who have
become mystical symbionts. As Tagers, your Characters will have the power and resources to fight
against the machinations of the Children of Chaos.

TH2 D2SIGN PROC2SS

You'll be developing your Character by choosing certain templates and spending points in the differ-
ent areas that make him up. The meat of this process is composed of fifteen steps:

Choose a Race

Choose a Racial Background (and phenotype, if Nazzadi or Amlati)
Choose a Tager

Distribute points for Attributes

Record Cultural Skills

Choose Civil Service

Choose a Profession Package

Choose any additional Drawbacks

Choose any additional Assets

10.  Spend remaining SDP on additional Skills
11.  Determine Characteristics

12. Choose one Talent

13.  Choose one Team Talent with your group
14, Spend Power Advances on Tager

15.  Create a few Personal Details

ST2P 1: RAG2

Your race determines a lot about who you are, even though racial barriers have broken down a lot in
the age of the Strange Aeon. You have three choices in this book - Human, Nazzadi, or Amlafi (see
p. XX for more on races).

ST2P 2: RACIALBACKGROUND

Once you've chosen your race, you can see that there are several backgrounds available to each.
These represent the conditions in which you grew up, which have a profound affect on who you are
today - especially given the devastation of the last several decades.

Your racial background helps you narrow down your Character’s age, notes any modifications to



starting Attributes, any starting Skills, any Assets and Drawbacks it provides, and tells you how many
Skill Development Points (SDP) the package will cost or provide you. Record all of this.

You begin with 25 SDP, so add or subtract the appropriate amount from your Racial Package.

Step 24 Nazzapi Prenorype
If you're going to play a Nazzadi or Amlati, you have another choice to make.

The Nazzadi were purpose built, their DNA tweaked to better serve their purposes. There are six
different phenotypes from which o choose, as found on p. XX. Choose one and record the starting
Attributes, as well as any Asses and Talents it provides.

If you're Amlati, you inherited something from your Nazzadi parent, so choose one of the phenotypes
from p. XX and record any Assets and Talent is provides.

Subtract the appropriate cost for your heritage from your SDP.

ST2P 3: TAGZR S¥MBIONT

One of the most important choices you'll make for your Characier is the type of symbiont with which
she has bonded. There are four types in this book, with descripfions starting on p. XX. Each Tager
gives you some recommendations fo consider as you build out the rest of your Character. You don't
need to worry about building your Tager yet.

ST2P 4: ATTRIBUT2S

Attributes are measured on a scale from one to ten. The average rating for most people is a five. At
the exiremes, a rating of one means that you're handicapped in some way, while a rating of 10 puts
you among the most gifted in the world.

There are six Attributes in CthulhuTech: Agility, Strength, Tenacity, Intellect, Perception, and Presence.

Asiuiry .
Aqgility is a measure of a Character's grace, manual dexterity, and finesse. Agility is used for any Skill _
that requires bodily control, including those that involve fighting in close quarters or getting out of &
harm's way.

STRENGTH
Strength is a measure of a Character’s physique and physical might. Strength is used for lifting heavy
things, restraining people, and anything else that requires raw physical power.
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Tenaary
Tenacity is a measure of a Character's endurance, stamina, and willpower. Tenacity is used for any
taxing physical Skill, as well as to resist the effects of the horrible things that Characters might
experience.

INTELLECT
Intellect is a measure of a Character's cleverness, ability to learn, and memory. Intellect is used for
any learned Skill, including those that are technical and scientific in nature.

PERCEPTION
Perception is o measure of a Character's sense acuity, awareness, and intuition. Perception is used for
any Skill requiring attentiveness, as well as for effectively utilizing ranged weapons.

PRESENCE

Presence is a measure of a Character’s social ability and force of personality. It isn't necessarily a
measure of beauty or charm, which are better reflected by a Character's Qualities, Skills, and Talents.
Presence is used for any social Skill.

AssicniNG ArtriBue Points

Characters begin with a rafing of 4 in each Atiribute, except for Tenacity which starts af 6 - it's
required for the Tager Asset. One of your other Attributes will also begin one higher, according to
your race. Distribute 10 more points among your Attributes, to a maximum of 10 in any given one.
If you're going to be Nightmare, you'll need to put at least one more point into Tenacity to meet the
requirement of the Tager: Exceptional Asset.

Alternatively, you can simply assign the following ratings to your Atiributes: 4, 5, 6, 7, 7, 8. Make sure
to put a 6 or higher into Tenacity - 7 or higher if you're going to be a Nightmare.

STZP 5: CU[TURAL SKI|[$

Every Character gets a batch of free Skills, just for growing up in the New Earth Government. Record
the following Skills and ratings before you move on. If you have questions abou the Skills, the list
starts on p. XX.

Cutrura SkiL Raming Focus

Computer 1 None required.

Education 2 None required.

Hohbies & Trivia 1 Choose one hobby and an area of frivia.
Languages 4 English

Languages 4 Native language.”

Occult 1 None required.




CutTuraL SkiL Ratine Focus

Two regions, one being your city of birth and

Regional Knowledge 2 the other your area of residence.

Narive Languace
If you're Human, choose another language to know. If you're Nazzadi, your native language is Naz-
zadi. If you're Amlati, choose one or the other, based how you were raised.

STZP 6: (VI SZRVICZ

Every citizen of the New Earth Government must serve a two-year term of civil service once they've
graduated from Secondary School. Choose one of the five Civil Service Packages here. You get all
three of the Skills at a rating of 1.

CiviL Service Sk 1 SkiL 2 Sk 3
Animal Shelters Business Convince Hobbies & Trivia: Animals
Armed Forces Dodge Marksman Martial Arts
Arts Programs Art & Performance Education Observation
City Maintenance Athletics: Tenacity Pilot Technician
Community Outreach Convince Education Savoir-Faire
Corrections Officer Intimidate Law Enforcement Martial Arts
(rime Prevention Observation Security Surveillance
Counselor Convince Medicine: Psychological Science: Life
Disaster Response Business Medicine: Physical Pilot
Emergency Response Observation Pilot Survival
Environmental Clean Up Education Science: Earth Science: Life
Food Shelf Business Observation Savoir-Faire
Government Administration | Business Computer Savoir-Faire
Homeless Programs Convince Medicine: Psychological Streetwise
Hospital Aide Education Medicine: Physical Security
Orphan & Foster Care Convince Medicine: Psychological Savoir-Faire
Police Auxiliary Infimidate Law Enforcement Marksman
Political Aide Business Lie Savoir-Faire
Public Works Athletics: Strength Athletics: Tenacity Pilot
Refugee Aid Business Language Savoir-Faire
Senior itizens Programs Convince Medicine: Physical Savoir-Faire
Teaching or Mentoring Convince Computer Education

’ . | =
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CiviL Service Skt 1 SkiL 2 Sk 3
Technical Support Computer Education Technician
Youth Programs Convince Education Savoir-Faire
War Fundraising Convince Business Savoir-Faire

I you have a Skill given to you by both your Racial Background and your Civil Service Package, add
the ratings fogether.

ST2P 7: TRAINING PACKAG2

Choose your Character’s professional background from among those starting on p. XX. Your Training
will provide you with Assets, burden you with Drawbacks, and provide you with with starting Skills.
Each Training Package costs o certain number of Skill Development Points - subtract these from your
total before moving on. Record all this.

If you have a Skill given to you by any combination of your Racial Background, your Civil Service,
and your Training Package, add the ratings together.

\ ST2P 8: CHOOS: ADDITIONALDRAWBACKS

You'll have a number of SDP left, and this is your chance to get more. Drawbacks are negative things
that may be a part of your Character. They'Il inhibit play from time to time, so choose carefully. The
advantage is that each Drawback you choose will give you more Skill Development Points. The list of

Drawbacks starts on p. XX.

You may choose up to eight points worth of Drawbacks, not including the ones you may have received
from your Racial Background and Training Package. Add your points from Drawbacks to your SDP
total before you move on.

ST2P 9: CHOOS2 ADDITIONAL ASS2TS

Assets are awesome things that may be a part of your Character. They give you bonuses during play,
but they cost you Skill Development Points. The list of Assets starts on p. XX.

Be careful you don’t spend too many points on Assets, or you may suffer when it comes to rounding
out your Skills. Subtract your points spent on Assets from your SDP before you move on.

i ! ST2P 10: SPZND RZMAINING SDP ON SKI|[$

Whatever SDP you have left you get to spend rounding out your Skills. First, take a look at the Skills,
starting on p. XX. A basic list of Skills is also found on p. XX.

Once you've chosen the ones you'd like to customize your Character, you purchase those Skills accord-



ing fo your desired rating - three.is the highest you can go for a starting Character.

SkiLL RaTiNG Tora SDP Cost | INcrementaL SDP Cost
1 1 1
2 2 1
3 4 2

If you already have a Skill from any combination of your Racial Background, Civil Service, or Training — -
Package, you can increase it by paying the difference in points between the levels. So, it costs one
point to increase fo a two, if you already have a one.

You may end up with Skills already at 3 or even at 4 from your Racial Background, Civil Service, and
Training Package. You can't increase them any more during Character Generation.

SPECIALIZATIONS
Choose one +1 Specialization for one of your Skills and note it. Specializations are described on p. XX.

Reactio Skiuis
Reaction Skills are those that you use when you need to react fo something coming your way. They're
described starting on p. XX. Each Atiribute has a paired Reaction Skill, and they are:

AmRiguTe Reacion Sk
Agility Coordination
Strength Brawn
Tenacity Wellness
Infellect Insight
Perception Intuition
Presence Charisma

Each Reaction Skill starts at a rating equal to half the associated Attribute (rounded down), minus
one.

STZP 11: CHARACTZRISTICS —

Characteristics are a few other important details about your Character that are derived from her At- ~
tributes. They include how fast she moves, as well as how much punishment she can take.

Action Points
Action Points represent what your character can get up to during a single Turn of combat, or in other
time sensitive situations.

Characters begin with 5 Action Points.




Damace Bonus
The stronger you are, the harder you hit.

To determine your Damage Bonus when fighting in close quarters combat, divide your Strength by
three, rounding down.

Oroone
Orgone represents the reservoir of cosmic power in your Character, which can be used to power
magic. However, your symbiont also feeds off your Orgone, so you don't have as much as a normal
person.

Your starting Orgone is equal to the average of his Intellect and Tenacity (rounding down), plus five
points, all divided by two - or simply consult the following table.

INTELLECT + TeNaCTY ORooNE
69 4
10-13 5
1417 6
18-21 7
22-25 8

Nightmare Tagers are the exception - they have an Orgone of 0.

RerLex
Your Character’s ability to react quickly is represented by her Reflex. The higher the score, the more
likely she is to act before her enemies.

A character’s Reflex score is the average of his Agility, Intellect, and Perception (rounded down).

SPEED
There are three kinds of Speed you'll need to calculate for your Character - Combat, Event, and Long
Distance.

Compar Spep
Your Combat Speed is how fast your Character moves during a five-second combat Turn. Add your
Agility and Strength together, and consult the table below.

Ay + StrencTH | Overawt Max. Seee | Cauious (per Turn) | Wark (e Turw) | Ruw (per Turw)
24 4 mph/6.5 kmh 1.5yd/m 3yd/m 10 yd/m
56 6 mph/9.5 kmh 2.5yd/m 5yd/m 15yd/m
78 8 mph/13 kmh 3.5yd/m 6.5 yd/m 20 yd/m




Aciury + Steencri | Overawt Max. Seeeo | Caurious (per Turn) | Wawk (peR Turw) | Ruw (per Turn)
910 10 mph/16 kmh 4yd/m 8yd/m 25 yd/m
1112 12 mph/19 kmh 5yd/m 10yd/m 30 yd/m
1314 14 mph/22.5 kmh 6yd/m 11.5yd/m 35yd/m
1516 16 mph/26 kmh 6.5 yd/m 13yd/m 40yd/m
1718 18 mph/29 kmh 75yd/m 15yd/m 45yd/m
1920 20 mph/32 kmh 8.5 yd/m 16.5 yd/m 50 yd/m -
21-22 22 mph/35.5 kmh 9yd/m 18yd/m 55 yd/m

Evewt Seee
When things are more narrative, you'll only need to know how fast your Character can move in a
minute. Add your Agility and Perception together, and consult the following table.

Aciury + Percepion Watk (per Min) | Caumous (per Min) | Run (per Min)
24 40yd/m 20 yd/m 120 yd/m
56 60 yd/m 30 yd/m 180 yd/m
78 80 yd/m 40yd/m 240 yd/m
9-10 100 yd/m 50 yd/m 300 yd/m

11-12 120 yd/m 60 yd/m 350 yd/m
13-14 140 yd/m 70 yd/m 410 yd/m
1516 160 yd/m 80 yd/m 470 yd/m
17-18 180 yd/m 90 yd/m 530 yd/m
1920 200 yd/m 100 yd/m 590 yd/m
21-22 220 yd/m 110 yd/m 650 yd/m

Long Distance Seen

Let's face it - sometimes your Character is going to end up hoofing it. To determine how far your
Character can make it in a day, add your Agility, Strength, and Tenacity together, and consult the next
table. This rate assumes you'll be taking breaks and have few navigation issues during the journey. .

Aeiumy + StReneTH | Mites per Dav | Km per Day =
36 15 25
78 20 30
9-10 25 40
11-12 30 50
13-15 35 55
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Aciumy + StReneTH | Mites per Dav | Km per Day
16-18 40 65
19-21 45 70
22-4 50 80
25-27 55 90
28-30 60 95

Vimaury

Your Character’s Vitality is her ability to endure harm. The higher the score, the more punishment she
can fake. Add your Strength and Vitality together, and consult the following table.

STRENGTH + TENACITY Vimaury
12 6
34 7
56 8
78 9
9-10 10

11-12 1
13-14 12
15-16 13
17-18 14
19-20 15
122 16
23-4 17

Your Character gets her Vitality in points for each of the five Wound Levels - Flesh Wounds, Light
Wounds, Moderate Wounds, Serious Wounds, and Death’s Door. For more on Wound Levels, see p. XX.

ST2P 12: CHOQOSS ONZ TAIZNT

Characters also develop, most especially during play, special action-oriented abilities called Talents.
These abilities might be something that allows your Character to attack twice for a single action or
that provide bonuses to special social Skill Tests. Some Talents are in play all the time, while others

must be Triggered (see p. XX).

The list of Talents available for your Character starts on p. XX. Choose one.

ST2P 13: CHOQOSE T2AM TARNT




Team Talents are Talents that affect-a coordinated group of people. Everyone with the Talent can

work together for a common bonus. They reflect the tactics that teams of people develop as they

work more closely together.

The list of Team Talents available to your group starts on p. XX. Choose one that you can all agree

upon.

STZP 14: BUI[D YOUR TAG2R

Spend Power Advances to build your Tager. You have 20. For more on this, see p. XX.

ST2P 15: PIRSONALDZTAIS

To help flesh out your Character in a roleplaying sense,
there are a few other personal details you should work out
before you begin playing.

Choose your Character's age, based on her Racial Back-
ground. You can go a little over or under, but you should
probably explain why she is over or under-skilled for her
age.

To go with that, you should determine your Character’s
ethnicity, height, weight, and any important personality
traits that define who she is to others. Ethnicities may be
diverse, as Human Characters in CthulhuTech come from
all kinds of heritage.

Lastly, choose your Character's name, taking into account
her heritage. If your Character is Nazzadi, the sidebar
has some guidelines fo help you create an authentic
name. You should also choose your Callsign, the unique
nickname by which other Tagers refer to you. The other
sidebar can give you some help with this.

ST2P 16: GZAR

Instead of tracking money in amounts of currency, Cthul-
huTech uses Wealth Codes to track a Characters financial
resources. Normally, starting Characters begin with a Per-
sonal Wealth of 2 and a Sponsored Wealth of 1, unless
modified by the Loaded or Broke Qualities. See p. XX for a
more detailed explanation of Wealth Codes.

e LY




THE FOLLOWING SECTION IS INCOMPLETE.

SiesaR: TaGER Name

Tagers are given special names when they are reborn. Similar to the callsigns of mecha jocks, these
names somehow describe the essence of the new being. Bloodcry, Crimson, Slaughter, Stitch, Wight,
and similar names are given to newborn Tagers.

Nazzaoi Names & Woros
Here are a few guidelines to the Nazzadi language to help you create an authentic name for your
Charader.

0

¢
¢
¢
¢
¢

Nazzadi words don't use complex consonant sounds - th, ch, sk, and the like - or complex
vowel combinations - oa, oe, oi, or the reverse.

Nazzadi words are spelled and spoken phonetically. For example, phonetic would be spelled
fonefik in Nozzadi.

Vowels are spoken hard or soft as a matter of pronunciation and dialect.

Nazzadi uses a lot of hard consonants, but sfill rolls off the tongue easily.

Nouns and names in Nazzadi are gender specific. Masculine Nozzadi words end with -q,
feminine words with -y, and neutral words with -i.

Nazzadi have special surnames. They do the son or daughter of thing, since there aren't re-
ally long family lines yet, identified with your gender. If you're male, you are the son of your
father. If you are a female, you are the daughier of your mother. You also add the prefix of
Ta- for son of, or Na- for daughter of. For example, Sorena son of Dikala would be Sorena
Tadikala, while Pendy daughter of Valeky would be Pendy Navaleky.

FR22ZFORM D2SIGN

If you're an experienced roleplayer and you don’t have any interest in restricting yourself to the
template-driven Character Design system presented here, here are some rules for creating your Char-
acters in an enfirely freeform fashion.

1.

Characters begin with a rating of 4 in each Attribute, except for Tenacity which starts
at 6 - it's required for the Tager Asset. One of your other Attributes will also begin one
higher, according to your race - Agility for Nazzadi, Tenacity for Humans, and either
Agility or Tenacity for Amlati. Distribute 10 more points among your Attributes, to a
maximum of 10 in any given one. If you're going to be Nightmare, you'll need to put
at least one more point info Tenacity fo meet the requirement of the Tager: Exceptional
Asset.

Record all the free Skills from Cultural Skills in Step 5. Every Character gets them.
Acquire required Qualities:



Race Reauien Quawrry Cost
Any Tager 4
(If Nightmare) Tager:Exceptional 1
Nozzadi Nightvision 3
Amlati Alluring 1
Nightvision 3
Misfit 0]

4. Spend SDP on Skills & Assets, getting more for Drawbacks.

Race StagTing SDP IF NicHTmARE
Human 2 20
Nozzadi 24 23
Amlati 2 20

Calculate Characteristics.

Choose 1 Talent and 1 Team Talent.

Spend 20 Power Advances on your Tager.

You have a Personal Wealth of 2 and a Sponsored Wealth of 1, unless modified by
Qualiies.

CONV2ZRTING FROM V1

If you have a beloved Character from CthulhuTech V1 that you'd like to covert over info V2, you'll
have to go through a process of rebuilding your Character within the new rules. Because so much
has changed, Characters shouldn't be ported over 1-for-1 - you'll mostly likely be underpowered.

If you've recorded the amount of Experience you earned over fime, divide that number by five
and hold onto that. If you didn't, realistically estimate how many sessions you've played with that
character and hold onto that.

Now rebuild your Character, starting from scratch. Once that base is done, take the number you've *
been holding onto. You get that many Character Advances and that many Power Advances to bring -
your Character back up fo speed.

Honestly, this might take a couple of hours, but you'll end up with a mechanically superior Character
in the end.







NAZZNDI

While the Nazzadi pretty much look and act like us, they aren’t. They're just as different on the
inside as they are outside.

Important Dates - 2056: Birth of the Nazzadi; 2059-2065: First Arcanotech War
Conditional Stealth - Nazzadi gain a +1 die bonus to Stealth Tests in the shadows or the dark.
Here are some suggestions to help you get in the mindset of your Nazzadi Character:

1. You may have been born a slave fo the Migou. Even if you weren't, your parents and
entire race were. You might even be a clone, grown in a vat. Some of your memories
may be fake. That's something to wrap your head around.

2. You know full-well who made you, how they made you, and why they made you.

That's a pill to swallow.

You most likely hate the Migou with a fiery passion.

Take pride in your mind and body. Train, learn, and grow.

Take pride in your environment. Embrace a sort of Feng Shui.

While it's okay to play with Humans, it's not okay to fall in love and have kids with

them.

If you do have kids with a Human, they’d hetter be raised like they were Nazzadi. \

Experiment. Blend things together that shouldn't normally blend and see what hap-

pens.

9. Your fattoos have stories. Know them, even if you only tell others of your kind.

10.  Be daring in your fashion and celebrate your body. Be proud in how you look. Hu-

mans have some strange taboos. All people are beautiful.

11. Uncertainty isn't a big deal. In fact, it's exciting, because amazing things can hap-

pen. You are probably more relaxed than the Humans around you.

12. Your self-worth comes from the inside, not in what you have on the outside.

13. You most likely carry a little Nazzadi guilt, from the First Arcanotech War. Think of it

a little like the Germans of the 20th Century.

14. You're sfill a little puzzled why the New Earth Government worked so hard to inte-

grate the Nazzadi with the Humans, but you're not complaining.

15.  Even such, you still have to deal with racism. It really sucks when Humans call you

a “lab rat” or ostracize you.

16.  There's a good chance that you grew up in a martial tradition and that some of that

practicality is a part of your life. You also don't easily back down.

17. You lost loved ones in the First Arcanotech War. It wasn't cool just because the Naz- 4

zadi were the invaders. | |

18.  You don't have a body clock, so you don’t have to worry about set bed-times, sleep

schedules, and crap like that. When you travel, you adjust very quickly. '—
19. You're not technically nocturnal, but you're just as comfortable at night as you are
during the day. This can still freak your Human friends out.

0~
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NAZZADI ASS2TS

Here's a special Quality that can apply to Nazzadi Characters.

ApapTive CoLORING 3
Nazzapi onLy

One of your Character’s parents was of the Keladi phenotype (p. XX). Your skin defaults to black,
but it changes coloring to match what's around you - much like a chameleon. This provides you
with a +1 die Bonus to your Stealth Tests all the time, instead of just in dark places. However, you
can't turn this body response off, which can be a little weird sometimes.

NAZZADI DRAWBACKS

Here are o few special Qualities that can apply to Nazzadi Characters.

China Dot 2
Nazzapi onwy

ReauiRes: Miseir/T Draweack

Nicknamed a China Doll, your Character suffers from achromatosis and is an honest-to-goodness
Nazzadi albino. Your body lacks pigment. Your skin is pale with a porcelain-like quality, though it
bruises easily and burns quickly in direct sunlight. Your hair is perfectly white and your eyes are
f purple, and very sensitive to bright lights. Without proper eye protection, you suffer a -1 die Pen-
alty to all Tests that require sight under bright lights, and a -2 die Penalty in direct glaring light.

China Dolls are unusual, but no so rare as to be mythical. They sfill often tattoo themselves, but
use blacks and bright colors to offset their skin, and often dye their hair wild colors as well. There
are those who will react to the oddity of a China Doll, but there are weirder sights in the Strange
Aeon.

VaTBORN 10r2
Nazzani Oy

ReauiRes: SAsoNED AND MiSFIT DRAWBACKS FOR RATING 2

Your Character is one of the Old Guard, one of the Nazzadi clones sent to invade Earth. Born in a
cloning vat on Pluto, some of your memories are implants, fabricated to give you a sense of self
and of history. You can run into others with the same memories from your youths, where only the
superficial details are different. It is often quite disheartening when this happens, a reminder of
the Migou’s slavery.

Your Characters limited memory implant depends on how old he was during the First Arcanotech
War:

Rating | Vathorn

Your Character was a child in the fleet, and only his earliest memories are implants. You were one to

l ten years old when the First Arcanotech War began, so you're now between 27 and 35.

Your Character was a teenager in the fleet, so all memories of his family and childhood are implants.
2 You were eleven to twenty years old when the First Arcanotech War began, so you're now between
35and 45.
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NAZZADI BACKGROUNDS

Vargorn: GEend
You were a young adult during the First Ar-
canotech War, and fully embraced the Lie.

+15DP

35 to 45 (Accelerated Clone Aging)

Based on phenotype

+1 Stealth (Conditional)

Nightvision
Misfit/2, Seasoned/2, Vatborn/2

VaTBoRN: GENTERMINUS
You were a child during the First Arcanotech
War, but were raised to believe the Lie.

15DP

2710 35 (Accelerated Clone Aging Probable)

Based on phenotype

+1 Stealth (Conditional)

Nightvision
Misfit/1, Vatborn/1

FLeeTBoRN

You were born naturally in the fleet, but have
little memory of the Old Ways or the First Ar-
canotech War.

35DP

20 o 26 (Natural Aging)

Based on phenotype

+1 Stealth (Conditional)

Nightvision
Misfit/1

ORPHAN

You were born naturally in the fleet, but have
little memory of the Old Ways or the First Ar-
canotech War. Your parents were killed and
you ended up in the hands of the NEG, raised
by human foster parents.

35DP

20 to 26 (Natural Aging)

Based on phenotype

+1 Stealth (Conditional)

Nightvision
Misfit/2

FresoRN

You were born naturally after the First Arcano-
tech War. Among the first generation of free
children, you've embraced it.

45pP

19 and Younger (Natural Aging)

Based on phenotype

+1 Stealth (Conditional)

Nightvision

None

White Sheep

You were born naturally after the First Arcano-
tech War, but your parents were loyalists. You
eventually escaped their poison, but not with-
out a price.

05DP

19 and Younger (Natural Aging)

Based on phenotype

+] Stealth (Conditional)

Nightvision

Damaged, Misfit/1
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NAZZADI PHINOTYP2

The Migou manipulated the DNA of the Nazzadi, creating six different sub-types of the race, each
built to be better at their purpose. Choose one for your Nazzadi Character. Each tells you which
of your starting Attributes begins higher, your bonus to one Reaction Skill, and any Assets and
Talents you receive for the phenotype’s SDP cost.

If you're granted either the Geek or the Jock Asset, you don't have to pick what it applies to right
away. It's a knack you can discover later - when you acquire the Specialization to which you want
it to apply, it will kick in and be paired forever.

Heritage of these traits is simple. If your parents of the sume phenotype, it's easy. If your parents
are of different phenotypes, you get one or the other. The genefics pass on whole or not at all.
There's no genetically compafible crossbreeding - hybrids die in the womb. Eventually, the Naz-
zadi will have inferbred to a point where the phenotype of a child is basically roulette, but that's
a long ways off.

Axanaui: THe Aecis
The Officer’s Corps.

45DP

Intellect starts at 5

+1 Insight

Driven
Ingenious

KeLapi: The Hipben
The Covert & Special Forces Corps.

45DP

Agility starts at 5

+1 Coordination

Adaptive Coloring

Jock (for Athletics: Agility)

Korraki: THe Lecion
The Warrior Corps.

55DP

Strength starts at 5
+1 Brawn
Backbone

Lift with your Legs

Nivari: Te Hounps
The Scout & Messenger Corps.

6DP

Perception starts at 5

+1 Intuition

Keen Sense (Choose one)
Swift

Peek-a-Boo

Tanai: The Hive
The Science Division.

45DP

Intellect starts at 5

+1 Insight

Geek
Total Recall

Lorapi: Tre VoiDwALKERs
The Pilot & Mecha Corps.

45DP

Perception starts at 5

+1 Intuition

Daring
Internal Compass
Jock (for Athletics: Agility)







AM|ATI (XINGMIX)

Human/Nazzani Hatesreep
Racial interbreeding is natural. It's what happens when two separate types of compatible people
meet and their cultures meld together. Xenomixes, or Amlati as they are known in Nazzadi, are
children of Human and Nazzadi parents. Humans have accepted them the way they've accepted
the Nazzadi. The Nazzadi, on the other hand, insist that Amlati be raised in their culture, or they
shun the poor children.

Amlafi are an interesting mix of Nazzadi and Human, with jet black hair, silvery gray skin, and
eye colors straying into lavenders and grays. There's something about them that's fascinating.

Here are some things to help you get inside the head of your Amlati Character:

1. Your racial identity issues are complex.

2. Even if your parents wanted you, the

Nazzadi people didn't. It's not cool to dilute the
race when it's just now really becoming one.

3. Ifyou were raised as a Nazzadi, you're
more accepted. If you weren't, Nazzadi don't
you and generally don't like you.

4. If you were raised Nazzadi, experiment
take pride in yourself.

5. If you've been raised Nazzadi, your
toos all have stories, even if you'll only share
them with other Amlati and Nazzadi. If you
weren't and you have Nazzadi tattoos, you're
going fo take crap for it.

6. The Human side of your family is prob-

ably pretty cool, unless you have First Arcano-
tech War vets in there. If that's the case, there
may be members of your human family who
might pretty much want to spit on you.

1 If you were raised Human, to hell with
the Nazzadi. You're just rocking out in society.
8. Most kids your age found you kind of
cool and interesting. While there may have
been some prejudice, it wasn't all bad.

9. There aren’t a lot of you. That makes

you special to both races.

10.  Your parents may or may not have

been able to weather the additional pressures
of a mixed relationship.
11. You do not like being called the racial
perjorative “starchild.”




AMIATI BACKGROUNDS

Foraippen CHILD

You were horn either as a child of war crimes  You were born naturally after the First Arcano
during the First Arcanotech War, or from a for-  tech War. Among the first generation of free
bidden union after Vreta's fleet turned against  children, you've embraced it.
the remaining Nazzadi. You haven't had an

easy fime of it.

FReesorN

35DP

19 and Younger

0SDP

Agility starts at 5 or Tenacity starts at 7

201027

+1 Coordination (if Agility chosen)

Agility starts at 5 or Tenacity starts at 7

+1 Wellness (if Tenacity chosen)

+1 Coordination (if Agility chosen)
+1 Wellness (if Tenacity chosen)

Alluring/1, Nightvision
Misfit/1

Alluring/1, Nightvision

Damaged, Misfit/2

AMI|ATI PHINOT¥P2

Your Nazzadi parent’s DNA was purpose-modified. You've inherited some of their genetic modi
fication - choose one of the following dominant phenotypes. Records the Assets and Talents pro

vided for the SDP cost.

Dommant PeNorvee | Assers SDP Cost
Hidden Adaptive Coloring 3
Legion Lift with your Legs 2
Aegis Driven 2
Hound Swift 2
Hive Total Recall 3
Voidwalker Internal Compass 2
Jock (Athletics: Agility)

@
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HUMAN

Humans are a hardy breed, set free from much of the petty BS that plagued the race in centuries
past. Despite the challenges and terrors that face them, they are remarkably tenacious and have
created their own hope in and amongst the almost overwhelming darkness.

Here are some things to help you get inside the head of your Human Character:

Sometimes it seems like you've seen everything.
You're generally pretty hard fo phase.
You've been beaten down - there are things trying to exterminate you.
You probably buy into a lot of the propaganda that isn't about the Shadow War.
You realize that hope is something you generate for yourself, not something you find
in the world around you.
You like fo party, or celebrate at the very least.
7. You've got a fierce pride. After all, so many things are trying to kill you, you must be
important. Better than that, they keep failing. Take that, suckers.
8. Given current conditions, there's pressure on you to procreate.
9. Everything seems important now. Never let yourself be lax.
10. Life is short. Make something of it.
11. You don't see color anymore. Racism between Humans is really rare.
12.  National boundaries have broken down. While you still have pride in where you were \
born, there’s no nationalism or prejudice according to nation.
13. You don't really put up with being called a “house ape.” That one sfill gets you.

'O\
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HUMAN BACKGROUNDS

Born Unber THE Bz
You grew up dealing with the stresses of the
First Arcanotech War, though weren't particu-
larly affected. Urhanite.

0SDP

27 and Older

Perception starts at 5

+1 Dodge, +1 Intuifion, +1 Streetwise

None

Bigot
Havseep
You were mostly lefi alone, unfil the Second
Arcanotech War siarted. Rural upbringing.

3SDP

Any

Tenacity starts at 7

+1 Wellness

Lucky/1

None

ORPHAN

You parents died in the First Arcanotech War
and you grew up a ward of the state. Not un-
common.

05DP

23 and Older

Tenacity starts at 7

+1 Streetwise, +1 Survival, +1 Wellness
None

Bigot

NexGen
You were born in the new world, prejudice and
damage free. At least until the Second Arcano-
tech War.

05DP

24 and Younger

Presence starts at 5

+1 Charisma

None

None

Reructe

You were born in one of the areas decimated
by the Nozzadi, and you were resettled
through the emergency refugee programs.

0DP

27 and Younger

Tenacity starts at 7

+1 Wellness, +1 Language, +1 Sireetwise

Driven

Bigot, Damaged

SCARRED

You were raised in the places the Nazzadi hit
the hardest. Atrocity survivor. You do not like
the Nozzadi.

15DP
27 and Older

Tenacity starts at 7

+1 Wellness

Backbone, Wary

Bigot, Damaged




Scion
You were born a child of the wealthy and
priveliged. Your parents network of power al-
lowed you to grow up in greater safety than
most.

55DP

Any

Presence starts at 5

+1 Charisma

Jet Set, Loaded/2

Arrogant/1

SuRvIvALIST

You were born in the new world, prejudice and
damage free. At least until the Second Arcano-
tech War.

25DP

Any

Tenacity starts at 7

+1 Markman, +1 Survival, +1 Wellness

Prudent

Bigot




Tager

WHISPIR TAGIRS o, s mmm—
Stapow Hacker

WispeR VANGUARD Choose this if you want to he a ninja-style
Choose this if you want to scout, yo! hacker.

BASIC TRAINING WhispeR AGENT
Choose this if you want to spy on things you
Pack TaGeR ,
L shouldn't.
Choose this if you want to go custom.
19 SDP
14 SDP
Tenacity of 6 or more
Tenacity of 6 or more
Art & Performance: Acting 2, Athlefics: Agility
Athlefics: Agility 2, Lie 2, Observafion 2, 2, Business 1, Convince 1, Criminal 2,
Stealth 2 Lie 2, Observation 2, Savoir-Faire 1, Sireet-
wise 1, Stealth 1
Dodge 2, Marksman 2, Martial Aris 2
Dodge 2, Marksman 1, Martial Arts 1
Tager
Tager
Duty/2, Zealot
...................................................................... Duty/2, Zealot
Pack LeADer
Choose this is you want to be in charge. For
non-Nightmares. They don’t usually end up in
charge. SHADOW T/\GZRS
19.5DP Stapow Spook
) Choose this if you want to be a ninja or a thief.
Tenacity of 6 or more
Athlefics: Agility 2, Business 1, Convince 2,
Law Enforcement 1, Lie 2, Observation 2, 21 50P
Savoir-Faire 1, Stealth 2 Tenacity of 6 or more
Dodge 2, Marksman 2, Martal Ars 2 Art & Performance: Acing 1, Art & Per-
Tager formance: Disguise 1, Athlefics: Agility 2,
Criminal 2, Lie 2, Observation 2, Security 2,
Duty/2, Zealot Streetwise 1, Stealth 2, Surveillance 1
Dodge 2, Marksman 2, Martial Arts 1

17 SDP 19.50P

Tenacity of 6 or more

Tenacity of 6 or more

Athleics: Agility 2, Criminal 1, Lie 2, Observa-

tion 2, Streetwise 1, Stealth 2, Surveillance 2 hletcs:Agilty 2, Computer 2,

Communications 2, Criminal 1, Lie 2,
Observation 2, Security 1, Stealth 2

Dodge 2, Marksman 1, Martial Arts 1

Keen Senses: Sight or Hearing, Tager Dodge 2, Marksman 2, Martil Ars 1

Duty/2, Zealot Tager
Duty/2, Zealot




NIGHTMARZ TAGZRS

PHANTOM TAG2RS

NiGHTMARE RippER
Choose this if you want to maul stuff.

17 SDP

Tenacity of 7 or more

Athlefics: Strength 2, Intimidate 2, Lie 2,
Observation 2, Stealth 2

Dodge 2, Marksman 1, Martial Arts 3

Tager, Tager: Exceptional

Duty/2, Zealot

NiGHTMARE BomaARD
Choose this if you wani to shell siuff.

15 SDP

Tenacity of 7 or more

Infimidate 2, Lie 2, Observation 2, Stealth 2

Dodge 2, Marksman 3, Martial Arts 1

Tager, Tager: Exceptional

Duty/2, Zealot

PranTom Deapeve
Choose this if you want to snipe stuff.

14 SDP

Tenacity of 6 or more

Athlefics: Agility 2, Lie 2, Observation 2,
Stealth 2

Dodge 2, Marksman 3, Martial Arts 1

Tager

Duty/2, Zealot

PHANTOM SHREDDER
Choose this if you want fo tear stuff up.

14'5DP

Tenacity of 6 or more

Athlefics: Agility 2, Lie 2, Observation 2,
Stealth 2

Dodge 2, Marksman 1, Martial Arts 3

Tager

Duty/2, Zealot
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Skills are those things in which a Character has been trained or educated. Each Skill represents a
body of knowledge or a type of training in which your Character has ability. Every Character starts
with a number of different Skills, each rated on a scale from 1 to 5. Those with a rafing of 1 are
considered students, while those with a rating of 3 are considered competent professionals, and those
with a rating of 5 have mastered the Skill in question.

Focused Skills are those that are very broad in scope. You must choose choose an area in which that
Skill applies when you acquire it. You can choose a Focused Skill multiple times, applying a different
focus to each.

Specializations allow you to gain benefit within a particular area within a Skill, giving you a +1 bonus
that piggy-backs on fop of the Skill. You can buy multiple Specializations for the same Skill. If you
don’t see what you're looking for, make one up with your GM.

Reaction Skills are special, in that every Character begins with each of them, based on their Govern-
ing Attribute’s rating. Think of Reaction Skills like your Character's resistances. Specializations do
not apply fo Reaction Skills.

REACTION SKI|[$

Brawn

ATTRIBUTE:  STRENGTH UNTRAINED:  N/A
Use: You DON'T WANT T GET KNOCKED OVER

Brawn is used for reactions requiring Strength. If you need to save your Character when something
falls on her or when she gets hit by a car, this is the Skill. For deliberate and trained use of your
Character's Strength, see the Athlefics: Strength Skill.

CHaRISMA
ArtRiBuTE:  PRESENCE UntRaNeD:  N/A
UsE: You WANT TO MAKE A DECENT FIRST IMPRESSION

Charisma is used for reactions requiring Presence. If you need to determine how someone reacis fo
your Character when you aren't putfing on a face, this is the Skill. For deliberate and trained uses
of your Character’s Presence, see the Social Skills - Convince, Infimidation, Lie, and Savoir-Faire.

CooroinATION
Amiute:  AeiLmy UNtRained:  N/A
Use:  You DON'T WANT TO FALL OVER WHEN YOU TRIP
Coordination is used for reactions requiring Agility. If you need to save your Character from slipping



or dropping something, this is the Skill. For deliberate and trained uses of your Character's Agility,
see the Athletics: Agility Skill.

INTumION
AriiuTe:  PERCEPTION UNTRAINED:  N/A
Use: You WANT TO CATCH THINGS BEFORE THEY GO WRONG

Intuition is used for reactions requiring Perception. If you need to know if your Character accidentally
notices something danger or important or has a bad feeling about something, this is the Skill. For
deliberate and trained uses of your Character’s Perception, see the Observation Skill.

INSIGHT
ArrriBute:  INTELLECT Untramen: N/
Use: You WANT THINGS TO DAWN ON YOU

Insight is used for reactions requiring Intellect. If you need to save your Character from being mo-
nipulated, this is the Skill. For deliberate and trained uses of your Character's Intellect, see the
Education Skill.

#
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WELLNESS
Arrripure: - Tenacrry UNTRAINED:  N/A
Use:  You WANT TO PERSEVERE

Wellness is used for reactions requiring endurance and/or willpower. If you need to save your Char-
acter from getting scared or sick, this is the Skill. For deliberate and trained uses of your Tenacity,
see the Athletics: Tenacity Skill.

G2NZRAL SKIIS

ARMORER

ArmriBute:  INTELLECT Untrainve: - No

Use: You WANT T0 TINKER WITH GUNS

You're skilled at maintaining or repairing small arms and body armor. You also have a knack for
keeping a fine edge on your blade or other hand weapon. If you're good enough, you might be able
to make some trick modifications to your favorite weapon, as well as create improvised weapons
from things you might find someplace like a hardware store.

Rating | Armorer Expertise

1 You can sharpen blades, oil firearms, and keep your armor in good repair.

2 You can calibrate weapon sights and make minor repairs.

3 You are a skilled armorer capable of keeping weapons and armor in good repair.

s You make modifications to your weaponry, such as re-boring for a higher caliber round. You can make

your own ammunition.

5 You are highly regarded as a master craftsman and the quality of your work is noteworthy.

Specializations

Ballistics Blades Personal Armor

Sidearms Sights Special Ammunition

ART & PERFORMANCE
Arrripute:  Perceprion (ART) oR PResence (PerrormaNce) Unraven:  Yes
Focusen:  ARmisTic Mepium oR PERFORMANCE STYLE
Ust: You WANT TO CREATE ART O ENTERTAIN

You have a talent for arfistic expression or performance. Whether it be through brush, camera,
dance, music, or oratory, you know how to create emotion-inducing or opinion swaying art. You can
also identify and critique the work of other artists.



Focus: You are required to pick an arfistic medium or performance art for this Skill. You may take this
Skill multiple times to encompass multiple art forms. Your focus may be something like Illustration,
Writing, Acting, Dance, or Music.

Rating | Art & Performance Expertise

! You can make basic skeiches or soap carvings, or you can play “Chopsticks” on the piano or “Kum-
baya” on the guitar.

9 You are an amateur talent who's art shows promise or you might have college level musical or acting -
skill.

3 You've developed your own arfistic style and your work invokes some admiration, or you can hold

your own in “Off Broadway” style theater or in a local band.

s Your work is noted within the arfist community. You could act in a top-notch production, go on tour, :
or give a moving speech at a political banguet. You could make a living as an artist or performer. '

5 You are a virtuoso and your work is ranked among the greatest artists in history. You are what aspir-
ing young arfists dream of becoming.

Specializations

Adting Mediums llustration Media Musical Instruments
Photography Public Speaking Writing Forms
ATHLETICS
Aririute:  AGILITY, STRENGTH, OR TENACITY Untramen:  Yes

Focusen: ~ Aciuiry, STRENGTH, OR TENACTY
UsE: ~ You WANT TO RUN FROM YOUR ENEMIES

Your increased physical prowess is the result of athletic training. You possess the ability to perform
advanced physical feats such as acrobatics, rock climbing, distance running, or other sporting activi-
fies. !

Focus: You are required to pick a broad area of expertise for this Skill. You may take this Skill
multiple fimes to encompass multiple areas of expertise. There are three foci: Agility, Strength, and
Tenacity. Sports based on Agility include aerobic dance, football (soccer to Americans), and gymnas-

tics. Sports based on Strength include football (the American kind), track and field, weightlifting, and .
wrestling. Sports based on Tenacity include hiking, long distance running, kayaking, and swimming. .

Rating ‘ Athletics Expertise -

1 You've begun your training and are learning to push your physical limits.

2 You could easily compete in amateur sports activities.

3 You are the “rookie” in professional sports or otherwise at a point in your training beyond the
amateur.
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4 You are an accomplished athlete, professional trainer, or a model of physical skill.
5 Your athletic training has reached Olympic standards.
)
Specializations
Acrobatics Climbing Jumping
Running Swimming Types of Team Sports
Business
Arigute:  INTELLECT Unrramen:  Yes

| Use: You WANT T0 KNOW ABOUT COMMERCE AND POLITICS

You understand organizational structures, business practices, markefing strategies, and trade nego-
tiations. You can develop business plans and forecast operating costs. You also know how to network
and establish contacts within the business and political worlds, and how to subtly use power or influ-
ence to achieve your own ends.

Rafing | Business Experfise

\ 1 You understand the basics of organizations and sirategy.
2 You are capable of performing minor business functions or working as an assistant or aide.
3 You can manage basic business operafions, devise market strategy, and assess compeition, as well
as read the shifting balance of power.

s You can manage large business and trade operations, and know where fo push to best utilize your
polifical power.

5 You are highly regarded as an enterprising entrepreneur and business wizard worthy of the Chrysalis
Corporation. Navigating or manipulating organizations is easy for you.

Specializations

Bribery Information Gathering Investing
Management Marketing Red Tape
Communications
Artrigute:  ITELLECT Untramen:  No

Use:  You WANT TO SET UP OR BREAK ENCRYPTED COMMUNICATIONS

You're familiar with the operation of voice and data communications equipment. Depending on your
level of expertise, you can establish anything from a cell phone call to a satellite communications
link. You can determine operating frequencies, set encrypfion codes, scan radio frequency spectrums,
and attempt fo jam enemy communications traffic with the right equipment.

Rating ‘ Communications Expertise
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1 You can set the frequency on a radio transceiver.

2 You are familiar with radio, microwave, infrared, and fiber-optic communications equipment.

3 You can establish satellite and high-speed data transmission links, and apply encryption algorithms.

s You can isolate radio frequency interference, scan communications channels, and jam telecommunico-
tions traffic.

5 You can create new encryption algorithms, establish elaborate multi-path communications links, and
attempt fo crack enemy encryption codes.

Specializations

Encryption Codes Fiber Optics Infrared
Laser Microwave Radiowave
Compurer
Amrisute:  INTELLECT Untraivep: - No

Use:  You WANT T0 MAKE COMPUTERS DO WHAT YOU WANT, OR YOU WANT TO HACK THEM

Depending on your level of expertise, you can operate, administrate, configure, and program a
computer. You also understand Local Area Networks, TCP/IP protocol, and router configurations.
You may be able to hack through secured firewalls and run freely through someone else’s system.

Rating | Computer Expertise

! Spreadsheets, Word Processors, and other common applications are no mystery to you. Net surfing
is a common pastime.

2 You can set up a rudimentary network and make minor repairs to your computer.

3 You can administrate networks, develop complex databases, program software, or configure network
servers.

s Your programs are elegant and your security codes are difficult to breech. You can attempt to hack

major computer networks.

5 The framework of your programming style is considered to be visionary. You could develop advanced
research applications for Ashcroft.

Specializations

Graphics Hacking Network Administration
Multi-Media Programming Repair

CRiminaL

Amrigute: - AeiLy Untramen:  Yes

U You WANT TO STEAL THINGS
You have a talent for certain shady, if not downright illegal activities. This might include lock picking,
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picking pockets, disabling alarms, stealing objects without being noticed, disabling bugging and
surveillance equipment, and hot wiring vehicles. These are physical criminal activities that you may
have picked up living on the sireets of a major city or perhaps you were “educated” by the Global In-
telligence Agency to work as a field agent. For more cerebral criminal activities, see the Larceny skill.

Rating | Criminal Expertise

1 You may have experience with minor criminal acfivity such as petty theft or breaking and entering.

2 You could “boost” parked vehicles or work as an amateur thief.

3 You've learned the fine and respectable art of lock picking and pick pocketing. Valuable objects within
your reach are fair game.

s Alarm systems and other technical devices of security exist for you to disarm. Likewise, using surveil-
lance technical devices is well within your range of skills.

5 You could be ranked among the elite of intelligence agents or as a master criminal.

Specializations

B&E Bugging Grand Theft Auto
Pickpocket Lockpicking Scamming
Demotrmons
ArtiBute:  INTELLECT Untrained: - No

Use: You waNT T0 BLOW THINGS UP

You understand the proper use of explosives, the amount needed 1o destroy a target, and the best
locations to plant your charges for maximum effect. You can also defuse these devices, if necessary.
You can also set explosive “hooby” traps or disarm them.

Rating | Demolitions Expertise

1 You can blow something up without losing any limbs.
You can bring a structure down, though you can't predict how it will fall.
You know how to plant your charges so a structure will come down as you've planned.

You can use explosives for more precise applications such as blowing a safe or armored door.

LS T N FC R -]

You can make potent explosives out of common items.

Specializations

Booby Traps Bridge Demolition Building Demolition

Doors and Hatches Satchel Charges Time Bombs

Ebucarion




Amrisute:  INTeLLECT y Untrained: s
Use:~ You WANT TO KNOW GENERAL THINGS

Education measures how well you've trained your Character’s mind to learn new things. If represents
general knowledge, gained through both life experience and formal education. You don't really
know much about specialized fields of study, but you can converse infelligently on a wide variety of
topics.

Rating | Educafion xpertise
1 You are interested in learning for its own sake.
2 You've studied a few things or been around the block.
3 You have an active and keen mind.
4 Continuous personal development is your way of life.
5 You are very well-studied and rarely can't participate in a conversation.

Specializations

Culture Literature History
Mathematics Philosophy Polifical Science
Hoggies & Trivia
Arreigure:  Speciau (Base on Hossy cosen) oR INTewtecr (TRivia) Unrraive:  YEs

Use: You WANT TO HAVE INTERESTS

Everyone picks up random information in life, and also needs a break now and then. You're well-
rounded in your knowledge of miscellaneous subjects and you've taken up a hobby to take your mind
off things. Your hobby could be model building, gaming, darts, cocktail mixing, gardening, cooking,
stage magic, or any other activity not covered by other skills. You also possess trivial knowledge
of broad subijects, such as 20th century cars, and specialize in a tighter areq, such as American
manufacturers.

Select one hobby and choose one broad area of trivia for each level of of your Skill. Your Storyguide
may allow you to use your Character's Hobbies & Trivia Skill as a Complimentary Skill.

Rating | Hobby Expertise

You have a hobby and are knowledgeable in one Trivia category.
You have two hobbies and are knowledgeable in two Trivia categories.
You have three hobbies and are knowledgeable in three Trivia categories.

You have four hobbies and are knowledgeable in four Trivia categories.

(5, TR~ S XY

You have five hobbies and are knowledgeable in five Trivia categories.
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Specializations

Card Tricks (Stage Magic) Cricket (Darts) Flower Growing (Gardening)
Italian Food (Cooking) Pina Coladas (Cocktail Mixing) Anything Trivial
LanGuace
AmRigute:  INTELLECT Untramen: - No

Focusep: By Lancuaee
Use:~ You WANT TO VERBALLY COMMUNICATE

This Skill allows you to speak individual languages or their specialized dialects. You may also be able
to specialize in cerfain subject matters for a given language. For example, you might speak Nozzadi
with a Focus toward Medical Jargon. Language Tests are typically performed when attempting to un-
derstand languages as a Student or Novice, or when trying to understand a speaker with an unusual
dialect, who speaks rapidly, or with slurred speech.

Focus: You are required fo pick a language for this Skill. You may take this Skill multiple times to
encompass mulfiple languages.

\ Rating | Languages Expertise
! You understand basic pleasantries, or necessary phrases like, “where is the toilet” or “I'd like a beer,
please.”
2 You have a basic understanding of the language and can speak it with your own original accent.
3 You are completely fluent in the language, though your original accent still permeates your speech.
4 You are completely fluent in the language and can pronounce your phrases with a nafive accent.
5 You have a mastery of the language that transcends the understanding of most native speakers.
Specializations
Bavarian German Dialect Business Jargon Canadian French Dialect
Engineering Jargon Medical Jargon Military Jargon
Larceny
b AmriBuTe:  INTELLECT Unrraiveo:  No

Use: You WANT T SCAM PEOPLE IN A BIG WAY

Unlike the Criminal skill, which deals with the more direct side of illegal activity, Larceny incorporates
certain subtle skills and well-conceived plans to execute more “white collar” forms of crimes. Such
crimes might include forgery, embezzlement, large-scale robbery, money laundering, planning an
elaborate con, and the like. Larceny may be used to gather information on a possible target and to
plan the infiltration or robbery of the target location.



Rating | Larceny Expertise

1 You play a small part, say as a “gopher” or “runner,” in a large Larceny scheme.

9 You are o competent information gatherer who can scope out security system sensors, guard sched-
ules, or other physical location characteristics.

3 You can plan criminal schemes or forge documents to help carry out a scheme.

4 You can organize a crack team to infiltrate the most elaborate installations.

5 You are a criminal mastermind.

Specializations

Con Games Crew Running Embezzlement
Forgery Information Gathering Smuggling
Law ENFORCEMENT
AmriBuTe:  INTELLECT Untraive:  YEs

Use: You waNT T0 ouTwIT THE COPS AND DO A LiTTLE CSI OF YOUR owN

You understand law enforcement procedures and techniques. This includes arrest procedures, crime
scene analysis, evidence examination, ballistics testing, record searches, and crowd control. You are
also familiar with any local or federal laws that fall within your jurisdiction. You know how fo deal
with authorities outside of your jurisdiction, or know which officials to bribe in order to get your way.
Perhaps you know ways to find loopholes within existing laws.

Rating | Law Enforcement Expertise
1 You could work as a security guard.
2 You could be a “rookie” cop or low-level field operative for GIA.
3 You are a competent and experienced law enforcement officer.
4 Your eye for crime scene investigation makes you an effective defecfive.
5 You are the master sleuth capable of catching the criminal mastermind.

Specializations

Arrest Techniques Crowd Control ]
Local Law NEG Law Record Searches
(OBSERVATION
Amrisute: - PercepTioN Unrraned:  YES

Use:  You WANT T0 NOTICE IMPORTANT DETAILS

You know how to search for the hidden, spot the inobvious, and note the fine details of any object
or situation you might observe. Observation can be used to spot hidden persons or creatures that

#
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may, for example, be waiting in ambush. Your skill is not confined to the naked eye. You can use
Observation with binoculars, IR goggles, motion detectors, or any other form of technological en-
hancements available. The limitation of using these devices is the kind of detail you discern from
your observation.

Rating | Observation Expertise

! Whereas the untrained eye might only notice a swarm of inbound Dua-Sanari, you can spot the one
who's infent on mangling you.

You are more keenly aware of your surroundings than the average person.

You have a practiced eye for detail and can effectively use sensing devices to spot your mark.

You possess highly trained senses and your ability to detect minute details is extraordinary.

v B W N

Very little passes without your notice.

Specializations

Hearing Imaging Software Opfics
Sight Smell & Taste Touch
\ Occutr
ArtiBute:  INTELLECT Untrained: - No

Use: You waNT TO KNOW ABOUT SCARY THINGS

You know of a world within our world. You understand the darker realities that no one else wants to
acknowledge. You seek the hidden secrets of mysticism, curses, hauntings, ancient rituals, eldritch
sorcery, and dark gods. You quest for true knowledge when others accept only ignorance.

Rating | Occult Expertise

You amuse yourself with what you understand to be occult knowledge - though it's difficult to sepo-

L rate the fluff from reality.

You have begun to truly see the hidden side of reality and the prospect of new discoveries is exhilarat-

2 .
ing.
3 You are a competent occult scholar with a very real awareness that hidden knowledge comes with
hidden danger.
b 4 You have begun to master some of the secrets you've unearthed. There may actually be some sense
to magic.
5 You have confronted some of the darkest occult secrets and lived with at least some of your sanity

infact.

Specializations

Ancient Texts Children of Chaos Eldritch Society
Minor Cults 0ld Ones Otherworldly Creatures
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Armriute:  Aeiuy Untrainep:  YEs
Focusen:  Venicie Type
Use:  You WANT T0 BLOW THINGS UP
You are skilled in the operation of modern military or transportation vehicles. You also know how to
use modern navigation equipment.

Focus: You are required to pick a class of vehicles for this Skill. You may take this Skill multiple times
to encompass multiple classes of vehicles. Your focus might be Wheeled Vehicles, A-Pod Personal
Hovercraft, or Large A-Pod Transports.

Rating | Pilot Expertise
1 You can make the vehicle go.
2 Other people frust you to drive.
3 You have no problem in heavy traffic or heavy winds.
4 You can speed on ice.
5 You pilot like the Devil was on your heels.

Specializations

A-Pod Limos Combat Piloting Inclement Weather
Motorcydles Navigation Luxury Cars
RecionaL KnowLenee
ArrriBute:  INTELLECT Unrrainep:  Yes

Use:~ You WANT TO KNOW ABOUT PLACES

You know about certain regional areas. The nature of your knowledge depends on the size of the
region with which you've chosen to be familiar. Large areas, such as continents, NSC staies, or
regions of states will yield a more general kind of knowledge. This might include fown locations,
maior rivers, seasonal effects, highway locations, and the like. Smaller areas such as cities, islands,
or other finite communities will provide more detailed information. This might include important *
business contacts, the best restaurant or club locations, detailed terrain information, or the best way -
to avoid the tourist districts.

Select one regional area for each level of of your Skill.

Rating ‘ Regional Knowledge Expertise

1 ‘ You are knowledgeable about one region.



You are knowledgeable about two regions.
You are knowledgeable about three regions.

You are knowledgeable about four regions.

[, T~ N )

You are knowledgeable about five regions.

Specializations

Best Restaurants City Locations Criminal Contadis
Mag-Lev Train Schedules Major Highways Nightlife
SECURITY
ATTRiBUTE:  INTELLECT Untraivep:  No

Use:  You WANT TO KEEP PEOPLE OUT OF YOUR STUFF, OR GET INTO THEIRS

You are familiar with various techniques used fo set security alarm systems or traps. By the same
token, you're also familiar with ways to circumvent such things. In either case, you may need certain
specialized equipment to accomplish your task. Such systems may include remote cameras, mofion
detectors, sonar, infrared sensors, refina scan sensors, trip wires, laser sensors, or pressure plates.
\ You are also familiar with the logistics of establishing a manned security perimeter.

Rafing | Security Expertise

! You may have some experience as a security guard or have monitored security systems for a large
company.

9 You may have worked as an apprentice during an alarm system installation project. You have a basic
understanding of sirategic sensor placement.

3 You fully understand security system architecture.

4 You are a specialist in establishing area security for any given situation.

5 Your security measures are extremely difficult to circumvent.

Specializations

Alarm Systems Guard Animals Perimeter Security
b Security Patrol Procedures Traps Wiretaps
STEALTH
Armriute:  Aeiuiry Untrammen:  Yes

Use: You WANT TO HIDE AND SNEAK AROUND IN PLACES YOU SHOULDN'T BE

You possess the ability to hide, move silently, or otherwise avoid detection. If the local environ-
ment allows, you can conceal yourself, surreptitiously move across an area, or shadow someone.
Environmental considerations or a target's level of alertness could modify your Stealth Test or force
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a Contest, at the GMs discretion.

Rating | Stealth Expertise
1 You could hide in the shadows as long as you don't make any sudden movements.
2 You can move silently, but slowly and carefully.
3 You can effectively blend into your surroundings without being noticed.
4 You can move covertly through the most difficult terrain.
5 Your silent definess is that of a cat.

Specializations

Camouflage Concealment Hiding
Silent Movement Shadowing Stalking
STREETWISE
ArtiBute:  INTELLECT Untrainep:  Yes

Use: You WANT T0 KNOW THE SCORE ON THE STREETS AND ACQUIRE ILLEGAL THINGS

You understand how to operate and survive within the seedier side of civilization. You have a talent
for blending into the local environment through your dress, attitude, and knowledge of street slang.
You know how to make contact with the black market, gain information, identify bribable officials,
recognize underworld gang leaders, or otherwise find out where the “action” is.

Rafing | Streetwise Expertise
1 You may have had some experience with sireet gangs and understand sireet culture.
2 You know how to make certain underworld contacts or how to fence stolen goods.
3 You fully blend info street society.
4 You know how to go deep into the criminal underground. You also know how to work around local
officials.
5 You are influential on the streets. Everyone treats you with respect.

Specializations

Black Market Contacts Drugs Hot Goods
Hot Spots Rumormill Safehouses
SURVEILLANCE
ArmriBute:  INTELLECT Untrained:  Yes

Use:~ You WANT 0 TRACK EVERYTHING SOMEONE IS DOING
You know how to gather intelligence on a given person or selected location through extensive remote

#

’ . | =
Lok W00 e



Rating

Surveillance Expertise

observation. This might be with the naked eye or through the use of sophisticated surveillance equip-
ment. You can plant “bugs,” listening devices, or micro-cameras to record relevant data. Surveillance
also works hand in hand with Stealth when shadowing someone.

v B W Mo

You can follow someone on the street without losing him or her.
You are able to pick out important information about a given location.
You could easily work stakeouts for a law enforcement agency.

Your ability fo plant concealed surveillance devices on a person or in a target area borders on art.

You are the silent eye that sees everything.

Specializations

SURVIVAL
1 Aririsute:
Use:

You WANT TO BE ABLE TO SURVIVE OUTSIDE THE ARCOLOGY, OR WHEN HOMELESS

Analysis Bugs Planning
Shadowing Stakeouts Video
Tenacmy UnTRAINED:

Yes

You possess the necessary skill to live off the land. You know how to forage for food, track game,
find or build shelter, avoid hazardous areas, and identity dangerous plants and animals. You're also
familiar with certain techniques fo survive hostile environments, such as extreme cold. You can use
your Survival skill to determine your direction to navigate through the wilderness. You'll normally
need to make a Test once per day unless attempting a particularly difficult task.

Rafing

Survival Expertise

LS T FC R -]

You can manage in the wilderness for a few days with the proper equipment.
You probably have considerable experience with the Boy Scouts of Earth.
You are quite af home in the wilderness and could survive for an extensive period of time.

You could operate as a scout or a guide, providing for yourself and a small group of people.

There is no land or terrain into which you couldn’t successfully venture.

Specializations

TecHNICIAN
ArtriguTe:

Arctic Desert Jungle
Temperate Tropical Urban
INTELLECT UNTRAINED:
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Use: You WANT TO FIX THINGS

I it's broken, you can fix it. You have a general knack for troubleshooting. Whether dealing with
mechanical systems, electrical systems, electronic systems, or computer systems, you can isolate and
solve almost any problem. Technician also allows you to make modifications to a system to improve
its performance or just plain get it working in an emergency. On the other hand, you know just where
to go to sahotage a system if necessary.

Rating | Technician Expertise

1 You can find fairly obvious problems such as blown fuses, dead D-Cells, or an unplugged CPU.

2 It may take you some time, but you can eventually trace a schematic diagram to isolate the trouble.
3 You are a competent technician with sound troubleshooting skills.

s You are considered to he a “super tech” with outstanding troubleshooting skills. You can modify and

improve systems.

5 Your technical mastery ranks among the best of the Chrysalis Corporation’s top staff.

Specializations

Computer Systems Electrical Systems Electronics
Mechanics Plumbing Power Systems
ACADZMIC SKI|$
ENGINEERING
Arrigute:  INTELLECT Untraep:  No
Focusen:  ENGINEERING FiELD Reauires: ~ Science: PhvsicaL 2

Use: You WANT T0 MAKE TECHNICAL THINGS

You are skilled in the design, documentation, analysis, and deployment of one or more engineer-
ing fields through the application of scientific and mathematical principles, experience, common
sense, and creativity. Such engineering fields may include complex technological systems design,
structural analysis, or city planning. You are a problem solver who strives to find quicker, better, or
less expensive ways to meet tough challenges. Engineering specializations would include individual
disciplines or job functions.

Focus: You are required to pick a broad area of expertise for this Skill. You may take this Skill mul-
tiple fimes to encompass multiple areas of expertise. Your focus may be something like Chemical,
Civil, Electrical, or Mechanical.

Rafing ‘ Engineering Expertise

1 ‘ You have the basic fools necessary to grasp less intricate engineering concepts.
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2 You are an associate level engineer with adequate knowledge, but little practical experience.

3 You possess the experience and expertise to lead entire engineering teams or work on complex and
challenging projecs.

s You are considered to be an authority on the value and quality of items within your body of knowl-
edge.

5 You are revered as a leading authority in your field of engineering. Your designs set the standards by

which other engineers work.

Specializations

Aerospace Aquatic & Amphibious Architectural
Biomedical Chemical Civil
Computer Electrical Mechanical
Nanotech Robofics Transportation
Mepicine
ArrriBute:  INTELLECT Unteamen:  No
Focusep: ~ Prvsicat or PsycHoLosicat Reaures: ~ Saience: Lire 2 (Ranv 4)
Use:  You WANT TO HEAL PEOPLE Saence: Lire 3 (Raming 5)

You have chosen the path of either Physical Medicine or Psychological Medicine. You have studied
the workings of the human body or the human mind and understand how to treat afflictions. You
can perform first aid, diagnose illnesses, treat diseases, provide therapy, or conduct psychoanalytical
evaluations, depending on your chosen path of Medicine.

Focus: You are required to pick either Physical or Psychological Medicine.

Rating | Medicine Expertise
1 You can perform basic first aid or provide psychological support.
2 You can perform advanced first aid techniques or fill the role of a guidance councilor.
3 You could work as an emergency medical technician, paramedic, or therapist.
4 You could work as a doctor or a psychiatrist.
5 Your advanced knowledge makes you an authority in your field of medicine.

Specializations

Acupunciure Anxiety Disorders First Aid

Organ Extraction Organ and Limb Cloning Trauma

Saience: EarTH



Amrisute:  INTeLLECT
Use:~ You WANT TO KNOW ABOUT THE PLANET

UNTRAINED:

No

You have studied the planet Earth, its structure, its composifion, and much of its development
through history. You understand its geological characteristics, ecosystems, environmental systems,
and its ability to support life. You may be familiar with weather patterns or natural hazardous event

such as earthquakes or tsunamis.

Rating | Science: Earth Expertise

! You've taken a few college level Earth Science courses and possess a rudimentary knowledge of basic
scientific concepts.

2 You are an amateur geologist or inexperienced scientist.

3 You can work as a professional within the scientific community.

s Your experience and knowledge could land you a position as a government or corporate advisor on
scientific issues.

5 Your research and work is a topic of study for siudents throughout the world.

Specializations

Archeology Environmental Sciences

Geology Meteorology

Science: Lire
ArmriBute:  INTELLECT
Use:  You WANT T0 KNOW ABOUT LIVING THINGS

Geography

Oceanography

UNTRAINED:

No

You possess a background in one or more areas of hiological science. You've developed this knowl-
edge through your exploration of the fundamental processes of life. Your study of Life Science may
support and propel you into other fields of study such as Biological Research, Biomedical Engineer-

ing, Horticulture, Marine Biology, Medicine, Pharmacology, Physical Therapy, or Public Health.

Rafing | Science: Life Experfise

! You've taken a few college level Life Science courses and possess a rudimentary knowledge of basic

scientific concepts.

You are a capable and knowledgeable scientist.

v AW N

Specializations

Your experience and knowledge is highly regarded within the scientific community.

Your research and work could very well be considered revolutionary.

You have enough knowledge to work within a scientific field under the supervision of a mentor.




Biology Botany Ecology

Genefics Paleontology Zoology

SCENCE: PrysicAL
Amrisute:  INTeLLECT Untraned: - No
Use:~ You WANT TO KNOW ABOUT PHYSICAL FORCES

You understand the science of matter, energy, and their interactions. Your learning has crossed into
areas of one or more scienfific disciplines that outline the physical laws of the universe. Whether delv-
ing into thermodynamics or astrophysics, your comprehension of physical science, the hypotheses
you develop, and the conclusions you draw may one day increase people’s understanding of the
universe.

Rating | Science: Physical Expertise

You've taken a few college level Physical Science courses and possess a rudimentary knowledge of

l basic scientific concepis.

You have enough knowledge to work within a scientific field as an assistant.
You are a capable and knowledgeable scientist.

Your experience and knowledge is highly regarded within the scientific ommunity.

[ T N I -]

Your research and work could very well be considered revolutionary.

Specializations

Astronomy Atomic Physics Chemistry

Electromagnetics Mechanics Thermodynamics

COMBAT SKI[I$

Doboe
Arisute:  Aeiury Unrraned:  YES

Use: ~ You WANT TO GET OUT OF HARM'S WAY

Your body has been trained through extensive drilling to respond to emergency situations. In the

b presence impending danger, your body will react, often subconsciously, by evading the danger. You
might find yourself ducking for cover knowing that someone has trained a firearm on or lobbed a
grenade at you, or instinctively sidestep a physical blow thrown by an opponent. Dodge also applies
to evading a moving object headed hazardously your way. Dodge can be used to counter attempts to
hit you with firearms or as a substitution for the Martial Arts Skill to defend yourself in close quarters
combat.

Rating ‘ Dodge Expertise
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1 Though your moves might not be elegant, you can at least lurch out of the way of danger.
2 You have above average moves akin to an amateur boxer or a rookie cop.

3 You are nimble on your feet and react to danger like a well-oiled machine.

4 You move and react like a cat.

5 Your moves are astonishingly graceful with almost an inhuman quality.

Specializations —_ -

Confuse Dive for Cover Dive Prone
Duck & Weave Sidestep Vehicular ;
MARKSMAN '
Amrigute:  Percepmion Untrained:  Yes by

Use: You WANT TO SHOOT THINGS

You can effectively handle any firearm, energy weapon, or archaic projectile weapon in combat. Such !
weapons might include pistols, rifles, shoiguns, submachine guns, bows, tasers, or vehicle-mounted
weapons.

Rating | Marksman Expertise

1 Stationary bulls-eye targets don't stand a chance against your practiced aim.

9 You are a consistent amateur marksman, able to place a shot in a fairly simple situation - though
you must rely on aiming.

3 You are a competent and skilled marksman capable of hitting a target while aiming or shooting from
the hip. You may have received professional or combat training.

4 You are incredibly accurate, even under infense combat situations.

5 Your precision and accuracy with a firearm ranks among the best spaghetfi western gunfighters.

Specializations

Assault Rifles Dueling Pistols

Shotguns Sniping Submachineguns
MagmiaL Arts L
Artrisute: - Aciimy Untraine: - Yes Y

Use: You WANT T MIX IT UP IN HAND-TO-HAND

You have been trained to fight both unarmed and with hand weapons. You can specialize in Martial
Arts to include certain techniques like punching or certain styles like Boxing, Knife Fighting, or Street-
fighting - doing so encourages a certain cinematic flair to your combat scenes.
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Rating | Martial Arts Expertise

1 You have some basic techniques down and could manage against unrained assailants.

2 You could handle yourself well in a sireet or bar fight.

3 You are skilled and competent fighter. You could compete in professional level Boxing or Martial Arts
tournaments.

4 You could teach Martial Arts or self-defense technigues. Your bearing is confident and powerful.

Your skill in combat is extraordinary. You rank among the finest boxing champions or Martial Arts
Masters.

Specializations

Boxing Improvised Weapons Knife Fighting
Kung Fu Streetfighting Sword Fighting
Support WeapoNs
AmiriuTe:  PERCEPTION Unrraivep:  No

Use: You WANT T0 SHOOT BIG GUNS

You can effectively deploy and operate any support level weapon from light machine guns to mobile
artillery. Other such weapons include machine guns, grenade launchers, light A (Anfi-Armor) weap-
ons, flamethrowers, mortars, and missile launchers.

Rafing | Support Weapons Expertise

1 You know enough to be dangerous.

9 You have a basic familiarity with support weapons that allow you to point and shoot with reasonable
aceuracy.

3 You skillfully deploy and use support weapons with acceptable accuracy.

4 You could direct multiple support weapon crews to fire for effect on a particular target.

5 You command support weapon fire with devastating results.

Specializations

Flamethrowers Grenade Launchers Light AA Weapons
Machine Guns Missile Launchers Mortars
Trrown WEeapoNs
Amrisute:  Aelury Untrainep:  YEs

Use: You WANT T0 THROW KNIVES OR SHURIKEN

You can effectively foss, pitch, hurl, lob, or throw a weapon, whether manufactured or makeshift, at
a target. Such weapons might include throwing daggers, grenades, shuriken, or rocks. Oftentimes
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your weapon might be anything within reach that you can pick up. Some large and unwieldy objects
might incur a penalty on your Test, at the GMs discretion.

Rating | Thrown Weapons Expertise
1 Remember to pull the pin, count to three, and throw.
2 You are reasonably accurate with area effect weapons such as grenades.
3 You could skillfully hit a target with precision thrown weapons such as daggers.
4 You can bulls-eye a target with amazing speed.
5 The movement of your hand is a blur and the accuracy of your weapon is death.

Specializations

Grenades Improvised Objects Shuriken
Throwing Axes Throwing Knives Throwing Needles
Convince
ArtRiBute:  PRESENCE Untraimen:  Yes

Use: You WANT TO MAKE PEOPLE DO WHAT YOU SAY

Convince allows you to make people do or believe what you want them fo do or believe. You can
persuade people to come around to your way of thinking or do something you want them to do, or
to seduce pofential partners.

Rating | Persuade Expertise

! You can get people’s attention. You can persuade someone whom you are familiar with and who
would have little reason to suspect you.

9 You have no problem striking up conversations with strangers. You can persuade someone who
doesn't quite have a firm opinion.

3 You have o way about you to which others are drawn. You can present convincing arguments that even
those in opposition fo your point of view would have to take pause and consider.

s You can approach the unapproachable. Your power of persuasion is a maich for any within the halls
of NSC government. You make a great leader.

5 People notice you when you walk in a room. There's something about you that's undeniably magnetic
and undoubtedly your arguments must be correct.

Specializations

Debate Extract Information Inspire

Manipulation Motivate Relationships
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INTIMIDATE
Amriute:  PResence Unrraned:  YES
Use: You WANT TO SCARE PEOPLE

You can cow someone into submission through threats or inflicting physical injury. Your capacity
for intimidation ranges from winning concessions during a negotiation fo interrogating a helpless
prisoner. It also measures how you carry yourself in certain social situations, if you wish to appear
imposing.

Rating | Intimidate Expertise

1 You can make someone think twice before messing with you.

2 You can appear to be quite imposing and others are likely to believe your threats.

3 You know how to extract information from an individual through physical “persuasions.”

4 Your talent for interrogation or mental manipulation is considered to be art.

5 :ll:Ill)::ry could be more imposing. People had better helieve your threats, because you know how to

Specializations

Browbeat Interrogate Menace
Overawe Subdue Torture
Lie
ArriBute:  PRESENCE Untramen:  Yes

Use: You WANT T0 NOT TELL THE TRUTH TRUTHFULLY

While most people know how to argue a point, you know how to tell advantageous falsehoods like
you were telling the truth. You can make people believe whatever it is you want them to, though
they'll likely be upset when they discover that you were lying. You may also use Lie to cover up your
own movitations, when others find them suspect. Of course, your GM might impose a penalty to your
Skill Test if you attempt to tell a particularly outrageous lie.

Rating | Misdirect Expertise

! You might not always be able to convince someone to do something against his or her will, but they
at least find you entertaining.

You can lie convincingly most of the time. Other fimes you just dazzle them with BS.
You are quite competent at manipulating your target. They are like putty in your hands.

You are one smooth SOB.

(S, B U X

You have a falent for lying and cover-up that borders on genius.




Specializations

Bluff Confuse Cover Up
Distract Fast-Talk Tall Tales
SavoIR-FAIRE
Amrisute:  INTELLECT Untrainen:  Yes

Use: You WANT T0 BE A DIPLOMAT AND WORK DEALS

You are familiar with the proper efiquette needed to conduct yourself graciously within various social *
circles. You understand the correct manners, honorifics, or social customs that are expected of indi- -
viduals within these circles. Savoir-Faire also reflects your ability to adapt to the social requirements
of an unfamiliar situation, drawing upon your knowledge of social etiquette from other cultural
arenas as a reference. It can also be used to spot certain individuals within a social circle that may
not belong. Savoir-Faire may be specialized for specific social circles.

Rating ‘ Savoir-Faire Expertise

)
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Though you attempt to put your best foot forward, you may seem a bit awkward in certain social
situations.

You know how to blend in with a crowd and make pleasant conversation
You are a model of courtesy and graciousness.

You are widely considered to be very well mannered, refined, witty, and a pleasure in social company.

i AW N

You are one smooth SOB.

Specializations

Aristocracy Business Acumen Court of Law

Manners Occasions Political Arena




GENERAL SKILLS
Armorer (Intellect)”
Artist & Performance
(Perception or Presence)
Athletics (Agility, Strength, or Tenacity)
Business (Intellect)
Communications (Intellect)
Computer (Intellect)”
Criminal (Agility)
Demolitions (Intellect)”
Education (Intellect)
Hobbies & Trivia (Special or Infellect)
Languages (Intellect)*
Larceny (Intellect)”
Law Enforcement (Intellect)
Observation (Perception)
Occult (Intellect)*
Pilot (Agility)
Regional Knowledge (Intellect)
Security (Intellect)”
Streetwise (Intellect)
Stealth (Agility)
Surveillance (Intellect)
Survival (Tenacity)
Technician (Intellect)”

SO OO OO OO OO C SO

AcADEMIC SKILLS
¢ Engineering (Intellect)”
¢ Medicine (Intellect)”
¢ Science: Earth (Infellect)”
¢ Science: Life (Infellect)”
¢ Science: Physical (Intellect)”

Comeat SkiLLs
¢ Dodge (Agility)
¢ Marksman (Perception)
¢ Martial Arts (Agility)
< Support Weapons (Perception)”
¢ Thrown Weapons (Agility)

Reaction Skits

Charm (Presence)
Coordination (Agility)
Brawn (Strength)
Insight (Intellect)
Intuition (Perception)
Wellness (Tenacity)

SO0

SoaaL SkiLs
¢ Convince (Presence)
¢ Intimidate (Presence)
¢ Lie (Presence)
¢ Savoir-Faire (Infellect)
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Qualities are those cool parts of your Character that can't be neatly lumped in with Atiributes or
Skills. There are two types of Qualities - Assets and Drawhacks. Assets are good aspects of your
Character, while Drawhacks are hindrances.

Based on rating, Drawbacks give you more Skill Development Points to spend elsewhere. Assets cost
you Skill Development Points to acquire.

If a Quality is marked with an asterisk (*), you can acquire that Quality multiple times for greater
effet.

ASS2TS

ALLURING 1082
Errect: Bonus 1o Sociat SkiLLs

Your Character is captivating. You gain a +1 die Bonus, per level of Alluring, when using Skills with
Presence as the governing Aftribute against anyone who is likely to find your Character attractive.
You may purchase up to two levels of Alluring.

Ay 1,2, 03"
Errect: CHARACTER Has Auwy To Cawt On

The Ally Asset means your Character has developed a close relationship with someone in a position
to sometimes help her in times of need - either personally or through personal influence. This Ally
may be someone else in the Eldritch Society, a politician, or o wealthy benefactor. Your Character’s
relationship with her Ally works both ways; an Ally may occasionally call on your Character to help
her out of trouble. Your Character should be cautious not to abuse this relationship - calling upon an
Ally too often may cause him to politely refuse to help for a while.

The cost of the Ally Asset depends upon her relative ability to help your Character:

Rating | Ally
! Ally has average skills or some measure of influence, such as a storeowner or mid-level corporate
manager.
9 Ally has a good range of skills or is moderately influential, such as a corporate executive or a police
officer.

3 Ahighly skilled or very influential Ally, such as an NEG politician or a federal agent.

You should work with your GM to describe your Character’s Ally, including the position they hold and
what kind of relationship your Character has with this recurring NPC.

AsS0CIATES 1,2, 3"
Errecr: CHARACTER HAS INFORMATION SOURCES
The Associates Asset means that your Character has established a relationship with people within an




organization who can occasionally provide her with information. The organization may be your own,
the Ashcroft Foundation, the Office of Infernal Security, or any other. Unlike the Ally Asset, an Associ-
ate will not take an active part in helping your Character - she merely provides inside information.
Associates usually only ask for information in return. Your GM will decide how much information an
Associate can and will provide.

The cost of the Associates depends upon the position that they hold within the organization and the
amount of information they have access to:

Rafing | Associates

1 Two contacts of low-ranking position, with access to frivial information and internal rumors.

9 Two contacis of mid-level position, with access to practical information, may have access o some
detailed information - or one mid-level and two low-ranking contacts - or four low-ranking contacis.

Two contacts of high-ranking position, with access to detailed information, may have access to some
3 sensitive information - or one high-ranking and two mid-level contacts - or one high-ranking, one
mid-level, and two low-ranking contacts - or one high-ranking and four low-ranking contacts - or
four mid-level contacts, two mid-level, and four low-ranking contacts - or eight low-ranking contacts.

You should work with your GM to describe in detail who your Character’s Associates are, the positions
they hold, and what kind of relationships your Character has with these recurring NPCs.

Backsone 3
Errecr: Reoucen Wounn PeNaLTiEs

Your Character can tolerate more physical pain than the average person. You suffer the Penalties of
one Wound Level lower than normal. Additionally, you gain a +1 die Bonus when making Tests to
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resist the effects of physical forture or pain.
Benoy ]

Errecr: Bonus 1o Escaping

Your Character's joints bend in unusual ways and she's quite flexible. You gain a +1 die Bonus fo all
Tests when attempting fo escape restraints, or when maneuvering in tight spaces.

DariNG 2
Errecr: Bonus 1o Fear Tests

Your Character is almost fearless and is undaunted in the face of danger and the unknown. Twice per
session, you may lower the Difficulty of a Fear Test by one level. GMs should require that you portray
this Asset in order for you to receive this benefit. If you ever acquire a phobia, this Asset is useless
uniil the phobia is overcome.

DRiven 2
Errecr: Bonus Drama Points N Dirricutr oR DisTRACTING SrTusTions

Your Character will not succumb to adversity; she is determined to persevere against all odds. Twice
per session, you may reduce the Difficulty of a Hard or more difficult Test by one level. GMs should
require that you portray this Asset in order for you fo receive this bonus.

Ermier Hanp ]
Errecr: Euminates Hanp PrereRence

Your Character is ambidextrous and has no hand preference. You can continue fo function normally
if one of your hands or arms is wounded.

Geex 1*

Errecr: Bonus 1o TECHNICAL OR SCIENTIFIC SPECIALIZATION

Requires: SkiLL SpeciaLizaTion For Bonus

Your Character has the right kind of brain for technical or scientific pursuits. When you purchase
Geek, you must select one Specialization from the Armorer, Computers, Engineering, Medicine, Sci-
ence: Earth, Science: Life, Science: Physical, or Technician skills for which this Asset applies. You must
have this Specialization. You now get an additional +1 bonus to that Specialization, for a total bonus
of 2 dice. You may purchase this Asset multiple times to include additional technical or scientific
Specializations, but not for the same one twice.

INGENIOUS 2
Errecr: Bonus When Creamive SoLutios Require

Your Character finds creative solutions to problems and constantly finds new ways to approach tasks.
Twice per session, you may lower the Difficulty of a Test by one level, if you're using a Skill in an
innovative or creative way. GMs should require that you portray this Asset in order for you to receive
this benefi.

INTERNAL Compass ]




Errecr: Caracte Isn'r Easiy Lost
Your Character has an uncanny natural sense of direction. Once you get your bearings, you always
remember where you are, where you've been, and how to get between them. You never get lost in
places you've been before and can find your way around by sensing direction in relation to North.
[ron Liver 1
Errecr: Bonus versus Toxins & DRucs

Your Character's body is very efficient at processing substances, especially toxins and drugs. You gain

a +1 die Bonus to Tests to resist their effects. It takes you twice as much to get wasted.

Jor Ser 4
Errecr: CHaRCTER GETS SPECIAL TREATMENT

Reaurres: Loaben/1 0 moRe

Whether your Character's family is prestigious or old money, or whether you acquired fame all by
yourself, you are of high social standing. Doors open up for you, and you get into meetings, events,

and places others can't. You always get the best table at restaurants, you get into VIP areas, and you

hob-nob with the elite. You may also stand 1o inherit something subsiumlul

Jock 1*

Errecr: Bonus 1o ATHLETICS SPECIALIZATION

Your Character was born with an innate talent for athletics and excels at physical activities. When you
purchase Jock, you must select one Specialization from one of the Athletics Skills (Agility, Strength, or
Tenacity) to which this Asset applies. You must have this Specialization at a minimum rating of 1. You
now get an additional +1 bonus to that Specialization, for a total bonus of 2 dice. You may purchase
this Asset multiple times to include Athletics Specializations, but may not for the same one twice.
Keen Senses 2
Errecr: Bonus 1o Osservarion UsinG Sense

One or more of your Character’s senses is especially sensitive. When you purchase this Asset, choose
one sense from the list below. You may purchase this Asset multiple fimes to acquire other keen
senses, but not twice for the sume one.

Keen Hearin

Your Character has an exceptional sense of hearing. You can distinguish between similar sounds, determine
the direction and general source of sounds, and the like. You gain a +1 die Bonus to all sound-based Observa-
tion or Intuition Tests.

Keen Smewt & Taste

Your Character has a highly developed sense of smell and taste. You can distinguish between similar scents,
smell things your average person would miss, and has a highly discerning palate. You gain a +1 die Bonus
to all scent- or taste-based Observation or Intuition Tests.

Keen Sight
Your Character has sharp vision, picking out details that your average person would miss. You gain a +1 die

-
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Bonus to all sight-based Observation or Intuition Tests.

Keen Tacriue Sense
Your Character’s sense of touch is highly developed, feeling slight variations in texture, temperature, or
vibration that others would miss. He receives a +1 die Bonus to all fouch-based Observation Intuition Tests.

Loapep 1103
Errect: GReaTeR Personar WeaLTH

Your Character is wealthy. You have a high level of disposal income and exist in a higher tax bracket.
The money might come from your family, previous occupation, royalties or residuals, or the like.

The amount of points spent on the Loaded Asset determines the Character’s affluence:

Rating ‘ Loaded

1 You're doing well for yourself. You start with a Wealth of 3.
2 Your Character is fabulously wealthy. You start with a Wealth of 4.
3 You're filthy rich. Little is beyond his means. You start with a Wealth of 5.

Lucky I

Errecr: Re-rout Faiep Tests

The Fates smile on your Character. Once per session, you may roll three times for a Test and take the
best result. You may purchase the Lucky Asset multiple fimes to increase the number of times per
session you may do this - up fo a maximum of three.

Must 1"
Errect: Bonus 10 ART OR PERFORMANCE SPECIALIZATION

Your Character is creatively inspired. When you purchase Muse, you must select one Specialization
from the Artist Skill to which this Asset applies. You must have this Specialization at a minimum rat-
ing of 1. You now get an additional +1 bonus fo that Specialization, for a total bonus of 2 dice. You
may purchase this Asset multiple times to include Artist Specializations, but may not for the same
one fwice.

NiGHTvision 3
Errect: Repucen Penawries rom OBscuriNg Conpmons

Your Character can see better in dim lighting than other people, and halves any environmental penal-
ties due to darkness or obscuring conditions.

NoTEwoRTHY 2
Errect: CHARACTER 15 PART oF LEGEND

Your Character played a role in an important event of note, be it a famous battle or launch of an
important operation. You were involved enough to have your name associated with the event. You
should work with your GM to determine the nature and importance of this famous incident, and
begin with a Sponsored Wealth of 2.




Perrect Time 1
Errecr: CaracreR FeeLs Passace oF Time

Your Character has an accurate internal clock and is keenly aware of the passage of time, even if
unconscious. While not perfectly precise, you'll know the time within ten minutes, as well as the day
of the week. You also have a natural sense of rhythm.

PRuenT 2
Errec: GM Warns Acainst Poor Choices

Your Character has a wealth of practical wisdom. Whenever you're about to do something stupid, *
your GM will make a secret Intuition Test for your Character - the Difficulty of this Test is based on -
the situation. If you succeed, the GM will let you know, so you can reconsider your course of action.
Rapporr 2
Errecr: Bowus 1o Sociat Skits

Your Character has a knack for reading people’s emotions through their inflection, words, body lan-
guage, and a small level of energetic sensitivity. You receive a +1 die Bonus when dealing with emo-
tional content in one-on-one or small group interactions, including uses of the Misdirect, Persuasion,

#
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Savoir-Faire, or Seduction Skills. You also gain this bonus for bluffing, detecting lies, or determining
how someone feels about you, someone else, or in general.

Ruecep Heaurn ]
Errect: Bonus VERsUS ILLNEsS

Your Character's body is good at fighting off illness and disease. Whenever you make a Test to resist
the effects of sickness, you receives a +1 die Bonus.

SHaRp 2
Errecr: Free Drama Poins For Busingss & Dipomacy

Your Character is o brilliant negotiator, able to get his way during business or diplomatic talks when
success is vital. Twice per session, you can lower the Difficulty of a Test during a critical business or
diplomatic negotiation. GMs should require that you portray this Asset in order for you to receive
this benefit.

SwiFr 2
Errecr: Bonus 1o Seeed & Inmamive

Your Character is faster than most. You gain +1 to your Reflex and your Speed is one level higher.

Tacer 4
Errecr: CHaRACTER 15 FOREVER JOINED WiTH A Ta'GE SyMBIONT

RequiRes: TENACITY OF 6 OR MORE

Your Character has the conviction and will to have undergone Eldritch Society training and survived
the Rite of Sacred Union. Choose one of the basic Ta'ge symbionts - Phantom, Shadow, or Whisper
(see p. XX) - for your Character.

Tacer: EXCEPTIONAL ]
Errecr: CHARACTER 15 FOREVER JOINED WITH A SPECIAL TA"GE SYMBIONT

Reauires: TENACITY oF 7 OR MORE, TAGER AssET

A symbiont joined with your Character, but it was one of the larger and more deadly kinds - see the
Nightmare on p. XX.

Toraw Recat 3
Errect: Bonus 1o Memory Recawt

Your Character has a nearly photographic memory, improving his ability to recall facts and details.
Whenever you make Tests to recall something from memory, you receive a +3 dice Bonus.

Wagy 2
Errect: DanGER SENSE

Your Character has an intuitive sense for danger. Whenever dangerous situations arise, your GM
will make a secret Intuition Test. If your Character is successful, your GM will let you know he senses
danger - though not the source or direction of it.
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DRAWBACKS

AMNESIA 4
Errect: CHARACTER DOESN'T REMEMBER PasT

Psychogenic fugue is the name of the game. Your Character has lost all memories about his life, while
still being able fo function as a normal person. Something caused your old memories and personality
to disappear, and you were forced to create a new one and continue on.

As you create your Character, your GM assigns eight of your initial Skill Development Points in
secret. He may use this pool to acquire Drawbacks and purchase Assets and Skills, of which you are
unaware. These Drawbacks can take the Character past the normal limit of eight points.

ARROGANT |
Errecr: Penaury To Sociat ki Tests

Your Character believes that she’s better than most other people, and is often dismissive and conde-
scending. You suffer a -1 die Penalty, per level of Arrogant, to Tests where your personal appeal is
important, such as uses of the Persuade, Seduction, and Savoir-Faire Skills. You may purchase up to
two levels of Arrogant, and these penalties stack with the Repulsive Drawback.

Bigor 2
Errect: CHARACTER 15 PREJUDICED

Your Character doesn't like things or people that are different from himself or what he's used to. You
have difficulty hiding your distaste and often use racial slurs. To keep your thoughts to yourself, you
must succeed at a Challenging Wellness Test. Your GM should require that you poriray this Drawhack,
possibly imposing Test Penalties if you let your hatred eat you away from the inside.

Broke 203
Errect: CHaracteR 15 Poor

Your Character is poor and owns little of value. You most likely have crushing debis from your family,
child support, alimony, over-spending, or gambling. Failing to repay those debts may have severe
consequences.

The amount of points spent on the Broke Drawback determines the Character’s level of poverty:

Rating ‘ Broke

2 You're barely scraping by. You start with a Wealth of 1.

3 If it weren't for social services, you'd be homeless. You start with a Wealth of 0.

Chronic Paiv 2
Errect: May Surrer RecuLar Test Penatmies

Your Character suffers pain from an old injury, or from a medical condition such as migraines. This
pain sometimes flares up and causes problems with your day-to-day activities. At the beginning of



each session, you must succeed af a Challenging Wellness Test, or suffer a -1 die Penalty to all Tests
through the next important scene - after which it will subside. Sometimes, certain things may ag-
gravate your condition, and your GM will make you Test again.

Cooe

Errecr: CHARACTER'S BEHAVIOR IS RESTRICTED
Your Characier chooses to live his life according to a closely held set of principles. When you take

this Drawback, you must create a Code for your Character by choosing principles that your Character

follows; you can work with your GM to make up new principles.
Examples include:

¢ Ikeep my word.

¢ Afriend of a friend is my friend; an enemy of a friend is my foe.
¢ lavenge insults.

¢ 1do not lie.

¢ lwill avenge the deaths of my loved ones.

¢ Inever turn my back on a friend in need.

The skill point bonus you receive for a Code depends upon how many principles are a part of his
Code:

Rating ‘ Code
1 Two Principles
2 Four Principles

3 Six Principles

If you violate your code, your GM may impose a -1 die Penalty to all Tests. The guilt will wrack you
until you've atoned.

Compusive

Errecr: Caracter Forcep To ENGAGE IN CERTAIN BEHAVIORS
Your Character has some sort of behavior in which she engages compulsively - usually to fill a psy-
chological void, or to quell deep anxiety or depression. This behavior can be anything inconvenient
or embarrassing, such checking the outlets of her house three fimes each before leaving, washing her
hands every five minutes, or biting her nails raw. If she is prevented from engaging in this behavior, ~
she suffers a Penalty to all Tests until she can.

The skill point bonus you receive for Compulsive depends upon how the compulsion is triggered, or
how many times a day she needs to feed it:

Rating ‘ Compulsion

-
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! Minor Compulsion, triggered by uncommon circumstances or must be engaged in three to five fimes
a day. -1 die Test Penalty if prevented.

9 Moderate Compulsion, triggered by common events or must be engaged in five to eight times a day.
-2 dice Test Penalty if prevented.

3 Major Compulsion, triggered by frequent stimulus or must be engaged in eight to twelve fimes a day.
-3 dice Test Penalty if prevented.

CReEPs 1103"
Errecr: CHARACTER 15 AFRAID OF SOMETHING

Your Character has an irrational fear of something. When confronted with your phobia, you suffer a
Penalty to all Tests until you can get away.

The skill point honus you receive for this Drawback depends upon the severity of the phobia:

Rating ‘ Creeps

1 Minor Phobia; -1 die Test Penalty to all Tests when triggered.
2 Major Phobi; -2 dice Test Penalty to all Tests when triggered.
3 Severe Phobia; -4 dice Test Penalty to all Tests when triggered.

CRueL 2
Errecr: Character CompeLten o Treat OThers Poorty

Your Character derives pleasure from the pain and suffering of others, physically or psychologically,
or perhaps she’s compelled to share her own pain with others. Whenever you have the opportunity
to inflict pain on another, you must succeed at a Challenging Wellness Test to resist the urge. Your
GM should require that you portray this Drawback, possibly imposing Test Penalties if you let your
hidden hostility build up inside.

Damacep 2
Errecr: GeneraL PsvcroLoGicaL DiFFicuLies

Your Character is damaged goods. You have suffered trauma and/or been victimized, and it has left
permanent psychological scars. As a result, what you believe is normal in life is a little off. You have
difficulty opening up to people and forming lasting relationships. You have hang-ups and may have
difficulty relaxing or sleeping. There are always little demons in the back of your head with which
you must deal. You gain one permanent Insanity - it cannot go away while you have this Drawback.
DeLusionaL 2
Errecr: Caracter Reruses To AckNowLEDGE AN ASPECT OF ReauTy

Your Character behaves as if some imaginary part of life is true. You might believe that you are a the
reincarnation of someone famous, that you're a winner when the opposite sex when you're not very
attractive, or that some special destiny awaits you. These aren't the kind of delusions that will get you
committed, but rather the kind that make other people shake their heads. You gain one permanent
Insanity - it cannot go away while you have this Drawback.




Discrace
Errecr: CHaRACTER ReCIEVES PooR TREATMENT

Reaurres: Broke/1

Whether your Character has an infamous family or relatives, or whether she fell from grace all on her
own, she comes from a poorly regarded lineage. Doors slam in your face, you are denied service in
many public places, and few people of any stature want anything to do with you. You are also likely
to have family debts to pay off when they pass.

Dury 20R3
Errecr: Character Must Perrorm A Jop

This Drawback represents your Character's responsibilities to the Eldritch Society. Being a part of the
Shadow War becomes your new job.

The skill point bonus you receive for the Duty Drawback depends upon the time demands placed on
your Character by his responsibility:

Rating ‘ Duty
2 Your Character's duty demands most of his time - being a Tager.
3 Your Character's Duty demands virtually all of his time - leading a Pack.
Envious 2

Errecr: Reacrs Poorty 10 PERCEVED THREATS

Your Character wants what she wants, and she wants it before other people. You get jealous, and
possibly hostile, when people display traits or abilities you want, when people are better than you at
things you find important, when people are doing better in life, or when people threaten your place
with those you care about. When triggered, you must succeed at a Challenging Wellness Test or suffer
a -1 die Penalty to all Social Skills, until you can deal with your jealousy. Your GM should require
that you poriray this Drawback, possibly imposing Test Penalties if you let your envy eat away at you.
Guass Jaw 3
Errect: INcreasep Wounn Penatties

Your Character experiences pain more acutely than most. He suffers the Penalties of one Wound Level
greater than his actual wounds.

GLoomy 3
Errecr: May Surrer Recutar Test PENaLTIES

Your Character is prone to dark mood swings. He feels sad, low on energy, inadequate, and becomes
morbid. When your Character suffers setbacks in life, you must succeed at a Challenging Wellness
Test or suffer a -1 die Penalty to all Tests through the next important scene.
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Errecr: Caracter CompeLLep BY MoNey & Power
Your Character can never get enough money or power, and has few scruples about how he gets them.
When tempted to betray your loyalties by a juicy offer, you must succeed at a Hard Wellness Test or
go for the cash.

Hich StRunG 2
Errecr: CaracreR 15 ExcragLE & OVERENTHUSIASTIC

Your Character is prone to manic mood swings, during which she’s over-elated, talkative, easily
distracted, and hyperactive. At the beginning of each session, you must succeed at a Challenging
Wellness Tests, or suffer a -1 die Penalty to all Tests through the next important scene - after which
you'll calm down. Sometimes things will force you to re-Test, such as overcoming poor odds, winning
with a new romantic interest, or acquiring something very cool.

INEPTITUDE 7"
Errecr: Permanent PeaLTy To SkiLL

There are just some things your Character can't learn, no matter how hard she tries. Choose one Skill
(except for Hobby or Trivia) - you can never develop a rafing greater than 1 in this Skill. You may
choose Ineptitude multiple times, each for a different Skill deficiency.

Miskr 1,208 3
Errect: CHARACTER 15 A SociaL QurcasT

Your Character simply doesn't fit in. There’s something about you that leads to sidelong glances,
unusual treatment, exclusion, and sometimes outright prejudice or violence. Perhaps you're oddly
deformed, a Nazzadi who lives in a rural areq, or just especially strange. Perhaps you're one of
those halfbreed “starchildren.” Maybe you refuse to conform to the norms of society and stick out
like a sore thumb. Whatever the cause, you can expect to be treated differently, and often not in a
very nice fashion.

The skill point bonus you receive for this Drawback depends on how much of a social outcast your
Character is:

Rating ‘ Misfit
1 People might give you weird looks or talk behind your back.
2 You have real problems fitting in some places.
3 As a rule, people everywhere treat you differently (like an unwanted alien or a second class citizen).
Monkey 110 4"

Errect: CHARACTER 15 AN ApbicT
Your Character is either physically or psychologically addicted to a substance. Without regular use,
you'll suffer withdrawal and not be able to function properly.

The bonus you receive for this Drawback depends upon the severity of the addiction.
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Rating | Monkey

Minor addiction. -1 die Test Penalty during withdrawal.
Moderate addiction. -2 dice Test Penalty during withdrawal.
Major addiction. -3 dice Test Penalty during withdrawal.

B N

Total addiction. -4 dice Test Penalty during withdrawal.

If you're not comfortable with the use of drugs in your game, please feel free to omit this Drawback.

NEmEsIs 1,2,0r3
Errect: CHaRACTER Has an Enemy

Someone hates your Character, for real or imagined reasons. This enemy wishes nothing more than
to ruin you, gloat over your misery, and possibly ultimately kill you once you've suffered enough.
You should work with your GM to create this NPC, and why this enmity exists.

The skill point bonus you receive for this Drawback depends upon the relative ability of the foe Io
hurt your Character: -

Rating ‘ Nemesis

1 Nemesis is less skilled than your Character or has access to limited resources.
2 Nemesis is as skilled as your Character or has access to valuable resources.
3 Nemesis is more skilled than your Character or has access to vast resources.
One-Track Min 2

Errecr: Caracter GETs STuck oN THINGS

Your Character gets fixated on things. Instead of healthy interest, you become obsessed with tasks,
objects of affection, goals, or the like. If you're distracted during an obsessive episode, you suffer a
-1 die Penalty to all Tests that are not related. You're not always fixated on the same thing, instead
rotating between things in your life. Your GM should require that you portray this Drawback, possibly
imposing Test Penalties if you detach from things in a healthy fashion.

Rash 2
Errect: CHaRACTER 15 CoMPELLED To AT

Your Character prefers action - and not in a good way. You're impetuous and often leap before you -
look. When the rest of your group wants to be cautious, you must succeed at a Challenging Wellness _
Test in order to hold yourself back from blindly rushing in. Your GM should require that you portray
this Drawback, possibly imposing Test Penalties as you mope sullenly for holding yourself back.
RepuLsive 1"
Errect: Penaury 1o Sociat Siuts

Your Character is unattractive. You may be ugly, have facial scarring, poor personal hygiene, nasty
personal habits, or you could just be an asshole. You suffer a -1 die Penatly, per level of Repulsive,
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when using Skills with Presence as the governing Atiribute. You may purchase up to two levels of
Repulsive, and these penalties stack with the Arrogant Asset.

RivaL 2"

Errecr: Caracter Has UNFRIENDLY CoMPETITION

Your Character has a peer who shares a similar goal, be it certain role, a romantic interest, or the
something else desirable. The rival will do his best to win, and has no problem making your life as
miserable as possible in the mean time. Whenever he can, your rival will try to overshadow you
through charm, intellect, or physical prowess. You should work with your GM to determine the reason
for this rivalry and fo create this recurring NPC.

SEASONED 2
Errecr: Character 15 MippLe-Acep

Reauires: Human or Gen3 Nazzaoi onvy

Your Character is middle-aged, between the ages of 40 and 50. Your body isn't as spry as it used
to be, but you have knowledge and experience to compensate. Though your age isn't necessarily
against you, you're too old fo hang out with the kids. You suffer a -1 to both your Agility and Tenac-
ity, but you gain 12 additional Skill Development Points - in addition to the honus points for this
Drawback.

SHapow WALKER 4
Errecr: Dk Thins ATTRACTED T0 CHARACTER

For some reason, the dark things of the universe are attracted to your Character. Perhaps you played
with the wrong cosmic power, are cursed, or are just o victim of fate. Whatever the source, the ef-
fects are the same. Dark magics always come into play or go wrong around you, you finds yourself
surrounded by para-psychics (especially those in a Burn), and you're in the neighborhood of ground
zero when an unspeakable horror finds its way into the world. If there's ever a question or random
chance of whom monsters or paranormal effects might target, they target you.

SHot FusE 9
Errecr: Characrer Loses TempeR

Your Character has a bad temper. Whenever you get frustrated, or someone pisses you off, you must
succeed at a Challenging Wellness Test to keep your cool. Otherwise you fly info a rage, most likely
shouting angrily, hitting things, or even violent attacking someone. You break a lot of things and
have problems keeping lovers that aren't codependent.

SKELETONS 1,2, 083"
Errecr: Caracter Has Dancerous SEcRET

There's something about your Character’s past that she does not want discovered. It might be some-
thing you did, something you know, or something you saw. If your dark secret is uncovered, you he
may be ostracized, prosecuted, or worse. Work with your GM to determine what this skeleton in your
closet is, and how it might come into play.




The skill point bonus you receive for Skeletons depends upon the consequences to your Character if
it's discovered:

Rating ‘ Skeletons

1 Embarrassing; discovery could make you a target of ridicule.
2 Huzardous; discovery could gain you a powerful enemy.
3 Dangerous; discovery could cause you to be incarcerated and might be life threatening.
Skin & Bones 2

Errecr: Penaury To STRENGTH & Size-BAseD TesTs

For some reason, your Character is exiremely skinny, almost to the point of being unhealthy. You
suffer a -1 die Penalty to all Tests based on Strength or physical size. Clothes tend to hang funny on
you and you may have been picked on as a child.

True Buue 2
Errecr: Character Can't ConviNeingLy Lie
You're Character physically cannot lie. No matter how hard you try, your lies never sound convincing.

#
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You stammer, your voice cracks, you turn bright red and sweat, and you may even start shaking. You
suffer a -3 die Penalty to Deception Tests, as only the most unobservant can't catch you in the act.
VENDETTA 1,2, 083"
Errecr: CaracreR 15 ComPELLED BY REVENGE

Someone has grievously wronged your Character, and now you seek revenge. You must succeed at
a Challenging Wellness Test in order to keep from violently attacking the object of your vengeance
on sight.

The skill point bonus you receive for this Drawback depends on how often the two of you cross paths:

Rating ‘ Compulsion

I Unless you seek your target out, it is unlikely your paths will cross.
2 You and your target's paths cross regularly, about once every two weeks.
3 You and your target’s paths cross very regularly, about once every few days.

You should work with your GM to determine the details of your vendetta, and to create this recurring
NPC.

Vow 1,2 013"

Errect: CHaracter Has Limirs To Benavior

Whether because of family, personal choice, or religious beliefs, your Character has taken an oath
that restricts his behavior. This is not a casual vow, but a deeply held belief that is at your core.

The skill point bonus you receive for this Drawhack depends upon the severity of the Vow. Here are a
few examples, but feel free to make up your own with your GMs approval.

¢ Marriage/1

¢ Vegetarianism/1
¢ Vow of Celibacy/1
¢ Vow of Obedience/3
¢ Vow of Poverty/2
¢ Vow of Silence/2

Choose your Character's Vows carefully. If you willingly break them, you suffer a -1 dice Penalty to
all Tests for the next 1d10 important scenes.

Leaor 2
Errect: CHaracter Wit Surrer Harm FOR THE FiHT

Your Character is fanatically devoted to the Eldritch Society and has dedicated her life to fighting the
Shadow War. If you act against your zealotry, you suffer a -2 die Penalty to all Tests until you have
proven your devotion again.
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There are those things about people that aren't easily explained, those things that are unusual but
that also define a person. In CthulhuTech, those things are classified as Talents. Your Character begins
the game with one Talent, but she will undoubtedly acquire several more over the course of play.
Each of them provides an interesting benefit in specific circumstances.

Some Talents require that your Character has at least a rating of 1 in a particular Skill or Skills.
Some provide specific Test Bonuses, some can only be activated by spending a Drama Point, and
some provide roleplaying effects that aren't so easily defined by game mechanics. As always, your
GM is the judge of when Talents apply - especially when they have the kind of circumstances that
are open to interpretation.

However, notice that many of the Talents suggest a certain type of personality trait that goes with
them. Choose your Talents carefully, as they mold who your Character is in a very real sense. For
example, it makes no sense for your Character o gain the benefit from One Foot in the Grave if she's
a bright, optimistic person who has a thriving social life. Your GM may choose to deny you the bonus
from a Talent if you do not incorporate these aspects into your Character on a regular basis.

BASIC TAZNTS

Buack Hearr

Errec: No Fear or InsaniTy Tests For Human SurrerinG

Your Character has the special ability to do messed up things, especially to other people, with no
threat of suffering from Fear Effects or gaining Insanity. If it has to do with human suffering or
remains, you're immune - you only have to Test against otherworldly things that truly threaten your
being or grasp on reality.

Deepty WeirD

Errecr: Bonus For Auen Lire & Tecn

ReauiRes: APPROPRIATE SKILLS

Your Character gets +1 die bonus for Infellect-based Tests when analyzing or using alien life or
technology.

Douste Tap

Errecr: Free Seconn Shor

Reauires: AppRopRIATE GUN SkiLL & Drama Point

Your Character can make a free second, non-auto shot at same target at which he just fired, at a -1
Die Penalty.

Don'7 | Know You?

Errecr: Maxe Easy First ImpRessioNs

Reauires: Savoir FaiRe SkiLL & Drama Point

Your Character has the amazing ability fo create relatedness with strangers. You gain a +2 die Bonus




for Social Skill Tests of a friendly sort with the person
in question, for purposes of this one interaction.
Ficut, Not Fuicht

Errecr: Lash Qur WHen Arraip

When your Character suffers a Fear Effect, you may
spend 1 Drama Point fo instead immediately make
a free attack against the source of said Fear at no
Penalty.

KiLLe Instinet

Errecr: loNoRe Armor

Reauires: Compat Skiue & Drama Point

Your Character knows how fo hit where it hurts and this one attack ignores armor.

Lier With Your Lees

Errecr: LiFr & Cargy Moge

Reauires: ArHLemics: Brawn Sit

Your Character can lift and/or carry 150% of what his peers might, and gains one free Success for
Athlefics: Brawn Tests.

MeNTAL GYMNASTICS

Errecr: Ger Back ON Track

Whenever your Character is stuck, you can spend one Drama Point, instead of the usual two, to Get

a Clue.

No Rest ror THE Wickep

Errecr: Ionore Wounp Penamies

Your Character has the ability to ignore all penalties caused by Wound Levels for 1d10 turns of
combat. You can choose when to bring this Talent to bear, but can only use it once every 24 hours.
One Foor N THE GRave

Errecr: Swirr Fear Errecr Up or Down

Your Character knows she’s likely to come to a bad end and has embraced it. When she suffers a Fear
Effect, she can shift that effect up or down one result on the table. =

Peex-a-Boo

Errecr: Bonus 1o Norice Livin Thines

Requires: OBSERVATION SKILL

Your Character is unnaturally good at sensing living things that are trying to hide, and gains a +1
die Bonus to such Tests.

L
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Pure INNOCENT
Errecr: Never Suspecten oF Wrong-Doing

Your Character is the kind of person that people never suspect of wrong-doing. She can avoid being
the target of such investigations, at least initially. Naturally, once evidence mounts up, she’s in as
much trouble as the next guy - however, she gets that crucial initial reprieve.

SexuaL MaGNET

Errecr: Bonus 1o Sepucrion

Whether or not your Character is considered to be conventionally sexy, there is something about her
that's magnetic. She gains a +1 die Bonus to Seduction Tests vs. those who would find her sexually
attractive.

SNAKE Eves

Errect: Devay Fear Errects & Bonus 1o INimination

Your Character has the ability to render his inner self as frightening as the world around her. She
has the ability to delay the onset of any Fear Effect for 1d10 turns - though she will suffer the full
effect once this duration has passed. As a side effect, she gains a +1 die Bonus to Infimidation Tests.
STaY oN TarcET

Errecr: Lower Diricutry For Test

Because of intense focus, your Character can lower ihe Difficulty of one Test per session by one level.
True Grir

Errecr: Surrer ONE Woun LeveL Lower

Your Character suffers one less than the usual penalty fo Tests when wounded.

Tre Wav oF THe Roap

Errecr: Have Neepep Gear

Your Character is an expert traveller who is simply more prepared than others. In any one situation
per session, you have access to a needed piece of gear, even when it isn't listed among your Char-
acters possessions. It can even be something that is unlikely for most other unseasoned travelers to
have packed.

Wickep PRESENCE

Errecr: Bowus 1o Sociat Tests

Reaurres: Savoir FARe

Your Character knows how to bring her personality to bear, gaining a +1 die Bonus to any Social Skill
Test. However, she also stands out and people take notice of her. She cannot blend in when using or
having recently used this Talent.

Wicked SmarT
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Errecr: Bonus 1o Non-Science o TecH INTeLLECT Tests

ReauIRes: TRAINING IN SKILLS T0 BE USED

Your Character is generally life-smart, not book-smart, and gains one die Bonus to non-Scientific or
Technical Skills based on Intellect. This includes Bureaucracy, Business, Culture, Insight, Languages,
Larceny, Law Enforcement, Occult, Regional Knowledge, Savoir-Faire, Streetwise, and Trivia.

Wik oF Death

Errecr: Uncanny Asiuiry 1o Sense Death

Reauires: OBservaTioN

Your Character has the uncanny and unnerving ability to sense when death is near. This can come in
the form of someone who is in mortal peril, nearby corpses, or nearby morgues, graveyards, or other
places of death. Your GM will let you know when this Talent comes into play.

T2AM TALZNTS

Second are Team Talents, which benefit groups of players who share the Talents. They simulate the
tactics that groups adopt as they become more and more proficient at working together. !

Ger Moving

Characters who share this Talent can make their teammates keep up when needed. Anyone who
shares this Talent can move at the maximum speed of the fastest teammember, for 210 minutes
- roll separately for all slower Characters. The Characters must share the same type of movement.

Give Me The Bait

Any Character connected by this Talent can swap Initiative scores with each other. All the Initiative
results need be accounted for in the end, regardless of which Character has them.

Go To Your Happy Puace

Characters who share this Talent can help each other manage their insanity. They can use it to cancel
out one mental disorder for 1d5 hours each day. However, at least one Character can't be higher
than 3 Insanity.

Stay Wit Me

Normally, when a Character runs out of all Vitality in all five of the Wound Levels, she dies. Characters
connected by this Talent have the ability to go down to -15 points of damage before they expire - as
long as one of the other connected Characters is still alive and can communicate with the potentially =

dying.
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HaGess

There are a few things that all Tagers have in common.

ATTRIBUT2S

As you build your Tager, some of your Attributes will increase. In fact, you'll determine a second
separate set of Agility, Perception, Strength, and Tenacity Attributes for your Tager form - and you'll
need to calculate a separate set of any affected Characteristics. The amount they increase will be
determined by your build.

COMMON ABI|ITIZS

FearruL Voice
You can sfill speak in Tager form, but the inhuman voice that comes out isn't pleasant. Normal people
need to make an Average Fear Test when you do this.

FeARLESS
You get a +1 die bonus to Fear Tests when shifted into your Tager form.

Leaping
You can perform super-human leaps in Tager Form, based on type.

LiFe SupporT
The human part of you is protected mystically when you are shifted. You could survive in the depths
of the ocean or in the vacuum of space.

Minpuink

When shifted, you can communicate with other shifted Tagers through thought alone when within
1 ml/2 km of one another. When you're not shifted, you can still do this when you're within 100
yd/m of each other.

When shifted, you also automatically sense any other Tagers (shifted or not) within 100 yd/m. When
you're in your regular mortal form, you can sense Tagers (shifted or not) within 10 yd/m.

Spor Drowanoip
Shifted or not, you have the ability fo detect Dhohanoids in their mortal guise. You have to watch
your suspect for about 15 seconds and then make a Challenging Intuition Test. If you succeed, you'll
know if she’s a Dhohanoid or not. However, you're going to be staring at someone for 15 seconds.
She may notice.

WaLL-CRawLING
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When you're shifted, you can stick to and crawl on otherwise unclimbable things, like an insect.

COMMON COMBAT ABI[ITIZS

NaturaL Weapons i
You use your Martial Arts Skill when using your natural Tager melee weapons, and Marksman for
your Tager projeciile weapons.

REGENERATION .
Tagers regenerate Vitality, even in their natural mortal form. When you build your Tager, you're '
going to determine how many Vitality you get back each Turn when shifted, and how many you get

back each hour when you're in your morial form.

¥/
If you're wounded when you're shifted, your symbiont won't let you shift back until all the damage © . . : 2
is regenerated. If you're wounded when you're unshified, the symbiont can't help you any more with
that when you shift. You're going to have to heal that kind of business at the lower rate.

Lisir Arrack

Every Tager has a signature power attack called a Limit Attack. To make the thing go off, you need to
succeed at a Hard Wellness Test before you roll to attack with it. If it doesn't go off, you wasted your
AP for the Turn, but can fry again next.

Weapons i

The hands of a shifted Tager are too awkward and big to use conventional weaponry. Even if some-

one were to modify a weapon to fit, the symbiont still is a thing from beyond time and space. It :;i‘

rejects such an idea on principle. |
¥

Fear Factor
A shifted Tager is terrifying. Every Tager has a Fear Factor, which is the difficulty of the Fear Test that
normal people need to make when they see you in your special form.

MINDSST -

SipesAR: TAGERs & GuNs
After surviving symbiosis, your Tager Character begins | the first edition of CthulhuTech, we
with one Insanity. This also influences your personality tglked ahout how the Eldritch Society

and you have new urges courtesy of your symbiont. It's  had g limited number of firearms modi-
not so much a quesfion of keeping these urges resirained,  fied for Tager use. If you think that's cool

but more about keeping them in check. To you, it's just for your game, then please feel free fo
who you are now and you don't really see a problem. g4 it back in.
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You also have dreams of very strange, alien places, which somehow seem familiar. They aren’t every
night, but they're often enough that you've had to accept them as a part of life.

These things intensify as you grow more powerful. Every five Power Advances you earn, you'll need
to make a Challenging Insanity Test. Failure adds another Insanity.

Losing ConTroL

The crazier you get, the more control your symbiont will exhibit. You might go hybrid in a siressful
situation that isn't that kind of situation. Your Tager might fully take over when you're in danger.
It's a fine line to walk.

Going Hyrip

When you start getting stressed out, you may have to resist going hybrid if it's really not the time
to blow your cover. The table below shows the Difficulty of the Wellness Test at which you need to
succeed to keep control - you can't use Drama Points for this Test. On the other hand, you can just

let it happen.
Sane & Well-Balanced | No Test Required
Troubled No Test Required
Twisted Average
Disturbed Challenging
Insane Hard
Gone Very Hard
DanGeR

When danger rolls up in your face, you have to fight your Tager when you don’t want it to come out.
The table below shows the Difficulty of the Wellness Test at which you need to succeed to keep control
- you can't use Drama Points for this Test. On the other hand, you can just let it happen.

If you succeed, you stay in control until the danger intensifies. Then, you have fo Test again.

If you fail, the Tager manifests and takes over. It uses your Attributes and Skills, but you have no
control. If you're a Whisper or a Shadow, the Tager will look fo retreat, disabling all foes in between
here and there. You'll only stay and fight if cornered. If you're a Phantom or Nightmare, the Tager
will look to destroy any immediate threats, fleeing when a good window opens and enough foes
have been killed.

It will then retreat fo a place it feels is safe, however far away that is. Once it feels safe, you can
take control again. If more danger rears its head between here and there, the Tager stays in control.




Sane & Well-Balanced | No Test Required

Troubled Average

Twisted Challenging

Disturbed Hard

Insane Very Hard

Gone Legendary =
MANIFZSTATION
There are several levels of manifestation. Most of the time, you're just a human. Yes, you are mysti-

cally bound to something from beyond time and space, but even a skilled doctor won't be able to find
anything out of the ordinary about you. That's pretty cool.

Witrut -
You can shift into your Tager form at will and it happens pretty much instantaneously. It sort of grows

on you, seeping out of your pores. Nothing can restrain your Tager from manifesting, as it destroys
anything in its way to come. You fully manifest and have access to all your Tager abilities. You can

shift back just as easily.

Your Thins

As the symbiont manifests, anything on you is dimensionally displaced. Your clothes, the things in

your pocket, the things you were holding, all shift into an extradimensional space, kept safe. When

you return fo your mortal form, those things also instantly return. The symbiont will only displace ‘Y
the things that are on your person - packages, backpacks, and the like remain.

Extra-SENSORY PERCEPTION
Choose one of your Tager’s supernatural senses. You have that all the time and can switch it on and '4:'- 2 !
off at will. . \A‘

SymioNT BLeep

Those supernatural abilities that start to show up in your mortal form are called Symbiont Bleed.
You'll begin to manifest things that are an extension of your symbiont in your everyday life. Even
when this happens, you sfill read just like a regular person. -

Going Hverip

If you find yourself in a stressful situation, but you don't want to go fotally monstrous, you can
manifest just a bit of your Tager. If you want to do this in a situation that isn't stressful, you need to
succeed at a Challenging Wellness Test. Your symbiont appreciates discretion.

NicHTMARE
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Your eyes turn black, like a shark’s, and you gain one more of your supernatural Tager senses
(choose one permanently). You can jump and wall-walk like your Tager. You also can sprout your
Talons or your Tenacle Sheathe (choose one permanently).

Prantom

Your eyes turn blood red, and you gain one more of your supernatural Tager senses (choose one
permanently). You can jump and wall-walk like your Tager. You can also sprout your Claws or Blades,
or your Vertigo (choose one permanently).

Sapow
Your eyes turn yellow, and you gain one more of your supernatural Tager senses (choose one perma-
nently). You can jump and wall-walk like your Tager. You can also use your Flicker.

Whisper
Your eyes segment, and you gain one more of your supernatural Tager senses (choose one permo-
nently). You can jump and wall-walk like your Tager. You can also sprout your wings and fly.

INHIBITING

There are things that can prevent you from shifting into any kind of Tager form. Rare kinds of magic
are the least common kind. Arcanotechnology is the real threat. The Chrysalis Corporation has devel-
oped inhibiting technology. Thankfully, it's not all that common, because it's hard to make. However,
if you're attacked with one of these devices, be very careful. You might end up your good-old mortal
self in a situation where you need a little more firepower.



A F2W T2RMS

To help describe a Tager's roles and special attacks, we've used terms commonly found in online
games, like MMOs or MOBAs. Here's a quick explanation, in case you're unfamiliar.

Rotes

o

¢
¢
¢
¢

Aracks

SO SO OCC

Assassin - a Character designed to do a lot of burst damage to a single Character atf a time.
Bruiser - a Character primarily designed to dish out damage in hand-to-hand, and can deal
with multiple opponents.

Infilirator - a Character designed to sneak through enemy defenses, to provide positioning
advantages.

Support - a Character designed to bring utility to a team, along with crowd control.

Tank - a Characier designed to protect other allies, absorbing damage in the process.

AOE - Area of Effect, an attack designed io damage all enemies within its radius of effect.
Ally Shield - an attack designed to tank damage for an ally.

Burst Attack - a flurry of attacks that damage many enemies.

(C - Crowd Control, an attacked designed fo somehow hinder the enemy.

Charge Attack - an attack with movement component.

DPT - Damage per Turn, an attack designed to harm enemies.

Escape - An attack that also functions as a way to reposition out of harm's way.

Line Nuke - a ranged attack that damages everything in its path.

Melee - an attack designed to deal out hand-to-hand combat damage.

PBAOE - Point-Blank Area of Effect, an attack designed to damage all enemies within a radius
of effect centered on you.

Ranged - an attack designed to deal out damage from a distance.

Taunt - an attack designed to draw attention to you.

0 TP oy >



NIGHTMAR2

The Brua

Aggressive, violent, and a little overconfident, Nightmares scare the hell out of anything with sense.
They revel in destruction for its own sake, tearing down what stands in their way. It's in a Nightmare's
nature to be questioning and even a little rebellious - once convinced, they’re unstoppable.
Caracter DEsiGN RECOMMENDATIONS

Don't go low on Presence. It's what you use to scare people.

You're going to want a high Strength and Tenacity.

Emphasize Strength. It should be your highest Attribute.

Athletics: Strength is your friend. You might be able to throw cars.

Infimidate should be important to you.

The Menace Specialization for Intimidate is available o you.

The Tracking Specialization for Observation might be a good thing.

You'll want a high Martial Arts and Dodge.

You'll want Marksman for your Shoulder Pods.

SO

Svmioric Urees
Let's take a look at the way your symbiont has changed your personality. Feel free to modify the list
to better reflect the way you feel your Nightmare has manifested.

People talk a lot and sometimes you just don't wanna listen.

Your temper is cold and deadly. You believe revenge is a dish best served cold.
Honor in combat is a myth.

You like to pick fights. With something bigger or scarier than you? Even better.
You like fo kill the things you fight. Otherwise, what's the point?

Sometimes you go hunting Dhohanoids for fun.

Sometimes its just fun to tear everything up. There's peace in destruction.
You're infimidating, even when you're just standing there.

You like to menace your enemies. You like it when they cower.

You also like to scare everyone else. It's kind of funny when they freak out.

SO OCO

Qurwar CHANGES
¢ You naturally have a menacing default facial expression. You have to pay attention to furn
it off.
¢ There's a predatory grace in your movements.
< You just seem more intimidating than normal for your size - and you don't try to hide it.
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NiGHTMARE PeoPLE

The street kid, who is now dishing
out the hard knocks.

The construction laborer with anger
issues.

The social malcontent, who be-
lieves change can only come
through violence.

Comar Tacrics

%
%

If you can, soften your enemies up
with your Shoulder Pods.

Your Strength bonus is likely to be
awesome, so your highesi damage
dealing attacks are in close up.
Use a Tentacle Sheathe to entangle
enemies. If you're successful, it's a
free Talon attack.

Your armor and regeneration
should be pretty good, so you can
tank damage while closing.
Backing down is something people
have to convince you is a good
idea. Same goes for running away.

DapeLka, A NIGHTMARE ON:

0

o
o
o
o
o
o
o
o

Whispers - Annoying, but useful.
Phantoms - Help the others, little
brother. | got this.

Shadows - Imagine what | could do
with that.

Dua-Sanaras - Please.

Elib - 1 wish I could mount those
jaws on my wall.

Gelgore - Come over here and say
that.

Thog-Manna - They really piss me
off.

Vyrkol - Sit still!

Zabuth - Finally. A real fight.

| % :
DapeLka Taramana: Rieper




BUIIDING YOUR NIGHTMAR2

Rote: Bruiser

SHIFTED Size: 810 9 F1. TALL Fear Facror: CHALLENGING

You begin with 20 Power Advances to build your Tager. You can bank any Power Advances you don't
or can't spend. You get anything listed as a 0 Power Advances cost for free.

Arrrigute MobiFicaTions

Buy one set of bonuses for your regular form, and another that set that will stack on top of those
when you're shifted. You want higher Tager stats? Don't forget to boost your mortal form.

Asiuy
Unstire INcRease | INcRementaL Cost | Toraw Cost [ SHiFTeD INcRease | INcrementa Cost | Torac Cost
None 0 0 +] 1 1
+] 2 2 +2 1 2
PercerTion
Unstirren INRease | InceementaL Cost | Toraw Cost | SHIFTED INRease | INcRemenTaL Cost | Torat Cost
None 0 0 +] 1 1
+] 2 2 +2 1 2
STRENGTH
Unstirren INcRease | INcRemenTaL Cost | Toraw Cost | Siten INcReasE | INcrementaL Cost | Torac Cost
None 0 0 +] 0 0
+] 1 1 +2 1 1
+2 2 3 +3 1 2
+3 2 5 +4 2 4
+5 2 6
Tenaary
Unstirren INRease | INcrementaL Cost | Toraw Cost | SHIFTED INcRease | IncRementaL Cost | Tomaw Cost
None 0 0 +] 0 0
+] 2 2 +2 1 1
+2 2 4 +3 1 2
| ~ Svmpiont Bieep

The closer a person is fo their symbiont, the more it begins to affect who she is on a daily basis. This
sometimes manifests as Symbiont Bleed, where the Tager gains supernatural abilities while in mortal
form. Each Symbiont Bleed ability costs 2 Power Advances, but you get your first for free.

A CHALLENGE
Cow someone into submission in a civilized way.

NEEDS MECHANICS. SUBSTITUTE AN INTIMIDATION TEST, SUCCESS MEANING THAT A HOSTILE PERSON WILL CALM DOWN. USE IN REASONABLE SITUATIONS.
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BLoobscent
You can now smell blood, as well as track it.

NEEDS MECHANICS. SUBSTITUTE +1 DIE FOR NOW.

GrowL
When used, grants either a +1 die bonus to Infimidation, or causes the target to make an Average
Fear Test.

Mesr Hammers
You can manifest mean knuckles to beat someone down with. Your fists become 1 damage weapons.

Pecking ORoer
You always know who the biggest badass in the room is.

NEEDS MECHANICS. SuBSTITUTE AN OBSERVATION TEST, SUCCESS REVEALING THE BADDEST ASSES IN THE ROOM.

Srronger Tran You Look
You get some kind of awesome bonus to feats of strength in mortal form.

NEEDS MECHANICS. SUBSTITUTE +1 DIE FOR NOW.

SPECIAL ATTACKS
You start with three of the following six special attacks for free. Any others you desire will cost you
1 Power Advance for Base.

A fully developed Nightmare's combat play pattern is: soften enemies up with Shoulder Pods while
advancing; leap on a key enemy with Stomp; if he survives, hit him with Tentacle Sheathe; gut wj
Talons; repeat as necessary. If a parficularly powerful enemy presents himself, open up with Mystic
Blast.

Tarons
Tvee: Mewee DPT
The Nightmare's Talons become deadly weapons.

Tatons INcrementa Cost | Torac Cost Damace
Base 0 0 0
Improved 1 1 1
Complete 1 2 2
Advanced 2 4 3

Rewp

Reauies: Tatons

Tvee: Mewee DPT

The Nightmare may use both its sets of talons to tear into a foe. This attack requires additional AP.

Renp INcRementaL Cost | Toraw Cost Damace
Base 0 0 0
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TENTACLE SHEATHE

Rewnp INcRemenTaL Cost | Toraw Cost Damace
Improved 1 1 2
Complete 1 2 3
Advanced 2 4 6

Tvee: Mewee DPT, CC

The Nightmare grows a set of tenctacles, which are usually retracted into its forearm. This gives the
Tager the ability to attack a second time (for only 1 Action Point) in the same turn it successfully hits
with this entangling attack. Usually, this second attack with Talons. The second attack is resolved as
a Hosty Attack.

Tentacte Swearhe | INcementaL Cost | Torau Cost | Damace | Erects

Base 0 0 - Entangling
Improved 1 1 0 Entangling
Complete 1 2 1 Entangling
Advanced 2 4 2 Entangling

Stomp

Tvee: Mosite MeLee DPT, (C

The Nightmare jumps into the air and slams down on top of an opponent. In addition to the damage,
the foe must succeed at a Brawn Skill Test. If failed, the opponent is knocked to the ground and is
defenseless until he can spend 3 Action Points to get back up.

Stowp IncremenTaL Cost | Toral Cost Rane | Damace | Brawn Dirricutry
Buse 0 0 Jump +] Average
Improved 1 1 Jump +2 Average
Complete 1 2 Jump +3 Challenging
Advanced 2 4 Jump +3 Hard

SHoutoer Pops

Tvee: Rancen DPT

These pods ejaculate crimson balls of energy that are capable of punching through walls. They're
especially useful for softening up opponents before directly engaging, or for taking out that sucker
who thinks he’s getting away.

SouLoer Pops INcremenTat Cost | Torar Cost | Rawemvvo/m | Damace | Rate oF Fire

Buse 0 0 10/20/60 +1 1

Improved 1 | 20/40/120 + 1

Complete 1 2 30/60/180 +3 1

Advanced 2 4 40/80/240 +4 2
DeprrLess Strike
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Tvee: Rancep DPT
Instead of firing from the shoulder, these crimson balls fly out when the Nightmare strikes the
ground. The bolt travels along a physical plane, like the walls or the ground, but follows that plane
- even out of sight. It ignores cover and can be fired at hidden target using the rules for Indirect Fire.
There is, however, no chance of deviation - it either hits or it doesn’t.

Deerrtess Sike | INcrementaL Cost | Toraw Cost Ranee Damace | Rate oF Fire
Base 0 0 2/8/15 + 1
Improved 1 1 5/15/30 +] 1
Complete 1 2 10/30/60 +3 1
Advanced 2 4 15/45/90 + 2

Livir Weapon: Mystic Buast
Tvee: Line Nuke

With this attack, the Nightmare charges up and unleashes a terrifying blast of energy, in a swathe 2
yd/m wide and as fall as the Tager. Roll one Marksman Test, against which all enemies caught within
the blast must defend. The Mystic Blast is capable of taking out structures and even armor.

Mystic Buast | Incementaw Cost | Torat Cost Rance Damsce | Errects
Base 1 1 10/25/100 +4 2 yd/m Line Attack, Hybrid
Improved 1 2 20/50/150 +5 2 yd/m Line Attack, Hybrid
Complete 2 4 30/75/200 +h 2 yd/m Line Attack, Hybrid
Advanced 2 6 40/100/250 +] 2 yd/m Line Attack, Hybrid
Armor
Nightmares usually have good armor, to keep them in the fight longer.
Armor IncrementaL Cost | Torac Cost Prorecrion
Base 0 0 None
Complete 1 1 1/1
Advanced 1 2 2/2
REGENERATION
Nightmares use regeneration o supplement their protection.
Mormat Form | IncrementaL Cost | Torar Cost | Rate Tacer Form | INcrementaL Cost | Tomaw Cost | Rate |
Base 0 0 0/hour | Base 0 0 1/turn
Improved 1 1 1/hour | Improved 1 1 2/tum "
Complete 1 2 2/hour | Complete 2 3 3/turn j
Advanced 2 4 3/hour | Advanced 2 5 1 die/turn ﬂ
SENSES

Rules forthcoming, but these should be pretty self-explanatory. When in doubt, use the V1 rules.
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NigHtvision IncRementaL Cost | Toraw Cost | Rawee Erects

Base 0 0 50 yd/m Very low-light conditions, in B&W
Improved 1 1 300 yd/m In total darkness, in B&W
Complete 1 2 1000 yd/m In total darkness, in Color
Advanced 1 3 As far as the eye can see | In total darkness, in Color
Scan IncremenTa Cost | Toraw Cost | Rance Erecrs

Base 1 1 20 yd/m Vital Statistics

Improved 1 2 50 yd/m Vital Statistics

Complete 1 3 100 yd/m Vital Statistics

Advanced 1 4 300 yd/m Vital Statistics

THeRmAL IncremenTaL Cost | Toraw Cost | Rawee Errects

Base 1 1 20 yd/m Heat Signatures
Improved 1 2 50 yd/m Heat Signatures
Complete 1 3 100 yd/m Heat Signatures
Advanced 1 4 300 yd/m Heat Signatures

MovEMENT

Rules forthcoming, but these should be pretty self-explanatory. Affects the Nightmare's ability fo
move and speed when doing so.
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Cumeing INcRementaL Cost | Toma Cost | Speep Errects
Improved 0 0 Normal Wall-walking
Complete 1 1 Double Wall-walking
Advanced 1 2 Triple Wall-walking

Jumping INcRementaL Cost | Tora Cost | Distance

Improved 1 1 Double

Complete 1 2 Triple

Lanp INcRemeNTAL Cost | Tomaw Cost | Seeen

Base 0 0 Normal







PHANTOM

THe GuaRDIANS

Prepared, controlled, and wary, Phantoms are often considered the most noble of the Tagers. They
are driven fo profect, even at the cost of grievous harm to themselves. Phantoms also most often
think of the good of the whole beyond their own needs. Some of them get a little high and mighty
in the process.
Caracter DesiGN RECOMMENDATIONS

¢ You'll want a high Strength and Tenacity.

¢ Emphasize Tenacity. It should be your highest Attribute.

¢ I you want fo be intimidating, you can't have a low Presence.

O Athletics: Agility helps keep you mobile.

¢ The Jumping Focus for Athletics: Agility is your friend.

o

o

o

Observation is a good skill for you fo level.
You'll want a high Martial Arts and Dodge.
You'll need Marksman for your Arcane Blast and Vertigo.

Symioric Uees
\ Let's take a look at the way your symbiont has changed your personality. Feel free to modify the list
to better reflect the way you feel your Phantom has manifested.

¢ Your friends are your family. You're a loyal person, when your loyalty is earned.

The Pack is more powerful than the individual. Work together.

You're a thoughtful person. Sometimes you border on being a modern-day warrior-philoso-
pher.

You exercise and maybe even mediate. You keep yourself limber and clear.

You're situationally aware. Way more than most people.

You always have a backup plan, even if it isn't a good one. You tend to think in terms of
worst-case scenarios.

If someone starts a fight, you'll make sure it ends.

You're brave enough to take on any foe required, but you'll be smart about it.

You only kil when necessary. It's not something to be enjoyed.

L Qurwar CHaNGEs
¢ You're always paying attention. Some people aren't used to other people really paying atten-
tion to them, and some of them kind of freak out a litile.
¢ You move like a cat.
¢ You sleep soundly in some strange places.
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Prantom PropLe

The ex-soldier who joined up out of
a real sense of principle. The kind of
guy you really just want to salute.
The corporate manager, who likes
to strategize and have everything
under control.

The mother, who would do anything
to protect her family. The true mama
bear.

Comar Tacrics

Control the battlefield.

Provide cover fire for your team’s
advance.

Provoke enemies you need to dis-
tract.

Martyr to tank for your friends.
When the time is right, jump in and
start tearing things up.

Davip Leunc, A PranTom oN:

0

o
o
o
o
o
o
o
o

Whispers - They are the light in our
darkness.

Nightmares - Somefimes the best
tool for the job is a blunt object.
Shadows - They are the ninja to our
samurai.

Dua-Sanaras - It is impossible to
watch every hand. Be wary.

Elib - Keep away from the jows. Best
engaged from a distance.

Gelgore - Venomous. Take cover and
advance with care.

Thog-Manna - Their mimicry is a pro-
found and underestimated threat.
Vyrkol - Destroy the brain and the
rest will fall.

Zabuth - Do not engage singly. Re-
treat is an acceptable option.
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BUIIDING YOUR PHANTOM

Rote: Tank

SHIFTED Size: 7 10 7 FT. TALL Fear Facror: Averace

You begin with 20 Power Advances to build your Tager. You can bank any Power Advances you don't
or can't spend. You get anything listed as a 0 Power Advance cost for free.

Arrigute MobiFicaTions

Buy one set of bonuses for your regular form, and another that set that will stack on top of those
when you're shifted. You want higher Tager stats? Don't forget o hoost your mortal form.

Aciuy
Unstirren Icrease | IncrementaL Cost | Tora Cost | SHiFte INcReast | INcrementaL Cost | Toraw Cost
None 0 0 +] 0 0
+] 2 2 +2 1 1
+2 2 4 +3 1 2
PerceTion
UnsiFrep INRease | INcRementaL Cost | Toraw Cost | Swirren INRease | INcrementa Cost | Toraw Cost
None 0 0 +] 1 1
+] 2 2 +) 1 2
STRENGTH
UnshiFrep INRease | INcrementaL Cost | Toraw Cost | SHiFTeD INReast | IncrementaL Cost | Toraw Cost
None 0 0 +] 0 0
+] 1 1 +) 1 1
+2 2 3 +3 1 2
Tenacy
UnshiFrep INRease | INcremenTaL Cost | Toraw Cost | SwiFren INcrease | INcremetaL Cost | Toraw Cost
None 0 0 +] 0 0
+] 1 1 +2 1 1
+2 2 3 +3 1 2
SympionT BLeeD

The closer a person is fo their symbiont, the more it begins to affect who she is on a daily basis. This
sometimes manifests as Symbiont Bleed, where the Tager gains supernatural abilities while in mortal
form. Each Symbiont Bleed ability costs 2 Power Advances, but you get your first for free.
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Car Naes
You need less sleep and only have to sleep 4 hours a night. You can actually split this into a couple
two hour catnaps and be just fine. That doesn’t mean you don't like to sleep in when you can. Afull 8
hours is pretty satisfying. Note that your not at more most mentally acute in these situations, so you
can’t use them to study or frain for exira Character Advances.

DesiGnate DRiver
You sober up faster than everyone else. Intoxicants, poisons, and toxins affect you for half as Iong
and half as much.

LiGHT SteepeR
You wake up really easily.

NEeDs MECHANICS. SuBSTITUTE AN OBSERVATION TEST WHEN ASLEEP TO NOTICE THINGS AWRY IN ENVIRONMENT.

SPATIAL AWARENESS

Can keep track of everyone. Within sight, you can keep track of where everyone is, which allows you

to keep better tabs on important targets or be ready for something surprising.

Tawk Tem Down
You get a bonus fo talking a potential aggressor down, if they can be talked down. You can defuse
potential ridiculous violence.

O Tacricar AovanTace
Coordinating for Initiative bonus. How does this translate over? Straight.

Taxe o Hir

You get 1/1 armor when you want it in human form. Requires that you have 1/1 armor in your
Tager form.

SPECIAL ATTAGKS

You start with three of the following six special attacks for free. Any others you desire will cost you
1 Power Advance for Base.

Afully developed Phantom’s combat play pattern is: buy time for your team to get info position using
Provoke and Vertigo; Martyr for your Shadow, so she can keep laying down CC. Once the fight is in
control, open up with everything you've got. Protect and redirect. Or you can open up with Tentacle
Maw and try fo remove one enemy right away.

BLapes or Cuaws

Tvee: Mecee DPT

Blades often extend from the forearms of the Tager. Some Phantom’s cdlaws have developed info
vicious weapons. Phantoms usually develop either Blades or Claws, but not both.

d
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Base 0 0 0
Improved 1 1 1
Complete 1 2 2
Advanced 2 4 3

MagTy

Tvee: ALl SHIELD

Spend AP. If someone is within a certain range based on your jump, you'll now intervene in the very
next attack that comes at her. You roll your Defense instead and take the damage as if the attack
were originally directed at you.

Base 0 5 Half Jump
Improved 1 4 Jump
Complete 1 3 Jump
Advanced 2 2 Double Jump

Provoke

Tvee: Taunt

Taunting enemies using Provoke makes them focus on and attack you, instead of whatever else they
were doing. It's like a mystical lure that makes them want to kill you, if only for a few seconds. You
can effect certain number of targets within in a certain range, based on power level. Make a Marks-
an Test against which they all must defend. Those hit must make a Fitness Test against a Difficulty
based on power level. Those who fail must aitack you on their next action, if at all able.

Base 0 2 5 1 Average
Improved 1 2 10 2 Challenging
Complefe 1 2 15 4 Hard
Advanced 2 2 20 8 Very Hard

ARcang Buast

Tvee: Rancen DPT

This beam of pure force fires out of a node in the Phantom’s forehead. Properly developed, it can
become a sniping tool.

Base 1 10/25/75 1 2
Improved 2 20/50/150 1 2
Complete 2 30/75/200 2 3
Advanced 3 50/225/350 |3 3




VeRTIGo

Tvee: Rancen DPT, CC
The Phantom can disrupt a farget's equilibrium with its howl. A target that s hit must also succeed at
a Coordination or Brawn Test (whichever is higher) or be knocked to the ground. If the target fails,
he is knocked to the ground and is defenseless until he can spend 3 AP to get back up. It'll also stop
her dead in her tracks.

Base 0 10ft 0 Average
Improved 1 15H 1 Average
Complete 1 20 ft 1 Challenging
Advanced 2 25 ft 2 Hard

Liwir Armack: Tenacte Maw

Tvee: Line Nuke

A mass of tentacles bursts out of the Phantom's chest, covering a 30 ft. long cone in front of him.
Everything caught within the fentacles is attacked, at no Multiple Action Penalty. Define the AP of the
Attack. One of the targets, randomly selected, must also succeed at a Brawn Test or the symbiont will

drag him back and eat him. This takes one full turn and results in the death of the victim.
Limr Weapon Aovances | Ranee Damace CoNE Victims Brawn Dirricutry !
Base 1 10ft 2 15° 1 Average
Improved 2 20 ft 3 30° 1 Challenging
Complefe 2 30t 3 450 2 Hord Y
Advanced 3 40 ft 4 60° 2 Very Hard '|
Armor
Phantoms usually have good armor, to better tank damage.
Arntor Aovances | ProrecrioN
Base 0 None
Complete 1 1/1
Advanced 1 2/2
REGENERATION
Phantoms use regeneration to supplement their protection. |
Morra. Form Aovances | Rate Tacer Form Aowances | Rate
Base 0 0/hour Base 0 1/turn
Improved 1 1/hour Improved 1 2/turn
Complete 1 2/hour Complete 2 3/turn
Advanced 2 3/hour Advanced 2 1 die/turn
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SENSES

Rules forthcoming, but these should be pretty self-explanatory. When in doubt, use the V1 rules.

Ennanced Auoio | Apvances | Rawee Erecrs
Base 1 2x as sensifive Hear things beyond normal audio range
Improved 1 2x as sensifive Hear things beyond normal audio range
Complete 1 3x as sensitive Hear things beyond normal audio range
Advanced 1 4x us sensitive Hear things beyond normal audio range
NigHrvision Aovances | Ranee Errects
Base 1 50 yd/m Very low-light conditions, in B&W
Improved 1 300 yd/m In total darkness, in B&W
Complete 1 1000 yd/m In total darkness, in Color
Advanced 1 As far as the eye can see In tofal darkness, in Color
Scan Aovaices | Ranee Errecrs
Base I 20 yd/m Vital Statistics
Improved 1 50 yd/m Vital Statistics
Complete 1 100 yd/m Vital Statistics
Advanced 1 300 yd/m Vital Statistics
VEMENT
Rules forthcoming, but these should be pretty self-explanatory. Affects the Phantom’s ability to move

and speed when doing so.

CLmBING Aovances | Seee Erecrs
Improved 1 Double Wall-walking
Complete 1 Triple Wall-walking
Advanced 1 Quadruple Wall-walking

Jumping Aovances | Distance

Improved 1 Double

Complete 1 Triple

Lanp Aovances | Seee

Base 0 Normal
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SHADOW

The Hippen

Patient and lethal, Shadows creep through the world unseen. They hide from prying eyes, digging
up “secure” information and assassinating those who stand in their way. Shadows talk amongst
themselves, sharing information as a sort of prestige.

Character Desion Concerns

You'll want a high Agility and Perception.

Emphasize Agility. It should be your highest Attribute.

You'll want a high Presence to work undercover.

The Acting and Mimicry Specializations for Performance are helpful.

Athletics: Agility is your friend.

The Climbing and Jumping Specializations for Athletics: Agility are very useful.

You'll want a high Dodge and Marksman.

You'll want Martial Arts, for your Death Lotus, at the very least.

Symioric Uees
Let's take a look at the ways your symbiont may have changed your personality. Feel free to modify
the list to better reflect the way you feel your Shadow has manifested.

Deception is the greater part of valor.

You know the value of well-rehearsed and well-placed lies.

You don’t wrestle with moral quandaries. You are pracical and efficient.

You keep a cool head and know the value of patience. You speak out against hasty action.
You're a detail-oriented person and a planner.

You're kind of in the know. You like to keep up on things, especially things you aren’t sup-
posed to know.

You love getting in and out of places you shouldn't be, without anyone the wiser.

You're a killer. You have no problem with that, and you think it's weird when other people do.
You end your enemies, even when they beg for mercy or are helpless. No loose ends. That
includes innocent bystanders.

You prefer to ambush your enemies, and you also make sure no one can get the drop on you.

Qurwar CHaNGEs
¢ You're always looking over your shoulder.
¢ You change your appearance pretty often.
¢ You shy away from brightly lit areas.

SHabow PeorLe
¢ The emo kid who tried so hard for no one to notice him.
O The street thief who loves the thrill of breaking and entering.
¢ The black ops specialist, who's used to working alone behind enemy lines.
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Comear Tacrics

< Sneak around as much as possible.

¢ Attack from surprise.

¢ If you can slow them down with your
poison, do it.

¢ Your Limit Weapon is an awesome as-
sassination tool. Take out the big guys
first.

¢ Inteam fights, use your poison fo slow
enemies, while the heavies clean up.

Lisa Gions, A SHADoOW ON:
¢ Whispers - The eyes that see guide the
hand that kills.
¢ Nightmares - Sometimes, you just
have to step back and appreciate their
work. Far back.
Phantoms - Someone needs to be the
team-player.
Dua-Sanaras - Tentacles are gross.
Not getting anywhere near them.
Elib - You can't eat what you can't
see. Let's keep it that way.
Gelgore - Let's trade barbs.
Thog-Manna - Now these guys | have
a problem with. They're stepping on
my turf and | don't like that.
¢ Vrykol - I don't like anything that can
see me when | don't want it to. That
will not do.
¢ ZLabuth - Holy cow. Now that's a kill-
ing machine. But they can smell me.

SO OO O




SP2ZCIALRU[2S

Fucker

The Shadow projects a mystical stealth field. The Tager appears to flicker out of existence, becoming
more than just invisible. Shadows are practically compelled to Flicker whenever they can. It's their
thing and the symbiont feels best when it can't be seen.

Use Flicker as a Contest. You roll your Stealth, plus a number of bonus dice based on conditions. You
are really hard to spot, so you start with +2 bonus dice, using any modifiers from the following table
that apply. A person must be within 15 yd/m to even attempt fo spot an invisible Shadow, unless it
is a creature with enhanced senses. You're still invisible to sensors and such - only living things can
spot you.

You can't move faster than half speed while using your Flicker, or the Shadow reappears. You also
cannot jump info combat, or the sume thing happens. Touching any animal, person, or monster (of
dogsize or larger) will force the Flicker to drop. X-ray sensors reveal “invisible” Tagers immediately.

Ficker MoDIFIERs Bonus or PenaLTy
Standing Still +1 die
Moving (Less than Quarter Speed) None
Moving (Quarter or Half Speed) -1 die
Close Proximity (Within 3 yd/m) -1 die
Once Spotted -2 dice

ce visible, you must remain so for two Turns (10 seconds) before you can disappear again.

VENomous

Many of the Shadow’s special attacks deliver an organic paralytic poison. To be administered, the
attack must do at least one point of Vitality damage. Anyone affected by the poison must succeed at
a Wellness Test to resist.

Enemies who fail lose 1 AP each time, the effect lasting for 1d10 minutes. This AP loss is cumulative.
Once an enemy sufferes a total AP loss of three, roll another 1d10 - the effecis are extended that
many more minutes. Generally, you need to successfully poison an enemy five times to take him out.
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BUIIDING YOUR SHADOW

Rote: INFiTRaTion/Assassin SHIFTED Size: 6 10 7 F1. TALL Fear Facror: Averace

You begin with 20 Power Advances to build your Tager. You can bank any Power Advances you don't
or can't spend. You get anything listed as a 0 Power Advance cost for free.
Arrrigute MobiFications
Buy one set of bonuses for your regular form, and another that set that will stack on top of those
when you're shifted. You want higher Tager stats? Don't forget to boost your mortal form.

Aciumy
UNSHIFTED INREASE |  Avances | SHIFTED INCREASE | ADVANCES
None 0 +] 0
+] 2 +2 1
+2 2 +3 1
PercepTioN
UNSHIFTED INGREASE |  AVANCES | SHIFTED INCREASE | ADVANCES
None 0 +] 0
+] 1 +2 1
+2 2 +3 1
STRENGTH
UNSHIFTED INGREASE | ADVANGES | SHIFTED INCREASE |  ADVANCES
None 0 +] 1
+2 1
Tenaary
UNSHIFTED INGREASE | ADVANGES | SHIFTED INCREASE |  ADVANCES
None 0 +] 1
+] 2 +2 1
SympionT BLeD

The closer a person is to their symbiont, the more it begins to affect who she is on a daily basis. This
sometimes manifests as Symbiont Bleed, where the Tager gains supernatural abilities while in mortal
form. Each Symbiont Bleed ability costs 2 Power Advances, but you get your first for free.

DisappeariNG TRIcK
You can palm small objects and make them disappear.

NEEDS MECHANICS. SUBSTITUTE +1 DIE FOR NOW.

Poisonous
You can spit your poison, into a cup and something. Great way to dose someone without them know-
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ing. Up to 5 doses, which paralyzes them.

SHADOWMOLD
You can kind of control shadows around you. Basically, you can dim and brighten a room.

NEEDS MECHANICS. SUBSTITUTE +1 DIE FOR NOW.

Sweak Up
You are really good at sneaking up on people who aren't really paying that much attention. You
startle people a lot.

NEEDS MECHANICS. SuBSTITUTE +1 DIE FOR NOW.

Trrowine Voice
You can throw your voice really well, and can distract enemies.

NEEDS MECHANICS. SUBSTITUTE +1 DIE FOR NOW.

Trick oF The Lighr
You can change your eye and hair color at will. Great for disguises.

NEEDS MECHANICS. SUBSTITUTE +1 DIE FOR NOW.

SpeciaL AsiuiTy: FLCKERCLOAK

A Shadow can extend her Flicker to one other living being, of a percentage of mass relative to her
own size, based on power level. The Tager must stay in physical contact with the person is wishes to
conceal. Normal Flicker rules apply; however, the passenger must also make Stealth Tests.

FuickercLoak Aovances | Mass (% oF Skir)
Base 1 50%

Improved 1 100%

Complete 2 150%

Advanced 2 200%

SPECIAL ATTACKS
You start with two of the following five special attacks for free. Any others you desire will cost you 1
Power Advance for Base.

A fully developed Shadow’s combat play pattern is: attack from surprise; slow enemies down with
Needles, assassinate high profile target with Death Lotus when opportunity presents itself; disappear.

Barsen Cuutch

Tvee: Mewee DPT, CC

Special Thorns grow out of the Shadow’s limbs, facing inward. The Barbed Clutch allows the Tager to
then leap on an enemy in jumping distance, harm, and attempt to entangle. This follow up entan-
gling attack is usually Thorns.
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Caws
Tvee: Metee DPT

Bargeo Ciutc | Aovances | Damace

Base 0 -1 + Poison + Entangle
Improved 1 0 + Poison + Entangle
Complete 1 1+ Poison + Entangle
Advanced 2 2 + Poison + Entangle

The Shadow's claws become deadly weapons.

Torns
Tvee: Mewee DPT, CC

Cuaws Avvances | Damace
Base 0 0
Improved 1 1
Complete 1 2
Advanced 2 3

These Thorns grow out of the striking surfaces of the Tager's body.

NEepLes

Tvee: Rancen DPT, CC
Usually firing from pods on the forearms of the Shadow, these Needles not only hurt, they administer
the Tager's poison from a distance.

Thorns Avvances | Damae

Base 0 -1 + Poison
Improved 1 0 + Poison
Complete 1 1+ Poison
Advanced 2 2 + Poison

Base 0 10/25/80 0 + Poison 1 Average
Improved 1 15/40/125 1 + Poison 2 Average
Complete 1 25/60/170 1 + Poison 2 Challenging
Advanced 2 50/150/300 2 + Poison 3 Hard

Quits

Tvee: PBAOE DPT/CC

)

-

Instead of firing from a pod, Quills shoot out from every surface with Thorns. Make one Martial Arts
result against which all within the burst radius must defend. Watch out for friendly fire.
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Base 0 Ty/m 0 + Poison 1 Average
Improved 1 2y/m 1 + Paison 1 Average
Complete 1 3yd/m 1 + Poison 2 Challenging
Advanced 2 5y/m 2 + Poison 2 Hard

Lim Weapon: Deatn Lotus

Tvee: Burst Ammack

By triggering this special attack, the Shadow will seem to split into duplicates for one massive strike.
Death Lotus can target anything within the Shadow's average jumping distance, hoosted by power
level. Then, the Tager makes a number of attacks, using the AP given by power level. These attacks
oceur simultaneously, so the victim can only defend against the first. When the flurry is complete, the
Shadow’s duplicates reform into one, as she jumps to any spot within the boosted jumping distance.
Plot your attack in one jump and your retreat in another.

Base 1 Jump Distance 10 AP in Attacks
Improved 1 Double Jump Distance 10 AP in Attacks
Complete 2 Double Jump Distance 15 AP in Attacks
Advanced 2 Triple Jump Distance 15 AP in Attacks
RMOR
Shadows aren’t known for having much in the way of protection from harm.

REGENERATION

Armor Aovances | ProTecTion
Base 0 None
Complete 1 1/1

Shadows rely on their regeneration, since they're lightly armored.

Morrat Form Aovances | Rate Taeer Form Aovances | Rare

Base 0 0/hour Base 0 1/turn
Improved 1 1/hour Improved 1 2/turn
Complete 1 2/hour Complete 2 3/turn
Advanced 2 3/hour Advanced 2 1 die/turn

SENSES

Rules forthcoming, but these should be pretty self-explanatory. When in doubt, use the V1 rules.




NigHtvision Aovances | Ranee Errects

Base 1 50 yd/m Very low-light conditions, in B&W

Improved 1 300 yd/m In total darkness, in B&W

Complete 1 1000 yd/m In total darkness, in Color

Advanced 1 As far as the eye can see In total darkness, in Color

Scan Avvances | Ranee Errecrs

Base 1 20 yd/m Vital Statistics

Improved 1 50 yd/m Vital Statistics

Complete 1 100 yd/m Vital Statistics

Advanced 1 300 yd/m Vital Statistics

THERMAL Apvaces | RaneE Erects

Base 1 20 yd/m Heat Signatures

Improved 1 50 yd/m Heat Signatures

Complete 1 100 yd/m Heat Signatures

Advanced 1 300 yd/m Heat Signatures
Movement

Rules forthcoming, but these should be pretty self-explanatory. Affects the Shadow’s ability to move

and speed when doing so.

CumBING Aovances | Seee Errects
Improved 0 Double Wall-walking
Complete 1 Triple Wall-walking

JumpiNg Aovances | Distance

Improved 1 Double

Complete 1 Triple

Advanced 1 Quadruple

Lanp Aovances | Seee

Base 0 Normal
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WHISPZR

Te ViGILANT

Fiesty, frenetic, and a little cracked, Whispers flit about on dragonfly wings, drinking in everything

that is the world. They adore beauty for its own sake, appreciating it in ways others simply can't.

Nothing hides from the curious Whisper, who delights in revealing secrets.

CHaracrer DesioN RecommeNDaTIONS
Here are a few things to keep in mind as you create your Whisper Tager. You don't have to build this

way, but these suggestions can help you be effective in your role.

SO OCC

< SO OO OC

Symsiomic TraiTs
et's take a look at the way your symbiont may have changed your personality. Feel free to modify
list to better reflect the way you feel your Whisper has manifested.

You're going to want a high Agility and Perception.

Emphasize Perception. It should be your highest Attribute.

Don't go low on Presence. You may need to lie your way out of sticky situations.
Athletics: Agility is your friend. It governs how well you fly.

The Flight Specialty for Athletics: Agility is available to you.

Observation is your best tool. Level it.

The Lip Reading Specialization for Observation is very useful to you.

Stealth will keep you alive when you go into enemy territory.

With everything you can sense now, you're drawn to heauty. You're a sensual person.
You've got an indomitable spirit, which alternates between inspiring and annoying.

You can be a little impulsive. Maybe even a little flighty. Maybe not just a little.

You love taking in fresh sensory input. Yum.

You're a terrible gossip.

You don't give up easily. You're kind of relentless.

Risk and danger? Bah.

Though you don't hit the hardest, you aren't likely to back down from o fight.

You can be kind of joded. Been there, seen that.

It takes a lot to really piss you off. Most crap rolls off you.

You're very aware of your surroundings. You're always on the lookout for trouble. Or some-
thing interesting. Or something pretty.

In a weird way, you're often the voice of common sense. When you're not impulsively flitting
to your next thing.

OutwarD CHANGES

¢
¢
¢

You might be a little fidgety.
You can win a staring contest with just about anybody.
You're lighter in your step these days. You kind of float along.



Whisper PopLe

o

o

o

The cute hike messenger girl who
tears ass all over the ity.

The voyeur, who just loves o waich
the world go by.

The sireet racer with the need for
speed.

Comat Tacrics

Know your enemies are there hefore
they do.

If you can take them, do it.

If you can't, drop a Bomb and make
a getaway.

Your Limit Weapon is a great tool to
create an escape.

In team fights, harry and distract
the enemies, leaving your heavies fo
clean up shop.

PeNDY, A WHISPER ON:

o

¢
¢
¢
¢
¢
¢
¢
¢

Shadows - Ooh, spooky! That is so
cool.

Nightmares - I'll find it. You kill it.
Phantoms - You know, you're not
always right!

Dua-Sanaras - I'm glad | can fly. |
don’t want those things touching me.
Elib - This is not a frog and a fly situ-
ation here. Back off.

Gelgore - I just have to duck. | so
don't want to.

Thog-Manna - So sneaky. So sneaky!
I take this as a personal challenge.
Vrykol - It's dogfight time! They don't
call me the Black Baron for nothing.
Zabuth - Hey, pick on someone your
own size! When you can see again.




BUIIDING YOUR WHISPZR

Rote: INFoRMATION, SuPPORT SHIFTED SIZE: 6 70 7 FT. TALL Fear Facror: Averace

You begin with 20 Power Advances to build your Tager. You can bank any Power Advances you don't
or can't spend. You get anything listed as a 0 Power Advance cost for free.

Arrrigute MobiFications
Buy one set of bonuses for your regular form, and another that set that will stack on top of those
when you're shifted. You want higher Tager stats? Don't forget to boost your mortal form.

Aelury

UNsHIFTED INCREASE | ADVANCES | SHIFTED INCREASE |  ADVANCES

None 0 +] 0
+] 2 +2 1
+2 2 +3 1
PercepTioN
UNSHIFTED INcReASE | ADVANGES | SHIFTED INCREASE | ADVANCES
None 0 +] 0
+] 1 +2 1
+2 2 +3 1
+3 2
STRENGTH
UNsHIFTED INGREASE | ADVANGES | SHIFTED INCREASE |  ADVANGES

None 0 +] 1
+2 1

Tenacmy

UNsHIFTED INCREASE | ADVANGES | SHIFTED INGREASE |  ADVANCES
None 0 +] 1
+] 1

SYBIONT BLeep

The closer a person is fo their symbiont, the more it begins to affect who she is on a daily basis. This
sometimes manifests as Symbiont Bleed, where the Tager gains supernatural abilities while in mortal
form. Each Symbiont Bleed ability costs 2 Advances, but you get your first for free.

Buather
You're really good at confusing people with strange twists in conversation. You can kind of bluff your
way through things.

NEEDS MECHANICS. SUBSTITUTE +1 DIE FOR NOW.
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EavesDRopPING
Really good at eavesdropping.

NEEDS MECHANICS. SUBSTITUTE +1 DIE FOR NOW.

Everv-Person
You have the ability to fade into the background and not call attention to yourself. You functionally
hecomes anonymous to most observers, which can be very useful. Your GM will let you know how
this plays out.

THIS NEEDS TO HAVE MORE THAN JUST THE SAME EFFECTS AS THE TALENT.

FeioN INNOCENCE
Your Character is the kind of person that people never suspect of wrong-doing. She can avoid heing
the target of such investigations, at least initially. Naturally, once evidence mounts up, she’s in as
much trouble as the next person - however, she gets that crucial initial reprieve.

THIS NEEDS TO HAVE MORE THAN JUST THE SAME EFFECTS AS THE TALENT.

Parkour |
You can stick to walls like you would in your shifted form, but at your normal climbing speed.

Parkour 11
In your mortal form, you can jump twice as far as you normally should.

SPECIAL ATTACKS
You start with three of the following five special attacks for free. Any others you desire will cost you
1 Advances for Base.

A fully developed Whisper's combat play pattern is: Shrike in fo gef the enemy’s attention; drop
Gossamer Bombs, Boom Shocks, or both to CC the enemy; use Tanglers to harry important targets, as
necessary; use Razor Wing to escape dangerous situations.

If two special attacks both inflict an AP loss, the effects stack - add them together.

Cuaws
Tvee: Mewee DPT
The Whisper's claws become deadly weapons.

Cuaws Avvances | Damace
Base 0 -1
Improved 1 0
Complete 1 1
Advanced 2 2

SHRIKE
Tvee: CHarce Amrack
Requrres: Cuaws

17



The Whisper can rake an opponent as she flies by. The Whisper must be moving and airborne to use
this attack, which costs AP equal to a Charge. However, the Whisper can attack any one target in her
path of movement, instead of ending in confact - a hit and run attack. Good for harrying.

SHRIKE Apvances Damac | Errects

Base 0 0 Moving Attack
Improved 1 +] Moving Attack
Complete 1 +) Moving Attack
Advanced 2 +3 Moving Attack

TancLers

Tvee: Mecee DPT, CC

These whips most often extend from the forearms of the Tager and can be used to reduce AP. Enemies
that are hit with a Tangler must succeed at a Coordination Test (Difficulty based on power level) or
lose 2 AP with each successful attack, for only the next Turn. This can reduce an enemy’s AP fo 0.

TaneLERS Apvances Damce | CooroiNation Test
Base 0 -1 Average
Improved 1 0 Average
Complete 1 1 Challenging
Advanced 2 2 Hard

Gossamer Bomas

pE: Stort Rance AOE/CC

These radiant balls are more effective when dropped from the air, since their range is so poor.
Wherever they land, Gossamer Bombs burst in a blinding light and everything with their radius must
succeed at a Wellness Test or suffer the effects of Totally Obscured Conditions and lose 2 AP a Turn
for the next 1d10 Turns. If an enemy succeeds, it covered ifs eyes in time. Allies may be warned.

Gossamer Bomss Avvances | Ranee Rapws | Damace | Shots Wertness Diricutry
Base 0 3yd/m | 3yd/m | Blinding |1 Average
Improved 1 Syd/m | 5yd/m | Blinding |1 Average
Complete 1 S5yd/m | 5yd/m | Blinding |1 Challenging
Advanced 2 Tyd/m | 7yd/m | Blinding |1 Hard

Boom Srocks

| ~ Tvee: Very Sworr Ravee AOE (C
These shimmering balls are more effective when dropped from the air, since their range is so poor.
* Wherever they land, Boom Shocks burst in a deafening explosion and everything with their radius
must succeed at a Wellness Test or suffer be deafened, as per Totally Obscured Conditions for sound,
which removes the ability to understand verbal communication. Those who fail also lose 2 AP a Turn
for the next 1d10 Turns. If an enemy succeeds, it covered its eyes in time. Allies may be warned.
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Boom Shocks Aovances | Raee Raoiws | Damase SHors WeLLness DiFricuLry
Base 0 3yd/m | 3yd/m | Deafening | 1 Average

Improved 1 S5yd/m | 5yd/m | Deafening | 1 Average

Complete 1 S5yd/m | S5yd/m | Deafening | 1 Challenging
Advanced 2 Tyd/m | 7yd/m | Deafening | 1 Hard

Limir Weapon; Razor Wing

Tvee: Burst Ammack,
The Tager's speed and armor increases for the Turn of this flying charge attack. This attack sfill
requires the use of the Martial Arts Skill, but be used to attack as many targets as are in a reason-
ably straight line, up to the Tager’s maximum movement for that Turn. Roll one Martial Ars result,

Escare

against which all poteniial targets must defend.

While Razor Wing can be a powerful harrying attack, it is really best saved for an escape. It allows

the Whisper fo jet away from trouble, and punch a hole if there already wasn't one.

Limr Weapon Apvances Damce Errects

Base 1 Daomage +2 | Speed Doubled
Improved 1 Damage +2 | Speed & Armor Doubled
Complete 2 Damage +4 | Speed & Armor Doubled
Advanced 2 Damage +4 | Speed & Armor Tripled

ArMoR

Whispers aren’t known for having much in the way of proteciion from harm.

Armor Aovances | ProTecTion
Base 0 None
Complete 1 1/1

REGENERATION

Whispers rely on their regeneration, since they're lightly armored.

Morrat Form Aovances | Rate Tacer Form Aovances | Rate
Base 0 0/hour Base 0 1/turn
Improved 1 1/hour Improved 1 2/turn
Complete 1 2/hour Complete 2 3/turn
Advanced 2 3/hour Advanced 2 1 die/turn
SENSES
Rules forthcoming, but these should be pretty self-explanatory. When in doubt, use the V1 rules.
Nigkvisio Apvances | Ranee Errects
Base 1 50 yd/m Very low-light conditions, in B&W
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NigHtvision Aovances | Ranee Errects

Improved 1 300 yd/m In total darkness, in B&W

Complete 1 1000 yd/m In total darkness, in Color

Advanced 1 As far as the eye can see In total darkness, in Color

Scan Avvances | Ranee Errects

Base 1 20 yd/m Vital Statistics

Improved 1 50 yd/m Vital Statistics

Complete 1 100 yd/m Vital Statistics

Advanced 1 300 yd/m Vital Statistics

ENnanceD Aubio | AbvaNces | Rawee Errects

Base 1 2x as sensifive Hear things beyond normal audio range
Improved 1 2x as sensifive Hear things beyond normal audio range
Complete 1 3x as sensitive Hear things beyond normal audio range
Advanced 1 4x as sensitive Hear things beyond normal audio range
THERMAL Aovances | Ranee Errects

Base 1 20 yd/m Heat Signatures

Improved 1 50 yd/m Heat Signatures

Complete 1 100 yd/m Heat Signatures

Advanced 1 300 yd/m Heat Signatures

Lone Rance Avvances | Ranee Errects

Base 1 1.5x normal range Boosts ranges of other mystical senses
Improved 1 2x normal range Boosts ranges of other mystical senses
Complete 1 3x normal range Boosts ranges of other mystical senses
Advanced 1 4x normal range Boosts ranges of other mystical senses
SoNaR Aovances | Ranee Errects

Base 1 500 yd/m Passive, 360°

Improved 1 1000 yd/m Adive/Passive, 360°

Complete 1 1 mile/.5 km Adive/Passive, 360°

Advanced 1 2 miles/1 km Active/Passive, 360°

X-Ray Avvances | Ranee Errects

Base 1 10 yd/m Penetrating

Improved 1 20 yd/m Penetrating




X-Ray Aovances | Ranee ErrEcts

Complete 1 50 yd/m Penetrating

Advanced 1 100 yd/m Penetrating
Movement

Rules forthcoming, but these should be pretty self-explanatory. Affects the Whisper's ability to move

and speed when doing so.

CLMBING Aovances | Seeep Erects
Improved 0 Double Wall-walking
Complete 1 Triple Wall-walking
Advanced 1 Quadruple Wall-walking

JumpinG Aovances | Distance

Improved 1 Double

Complete 1 Triple

Advanced 1 Quadruple

Lan Avvances | Seee

Improved 1 1.5x

Complete 1 Double

Advanced 1 Triple

Fving Aovances | Seeep

Base 0 Triple

Improved 1 Quadruple

Complete 1 Quintuple

Advanced 1 Sextuple
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ADV ANTEMENT

As you play, you'll earn Advances for your Character. These rewards represent your Character’s
growth and evolution and can be used to improve a variety of your Character's aspects. Advances are
usually handed out at the end of every play session, and you may spend them in between sessions
or save them up for later. On average, for a four to six-hour play session, you'll receive 1 Character
Advance and 1 Power Advance - you and your symbiont grow together. You'll get more Advances for
longer sessions, and you'll also get bonuses for finishing up plot arcs, including personal subplots.

There are two kinds of Advances: Character and Power. Character Advances can be spent to improve
your Character's Skills, Talents, Attributes, and Orgone. Power Advances are spent on your Tager,
using the same template you used fo built it. Presented here are the ways you can spend your
Character Advances.

To Avance A Skiw sy +1
If you want to improve one of your Character’s Skills, it must be one that she has been practicing -
either through regular use, study, or training. A Skill's rating may only be increased by one every
other session at the most.

¢ To advance from 1o 2 costs 1 Character Advance.
¢ To advance from 2 to 3 costs 2 Character Advances.
¢ To advance from 3 to 4 costs 2 Character Advances.
¢ To advance from 4 to 5 costs 2 Character Advances.

ImProvING Reaction SkiLs

Even though the starting level for Reaction Skills is linked to an Attribute, you can improve them like
any other Skill (using the costs above). They are eligible for improvement any session in which you
are called upon to use one.

To Become Speciauizen

If you want your Character to become specialized, it must within a Skill that she has been practicing
- either through regular use, study, or training. A Specialization may only be acquired or improved
if the Skill to which it is attached is not improved that session. Like Skills, Specializations may only
be advanced once every other session.

¢ To gain a +1 Specialization costs 1 Character Advance.

To Learn A New Skt

If you want your Character to learn a new skill, she must first seek instruction (which can be another
Character, a teacher, a book series, an on-line class, etc.). Instruction is classified as any training
created by any Character with Skill rafing of 3 or higher in the skill being taught. In general, it takes
about a month of study or a week of on-the-court training to pick up a Skill at a rating of 1.

¢ Once your Character has completed his training, spend 1 Character Advance to learn the new



Skill ot a rating of 1.

To Acauire A New Tatent
People discover they have hidden talents all the time, and your Character is no different. Talents are
unpredictable, so you can acquire one at any fime it seems appropriate - it should have some story
justification that makes sense. The only other limitation is that you can only acquire a new Talent
once every other session.

¢ To acquire a new Basic Talent costs 1 Character Advance.

To INcreast OreoNE
Orgone requires nothing other than Experience to improve. You can improve it at any time, for any
reason, up fo a maximum of double your Character's starfing amount.

¢ Two additional points of Orgone cost 1 Character Advance.

To Improve AN ArtriBute

Improving Attributes is difficult, so it's not normally the most common type of Character Advance-
ment. If you wish to do so, talk with your GM about the things your Character needs to do to improve
that Attribute, and then have her do them during play. Once a reasonable amount of fime has
passed, as determined by your GM, spend the Experience and increase the Attribute by one. Attri-
butes can be increased to a maximum of 10 normally.

You'll notice that improving Attributes at low levels is more expensive. Thai's because one to three
on the Attribute scale describe varying levels of handicap and it's often difficult to overcome natural
disadvantages.

¢ Toincrease an Attribute from 3 to 4, or 1 higher from 4 10 7, costs 2 Character Advances each.
¢ Toincrease an Attribute from 110 2, or from 2 10 3, costs 3 Character Advances each.
¢ Toincrease an Atiribute by 1 1o 8 or higher costs 3 Character Advances each.

Removing Drawsacks & Acauiring New Assers

Qualities are, in many cases, story devices. Some of them cannot be acquired after you've started
playing your Character and some Drawbacks might be impossible to overcome. Your GM will let you ~
know which Assets or Drawbacks can be acquired or removed during play, but your common sense -
should predict her answer. If your GM rules that an Asset can be acquired or a Drawback removed,
she will provide you with a set of conditional or behavioral requirements. Once complete, spend the
appropriate number of Character Advances and it's done. You cannot acquire an Asset whose effects

cancel out one of your Drawbacks until that Drawback is gone.

Furthermore, sometimes Assets or Drawbacks will come about through play and you will acquire
them without needing to spend Character Advances. Your GM will assign them as they happen and
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are appropriate.

¢ Removing an existing Drawback or acquiring a new Asset worth one point costs 1 Character
Advance.

¢ Removing an existing Drawback or acquiring a new Asset worth two points costs 2 Character
Advances.

< Removing an existing Drawback or acquiring a new Asset worth three points costs 3 Character
Advances.

¢ Removing an existing Drawback or acquiring a new Asset worth four points costs 4 Character
Advances.




The rules of CthulhuTech, also known as Framewerk, have evolved over the last ten years, culminat-
ing in V2. The system uses a pool of d10’s, usually from one to five dice, based on your Character's
Skill rating, modified by both Difficulty and the use of Drama Points.

TIM2

Just so we're all on the same page, here’s how we break down different measures of time that may
impact the game.

Turn | Used for conflict situations, each turn equals about five seconds of time in the game.

Event | Used for urgent situations, event time is tracked in one minute intervals in the game.

Much like a movie scene, encompasses a number of events that all focus around one

Scene . . :
parficular action, location, or theme.

Session | Asingle play event.

Story | Sometimes referred as the adventure, encompasses a complete plotline.

Downtime | The fime the character is not directly involved in the events of the story.

DIC2

Framewerk uses ten-sided dice, usually abbreviated as d10. Results of 0 equal 10, not actually 0.
Somefimes a d5 will be called for - take half of a d10 result, rounding up. Players should ideally
have from six to ten dice to play, as some rolls (like damage) may require that many.

Test Dice Mecranics

When you want your Character to do something special, you'll make a Test. This involves rolling a
pool of d10's equal to your Character’s relevant Skill's rating. Do not add them all up - instead, look
for special number results.

’ The Hicest Vawue
Identify the die with the highest number, and add this value to the Skill's Governing Atiribute to determine
your success or failure.

IDenTicAL VALuES

If two or more dice show the same number, the values of these dice may be added fogether and used,
instead of the Highest Value - even if the fotal exceeds 10. Add this value to the Skill's Governing Attribute
to determine your success or failure.




ConsEcutve VALUES

At A GLANCE

If three or more dice result in consecutive num-
bers, you may add the values of these dice togeth-
er, instead of the Highest Value - even if the total
exceeds 10. Add this value to the Skill's Governing

Attribute to determine your success or failure.

Whichever way you read your dice, you're look-
ing for the highest fotal possible from your roll.

Test TRIGGERS

If you beat your Success Threshold by more than
3, you've Triggered. Triggers may activate spe-

cial abilities or Talents.

Raw Numsers RoLts

Things like determining damage or armor pro-
tection against an attack are different from
Tests. Tests use the special dice mechanics of
Framewerk. Raw Numbers Rolls means you roll all the dice and just add them up.

T28TS

When it's important to know whether or not you succeed or fail, your GM will ask you to make a
Test. The Standard Threshold for Success is 13. If you roll the dice, add the result to the appropriate
Attribute, and the total is 13 or higher, you've succeeded.

DiFricuLmies

Some Tests are more difficult than others. Your dice pool shrinks when tasks are tricky. Your GM will
let you know the Test's Difficulty when she asks you to roll dice.

Easy No Test Required (Unless Skill is 1)
Average No Change

Challenging -1 die

Hard -2 dice

Very Hard -3 dice

Legendary 4 dice

Making Tests
Mechanically, Tests happen in five steps.




Determine Difficulty
Roll and read your Dice

1. Derermine Tyt oF Test

Technically, there are three types of Tests - Flat Tests, Variable Tests, and Contests.

Fuar Tests

This is the most common type of Test, where your Character is trying to do something without conscious
resistance. Your Success Threshold is 13, and you either succeed or fail.

VariasLE Tests

Variable Tests are used when there are several possible successful outcomes, based on how successful you
are. Every 3 points you roll beyond the normal Success Threshold of 13 equals a Success Level - 13 is Success,

Determine the type of Test
Determine the required Attribute & Skill

Announce the Success or Failure of the Test

16 is Level 2 Success, 19 is Level 3, and so on.

13-15

Success, possibly Mixed

16-18

Complete Success




19-21 Success, with a Cherry on Top
22+ Critical Success
Contests

Contests occur when some other force, antagonist
or other factor, directly tries to prevent the Charac-
ter's success. Both sides roll the appropriate Skill
+ Attribute and the higher result wins. Re-roll in
the event of a fie. Confests are common in combat.

2. Derermine ATTRIBUTE & SKiLL

All Tests are going to involve an Attribute and
a Skill. Figure out which ones apply the best.
If only an Atiribute seems to make sense, then
you'll use a Reaction Skill, found on p. XX.

3. Devermine Dirricutry

If the Test is anything other than Average, your

At A GLANCE

GM will tell you the Difficulty and you'll remove a number of dice from of your pool. If you're left
with no dice, then you can only attempt the Test using Drama Poinis (p. XX). If the Test is Easy and
you only have a Skill rating of 1, then you'll roll that one die.

If this is a Contest, there may be modifiers due to conditions. See p. XX for more.

4. Row anp Reap he Dice
Roll a number of dice equal to your Skill rating, and add the overall result (as described on p. XX) to
your Attribute. If you equal or beat the Success Threshold of 13, you succeed. Every 3 above that is a
Success Level, if this is a Variable Test.

5. ANNOUNCE THE Success or FAILURE oF THE TesT
Tell everyone at the table whether you pulled it off or not. Your GM will help narrate any significan
successes or failures.
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T25T MODIFIZRS

While most Tests are pretty straightforward, there are situations that can modify the way Tests play
out.

SPECIALIZATIONS

Specializations are described on p. 92. Basically, they give you a +1 die bonus to specific areas within
a Skill. You can only ever use one of your Specializations for a Test - choose the one that makes the
most sense.

Crimicat Success

If you ever beat a Test by 9 or more, for a result of 22+, you've Critically Succeeded. The exact effects
of a Critical Success are left up to your GM. In some cases, a Critical Success may not net any sort of
tangible benefit. At other fimes, a Critical Success can get you additional information, allow you to
complete a task faster than usual, or provide some other sort of cool benefit.

You can't Critically Succeed at Easy Tests - they're too routine for something amazing to happen.
If you're engaged in a non-combat Contest, you Critically Succeed when you beat your opponent's
total by 9 or more.

Crimcat Faiure

Sometimes, you'll blow it in a way that is spectacular. If you ever roll your dice and all of them come
up 1's, you've Critically Failed. The exact effects of a Critical Failure are left to your GM. There are
times when a Crifical Failure may have no significant or relevant effects, or the effects of Crifically
Failing may also not be immediately apparent.

You may use Drama Points to add dice to your pool, in an aitempt to eliminate o Critical Failure (see
p. XX). Also, Easy Tests can't be Critically Failed - they're too simple.

Cross-Matcting ATTriBuTEs & SkiLLs

Sometimes it will make sense for you to use a different Attribute for a Test than the one normally
associated with the Skill in question. As long as your GM approves, you can cross match Atiributes
and Skills as appropriate.

CoMPLEMENTARY SKILLS

Sometimes you'll need to try doing something that your Character isn't specifically skilled at doing,
but she's got a skill that's close. Your GM will allow you to use that complimentary Skill s if you had
a rating of one lower in it (with a minimum of one). Your GM will ultimately determine if the Skill
you want to use instead will work - sometimes they will and somefimes they won't.

UnskiLLe Tests
Sometimes you'll need to try doing something that your Character is not skilled at doing. If your GM
says that you can try it - not all types of things can be attempted by someone who isn't trained -



1}
then you'll make a different type of Test. You'll At A Gance: Test MoDIFIERS £
really only be able to succeed af fairly easy or o (ritical Success - beat a Test by 9 or more ;.J
”

’

routine things, but sometimes you've got to try. for an unexpectedly awesome success.

To go for the Unskilled Test, roll a d5 and add it e (itical Failure - when you roll all 1's, you

to your Attribute. Unless you have an Atiribute fail spectacularly.
of 8+, you're going fo fail. Drama Points are the
only way out of this (see p. XX). *  (ross-Matching Skills - with GM approval,

=

you can pair Skills with different Attributes. — -
Some skills are noted as being Professional ;

Skills. These require too much specialized knowl- *  Complimentary Skills - If you have a Skill

edge for the layman to even really attempt. You that's close, use it at a one die penalty with
can't use them unskilled, unless you spend GM approval. ;
Drama Points (see p. XX).
fsee . *  Unskilled Tests - Roll a d5 and add it to
REACTION SKiLLS your Attribute. Professional Skills cannot be
; ' ; attempted Unskilled. T b 4.
When it doesn’t seem like a learned and prac- : ‘*f(

ticed Skill applies, or in situations where a Char-
acter need fo react fo something in her environ-
ment, you'll use one of the Reaction Skills. Each
A“ribuie is puired W"h a Single Reaction Skl". . Se(ond (hun(es - Eu(h time you try uguinl

_ Difficulty increases one level.

e Reaction Skills - for reactions or raw Attri-
bute Tests.

Agility Coordination
Strength Brawn :
1
Tenacity Wellness
Intellect Insight -
:i'\{ i
Perception Intuition i
p ] ‘lhr 3
Presence Charisma "

As a player, your GM will let you know when to use Reaction Skills, since you don't voluntarily use
them. See p. XX for more details.

SecoND CHaNCES
Somefimes, you have the space to try again when you've failed a Test. Each fime you try again, the -
Difficulty goes up a level. Once the increasing Difficulty has wiped out your dice pool, you can make 3
no more attempts.

ExteneD Tests

When you need to take some time to get something done, you'll need to make an Extended Test.
When doing so, make three of the appropriate Test. If you succeed at two out of three, you're suc-
cessful at the Extended Test. Critical Successes count as two successful Tests, while even one Critical

’ . | =
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Failure causes the whole Extended Test to fail.

Teamwork

If friends can help you, have the Skills required, and are af least as equally skilled as you, you get
one honus die for your Extended Test. If two qualified people can help you, you get two bonus dice
instead. This is usually the most people that can help with an individual task and be effective.

Taking Extra Time

Taking a little extra time for important Tests can help, if you have the luxury. If so, take twice the
usual time required and add one bonus die for your Test. If you take three times the required time,
add two honus dice. This is maximum benefit you can gain from taking your time.

PushinG THE Limir

You can push yourself to the limit, causing yourself harm in order to get more dice for the Test. Every
bonus die you want for the Test causes two dice of damage - you roll for damage after you roll for
the Test. You can succeed and die in the attempt.

You'll have to work out how this makes sense in the narrative. Physical sirain is easy, suffering illness
or blowing out your blood pressure with stress might be another couple options.

You can’t take both Extra Time and Push the Limit for one Test - it's one or the other. You're either
recklessly plowing towards your goal, or methodically working it out.

EnviRoNmeNTAL & CIRcuMSTANTIAL MoDIFIERS

Somefimes things get in the way of Contests, like distractions or adverse conditions in your environ-
ment. Your GM will determine if such things incur a Minor, Major, or Severe penalty fo the sides
negatively affected. Sometimes only one side of the Contest will be affected, sometimes both will be.

Minor -1 die
Major -2 dice
Severe 4 dice

DRAMA POINTS

Drama Points are used to manipulate a Character’s dice - any Character’s dice. For each Drama Point
you spend, you can increase your Character’s number of dice for a Test by one, increase an ally's dice
by one, or rob an enemy of one of his Test dice.

IncreasinG A Dice Poot
If you are using Drama Points to increase your or another Character's dice, you can choose to spend
the points after the roll - you can keep spending Drama Points until you are either satisfied or



reach the limit of three per Test. You-don't need
to declare how many you are spending at any
time, instead spending them one by one. Fur-
thermore, in the case of helping an ally, your
Characters don't need to be in any kind of prox-
imity.

Arrempring Things UnskiLep

You can use Drama Points when you need to
make Tests for skills your Character doesn’t
have. Normally, you'd only roll 1d5. If you
spend a Drama Point, that 1d5 becomes 1d10.
Each Drama Point you spend thereafter gives
you another 1d10 for the Test. You can even at-
tempt to use Professional skills this way - some-
thing you can’t normally do.

Decreasing Enemy Dice Pool

You can reduce an opponent's dice pool using
Drama Points, the sume way you can increase
your own dice pools. Any fime you wish to do
this, you will need to inform your GM before she
rolls. You can't affect the dice once they hit the
table.

Somefimes Key Antagonists will have Drama
Points o spend and can use them fo reduce your
dice pool. Your GM must let you know this is hap-
pening before you roll. You can spend Drama
Points to increase your dice pool back up, if you
have them available.

LimrmaTions

At A GLANCE: Drama Points
Drama Points are used to modify Tests. They are
used in one of the following three ways:

1. You can use a Drama Point to add one die
to the number of dice you roll for a Test.
You can add up to three, one at a time, and

you do not need to declare you are doing

so beforehand.

2. You can use a Drama Point to add one die
to the number of dice an ally is rolling for
a Test, even if your Characters are nowhere
near each other. You can add up to a fotal
of three (as a group), one at a time, and
you do not need to declare you are doing
s0 beforehand. i

3. Before your GM rolls, you can ask him how
many dice he is rolling for a Test. You can
then take his dice away by spending Drama
Points, on a one for one basis, up to three.

Drama Poinis may never be used for:

¢ Initiative

< Armor Rolls
¢ Damage Rolls
¢ Fear Tests
¢ Insanity Tests

You may only spend up to three Drama Points to increase or reduce any one Test, including those
gifted by friends. However, you may choose to be all-in for one important Test each game session,

and can use as many Drama Points as are available - up fo a maximum pool of ten dice.

Drama Points may not be used for Raw Numbers Rolls, such as Initiative, Armor, or Damage, as well

as for Fear or Insanity Tests.

Drama Point Poots

In most games, each player gets a pool of five drama points at the beginning of each session. Drama
poins cannot be saved from session to session, unless a session ends at a particularly tense and cru-
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cial moment. Players can then keep their Drama Points for the next session, and the GM will award
fresh Drama Points when a good break in the action occurs.

CARD GAMZPIAY

Dice are awesome, but somefimes you want a little more control over the random elements of
the game. Here are some option rules, so that you can use playing cards instead of dice to play
(thulhuTech.

CReaTiNG THE Puay Deck

To create your communal play deck, take two decks of regular playing cards and remove the face
cards and jokers. You'll end up with four suits, each with two runs of ace to ten, for a total of 80
cards. This play deck works for up to four players, plus the GM. If you have more players, add in
another deck of playing cards for every two extra players.

PLAYING THE GAME
When you're ready fo
play, shuffle the play
deck and place it where
everyone can  reach
it. Each player draws
a hand of five cards.
Every fime you play
cards, draw back up fo
five cards in your hand.
Whenever you run out
of cards, reshuffle the
discard pile and keep

going.

When you make a Test,
play a number of cards
equal fo the number
of dice you would have
rolled. Read them as you
would dice. For every
Drama Point you spend,
draw one card from the
top of the draw deck and
add it to the mix.

If your GM thinks it's
cool, you may be able fo



keep your hands from session to session.

CrmcaL FaiLures

Crifical Failures are hard to come by using cards.
An average play deck will have only eight aces.
The odds of a player getting a hand of five aces
aren't good.

FLuHES

If you play three or more cards of the same suit,
you have a flush - in addition to any other re-
sults that come from your fotal. You draw anoth-
er card from the play deck and add it to the Test
when you play a flush - two cards if you play a
straight flush (both a siraight and a flush).

GM Draws

If you're the GM, you always draw from the top
of the play deck and don't get to build your own
hand. This variation is intended to give the play-
ers more control, while leaving the rest to fate.

Burning Caros

You're not allowed to attempt frivolous Tests
just to burn off bad cards in your hand. Your
GM will call you out, if she thinks that's what
you're up to.

Counting Caros
Counting cards is considered cheating, just like
in casinos.

A7 A GLANCE: CARD GAMEPLAY
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The Shadow War is violent. Here are the rules that govern fighting, social inferaction, and environ-
mental effects.

THZ COMBAT TURN

ATurn represents five seconds of high intensity action. There are six steps to every Turn of combat.

1. DerermiNg INmiaTive

To determine when you get to act in the turn, roll 1d10 + Reflex. This total is your Initiative for the
Turn. Everyone acis in order from the highest Initiative to the lowest. In the case of a tie, the higher
base Reflex goes first - or simultaneously if equal.

2. Decuare Acrions
Each Character has five Action Points to spend in a Turn. See p. XX for the list and costs of Actions.
Creatures may have more than five Action Points.

3. Make Compar ConTests
To attack a target, generate a fofal using the appropriate Skill. In most cases, you'll use the Dodge

Skill to defend. If the attack could realistically be parried, then the defender can use her Martial
Arts Skill.

If you're shooting at someone who is far enough away, you'll lose dice from your pool:

Short Average None
Mid Challenging -1 die
Long Hard -2 dice
Exireme | Very Hord -3 dice

If your target isn't living and aware, use the Stafic Targets rules on p. XX.

4. Row Damace
Your damage is determined by your Combat Contest, your weapon, and your Strength (for close
quarters).

Success
For every three points you beat your opponent's defense result by, roll 1 die for damage. Round up,
so the minimum number of dice you'll get from Success is one.

Weapons
Weapons do an additional fixed amount of damage. For example, a (S-40 Defender (a medium pis-



tol) does 1 die of damage, while a steel katana At A Grance
does 2 dice.

STRENGTH

If your attack is close quarters, you get to add
your Strength Bonus - equal to your Strength
divided by three, rounded down - in dice.

OveraLt Damae
Add up all the dice from these three factors and
roll them. This is a Raw Numbers Roll - add the
dice together.

5. Ceck Wounns

Every Character has five Wound Levels, and each

is equal to her Vitality. A Character with an av-

erage Vitality of 10 then can take 10 points of

damage in each Wound Level - or a fofal of 50

points overall - before death. Start at the top

and work your way down. For more information see Wound Levels on p. XX.

Armor

Armor reduces the amount of damage a Character suffers from an attack, depending upon the
type of armor and the type of attack. Armor is rated by Trauma, used against physical attacks, and
Projectile, used against any kind of ranged attack. Roll the appropriate number of dice, total them
up, and reduce the damage coming your way by that much.

6. ReGENERATE
Tagers and many other creatures regenerate, healing back an amount of damage every Turn. See
p. XX for details.

Repear
Start back over with Step One and repeat the Combat Turn until the conflict ends.

’ . | =
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ACTIONS

During a given Turn, each Character can perform a certain number of actions, usually worth a total
of 5 Action Points - in addition to defending against any number of attacks for free. You can perform
any single O-cost Action only once per Turn, and only two 0-cost Actions per Turn.

Acrion Acrion Points Skt Test Trigoer | 1 per Turn
Duck 0 N N Y
Shout at someone 0 N N Y
Survey the situation 0 Y N Y
Use Occult to ID creature 0 Y N Y
Drop something 1 N N N
Push Back 1 Y Y N
Silence 1 Y Y N
Speak a short sentence 1 N N N
Take a couple steps 1 N N Y
Aim a ranged attack 2 N N N
Draw o holster a weapon 2 N N N
\ Hasty Attack 2 Y N N
Jump 2 N N N
Move at Walking Speed 2 N N Y
Open an unlocked door 2 N N N
Press the Attack 2 N N Y
Reload Weapon (Most) 2 N N N
Seize Initiative 2 N N Y
Skill Tests (Simple) 2 Y N N
/ Take Cover 2 N N Y
Taunt 2 Y N N
Attack 3 Y N N
Break Away from Close Quarters 3 Y N Y
Defensive Positions 3 N N Y
Disarm Opponent 3 Y N N
l 1] Fire Three-Round Burst 3 Y N N
Get Up 3 N N Y
'« Reload Heavy Weapon 3 Y N Y
E‘- Recover Disarmed Weapon 3 N N Y
Threaten 3 Y N N
Fire Full Auto 4 Y N Y
1.' Full Defense 4 N N Y
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Acion Acrion Points Skiut Test Trieoer | 1 per TurN
Lay Down Suppressive Fire 4 Y N Y
Move at Running Speed 4 Y N Y
Skill Tests (Complex) 4 Y N N
Takedown 4 Y N N
Two Fisting 4 Y N N
Charge Al Y N Y
Opportunity Atfack Al Y N Y
Tager Limit Attack All Y N Y
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Tyees oF Actions

Am  Ransep Ammack

When you take the time to aim, you gain a +1 die bonus to your next Combat Contest with that
weapon. If you can hold your aim and do it a second fime next turn, you get a +2 dice bonus. You
lose aim if you have to defend yourself or take any other action before you can fire.

Ammac
You make a regular attack using one of your weapons.

Breax Away From CLose QUARTERS

Once you're engaged in close quarters combat, you can't just run away from it. Spend 3 Action Points
and roll 1d10 - 110 5 = nope, 6 to 10 = free. These chances decrease by one for every opponent past
the first with which you are engaged.

If you win, you can move your Run Speed away. Otherwise, you've wasted your AP and must stay
in the combat.

(HaroE

If you can reach an enemy with your Running Speed this turn, you may charge her. This gives you a
free attack ot a -1 die Penalty, but if successful will do one exira die worth of damage. This applies
to attacks that are unarmed or using hand weapons only - guns do not gain benefit from charging.

Derensive Posmions
You suffer a -1 die Penalty for Attack Tests and gain a +1 die Bonus for Defense Tests until the start
of your next Turn. You don’t need cover to gain this benefi.

Disarm OppoNENT

If an opponent has a weapon, can attempt to get the weapon away from her. This requires a Contest
in which each combatant uses their Athletics: Coordination or Athletics: Brawn (whichever is higher).
If you succeed, her weapon is knocked to the ground. If you Trigger, you can take it away from her.

Draw or Houster A WeaoN
You may draw a new weapon, if you have hands available, or you may holster a weapon you're
currently holding.

Drop SoMETHING
If you're holding something, you can drop it where you stand and make that hand ready for more
useful things.

Duck
You can make yourself lower profile or duck into cover, giving you potential cover benefits.

Fire Furt Auto
Some weapons are designed fo fire at a high rate of fire. If you're firing on single shot with an



automatic weapon, resolve the attack as normal. When firing on automatic, your attack suffers a
-1 die Penalty, but you add the weapon’s Auto value as a number of bonus damage dice. The Auto
value will also tell you the number of rounds firing on auto consumes - in general, it will be about
half of a full clip.

Fire Three-Rounn Burst

Any weapon capable of automatic fire is also capable of three-round bursts - it's a O-cost Action to
switch between fire modes. If the attack is successful, do an extra die of damage. This uses three-
rounds of ammo.

Fuit Derense
If you focus on defending yourself, you cannot attack, but gain a +2 dice bonus to your Defense Tests
until the start of your next turn. You do not need cover fo gain this benefit.

Ger Up
If you find yourself on the ground, spend 3 Action Points to get back up. You can’t move until you do.

Hasty Amack !
When you don't have two weapons, you can try a quick, uncoordinated attack. Your attack is at a -1
die Penalty.

Jump
You can jump up fo your maximum distance for 2 AP.

Lav Down Suppressive FiRe

There may be situations in which you'll want to fill an area full of bulleis to slow your opponents
down, instead of trying to harm them. Automatic weapons are the most effective in these situations,
but any gun will do.

Your attack will encompass a 45° arc in any direction. To accomplish this, you must succeed at an
Average Marksman Test. All combatants that are moving through the field of fire must succeed af
an Average Dodge Test, or take damage equal to one round from the gun - with no bonus damage.
Regardless, if you succeed, all combatants must slow their advance.

The amount combatants in that area are slowed is shown by the following table, depending upon
whether or not you're using an automatic weapon, and whether the area is open area with lots of -
room to move or if it's confined with little room to maneuver. -

Auto - Open 50%
Auto - Confined 75%
Semi - Open 25%
Semi - Confined 50%
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Move AT Running Spee
You may move up to your Running Speed.

Move a1 Watking Speep
You may move up to your Walking Speed.

Open an Untocken Door
You may open a door and look through it.

OpporTuniTY ATTack

Opportunity attacks happen when an opponent who is acting on a higher Initiative makes herself the
perfect target. Maybe your Character has her gun out and the guy steps right out into plain sight.
Maybe she’s trying to run up into close quarters combat with your Character and there’s no reason
you can't get off a quick panicked shot before she gets there. Make a Hasty Attack and use all of your
Action Points for the turn in order to act on this higher Initiative.

Press The Amack
You choose to ignore all of your defenses until the start of your next turn (your Defense equals your
Agility for the Turn), but you gain a +2 dice Bonus to all Attack Tests.

Push Back
If you Trigger on your Combat Test, you may move your target 3 yd/m away from you, if possible.
This costs 1 more Action Point.

Recover Disarmen WEeaPON
If you've been disarmed, it costs 3 Action Points fo recover your weapon - as long as it remains
nearby (generally within about 3 yd/m).

Reroan Heavy Wespon
If your heavy weapon is out of ammo, you may reload using this Action.

Retoap WeapoN
If you're out of ammo, you need fo reload your weapon. Heavy weapons cannot be reloaded using
this Action.

Seize INmaTive
You spend the Turn assessing your opponent’s action, and you suffer a -1 die Penalty to all Attack
Tests this Turn. However, you gain +3 to your Initiative next Turn.

SHOUT AT SOMEONE
You shout a few important words to someone within ear-shot (or communications range).

Skiut Tesrs (CompLex)
If you need to use a Skill that requires your full attention, you can make that Test for 4 Action Points.



Skiut Tests (Simpe) - A A GLance
If you need to use a Skill that won't require your

full attention, you can make that Test for 2 Ac-

tion Points.

SILENCE

You can attack an enemy in such a way that it
prevents him from communicating to his team-
mates or calling out for help unfil your next
turn. Your attack must Trigger in order to silence
an enemy and requires one more Action Point.

SPEAK A SHORT SENTENCE .
You may speak a brief, but complete senience fo
someone withing ear-shot.

SURVEY THE SITUATION g & ﬂlfr-(

You take a moment to get a better grasp on
what's going on. This requires success at a Chal-
lenging Observation Test. Your GM will then fill
you in on more details and answer any quick questions you might have.

Tae A CouptE Stees
You can move a few steps in any direction you wish, as long as it isn't more than one yd/m.

Taxe Cover
If cover is available, you can begin using it to your advantage for 2 Action Points. Each type of cover 3
provides you with a bonus number of dice to your Defense Test against those from which it would .
profect you. :f“
s X
Diving and fighting prone +]
Partial cover (from 25-60%) +2
Complete cover (from 61-99%) +3

Partial cover might include hiding behind a short wall, a post or small tree of some kind, or furniture. _ -
Complete cover might include ducking down behind a car or shooting from behind a wall. %

Also remember to take into account elevation or flight. What provides cover against a target on the
ground may not do anything against an elevated opponent.

Taxenown
You can attempt to knock an opponent with which you are engaged into a temporarily helpless posi-
tion. This requires a Contest in which each combatant uses their Athletics: Coordination or Athletics:
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Brawn (whichever is higher). If successful, the opponent is knocked to the ground and cannot move
until he can spend 3 Action Points o get back up.

Thunt

Once you have chosen an enemy to Taunt, make a Contest using your Deception or Persuade against
his Fitness. If you succeed, he's forced to attack you next turn, if able. If you Trigger, he'll come out
of cover for the Turn.

THREATEN

Instead of attacking, you can attempt to infimidate a non-monstrous opponent to give him pause.
Make a quick Infimidation vs. Fitness Contest. If the opponent loses, he can either move away from
you, if able, or he can spend no Action Points next Turn, though he can continue to defend himself.

Two FisTin

If you are skilled with o weapon (have at least a rating of 1 in the appropriate skill), you may be
able to use two of that weapon at the same fime. Naturally, the weapons in question must be the
kind of weapons a person can use two of at the same time. Daggers make sense, as do handguns,
but shotguns or machine guns do not.

If you can wield two weapons at the same fime, you can attack with both of them in the same turn
for a 4 Action Points. Both attacks are made at a -1 die Penalty.

Ust Occutr 1o 1D Creature
You take a moment fo figure out what you're fighting. This requires success at an Occult Test, with
the Difficulty set by the GM.

SP2CIAL SITUATIONS

There are certain situations that arise during combat which deserve special mechanics attention.

CrmicaL FAILURES

If you roll a Crit Fail for your Defense Test, your Defense is treated as if it were 0 for the turn. If you
roll a Crit Fail for your attack, your attack not only fails, you also somehow mess up your weapon in
such a way that you can't attack with it for the rest of this combat.

EnTANGLING

A creature or weapon with this trait has the ability o attack a second fime (for only 1 Action Point)
in the same turn it successfully hits with an entangling attack. Usually, this second attack is a bite
or something similar. The second attack requires that a creature have another applicable mode of
attack, and the attack is resolved as if a Hasty Attack.

Execurion
There will be fimes when there's no reason why a Character shouldn't be able to kill something with
one blow. If something is lying at Death’s Door, if the Character has a gun to her target's sleeping




head, or if she sneaks up behind an entirely unaware and unarmored target, the GM should rule
that the Character kills her target instantly. Use your common sense - many creatures can't be killed
this way.

Fast Tarcers

Things moving ot fast speeds are harder targets to acquire. If a target is moving from 51 to 100 mph
then attacks against it suffer a -1 die Test Penalty, from 101 to 200 mph the Test Penalty increases
to -2 dice, and faster than that, it increases fo -3 dice.

FiriNG INTo Compat

If you choose to shoot at an enemy that is embroiled in close quarters combat with another - ally or
otherwise - they each need to make a Defense Test against your attack. Each combatant must make a
Defense Test. Those who are not the intended target of the attack get a +1 die bonus. The combatant
with the lowest result s hit.

Ganeing Up _
Sometimes you'll either be surrounded by foes, or you and your allies will close in on a particular !
enemy. If two combatants surround an enemy, they each get a bonus of one die to their attacks; if
three or four combatants surround an enemy, they each get a bonus of two dice to their attacks.

Guns IN CLos QuARTERS
Once an enemy closes to close quarters, you would normally switch to your Martial Arts Skill. How-
ever, you can sfill use your handguns, but at a -1 die Penalty to your attacks.

0BscureD TaRGETS

Attacking a target normally requires a clear line of sight between you and it. However, there will
be times when you'll want to do something in obscuring conditions, whether they be in smoke, fog,
darkness, or something similar. If the conditions make sight difficult (partially obscuring), such as
light fog or dusk, you suffer a-1 die Penalty to those Actions that require sight. On the other hand, if
the conditions are truly obscuring, like in heavy smoke or darkness, the Test Penalty increases to -2
dice, but again only for Actions requiring sight.

STaTIC TARGETS
Sometimes you'll want to shoot at something that isn't alive. Taking a shot at a static target is a shot _
against a regular Difficulty instead of a Contest.

Short Easy
Medium Average
Long Challenging
Extreme Hard
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This Difficulty may be modified by the size of the target. In general, especially small targets will be
one level of Difficulty higher, while especially large targets are one level of Difficulty lower. In any
case, your GM will let you know.

SuRPRISE

Somefimes, a defender will be completely unaware that they are about to be attacked. If this is the
case, the defender does not get to make a Defense Test against that attack. As long as the attacker’s
Test yields success, it will hit and do damage - using only the target's Agility as the Defense total.

TAKING DAMAG2

Wounp Levers

Characters in CihulhuTech have five Wound Levels that represent their overall life-force and well-
being, and each Wound Level is equal in points to their Vitality. Additionally, Characters may suffer
penalties based on their Wound Level.

Fiest Wounbs



Your Character suffers from bruises-and minor At A GLANCE

lacerations. No Penalty.

Lighr Wounos

Your Character suffers from deep cuts, sprained
muscles, and painful bruises. She suffers a -1
die Test Penalty to all Actions.

Monerate Wounps

Your Character's not only bleeding, she's likely
broken or fractured bones. She suffers a -2 dice
Test Penalty to all Actions, her Speed, Armor,
and Regeneration are cut in half, and she now
only has 3 Action Points per furn.

Serious Wounps

Your Character is a mess, bleeding heavily,
grinding broken bones, and crawling along po-
thefically. She suffers a -4 dice Penalty to all her
Actions, and has only one Action Point per turn.

Her rate of Regeneration is cut in half, and her armor is now useless.

Deati’s Door

Your Character has passed out, and is in danger of bleeding to death. Her rate of regeneration is cut
to a quarter. Her armor remains useless. A Character who does not Regenerate will die within the

hour without medial attention.

Dea

Your Character has been killed. Observe a moment of silence.

PHYSICAL OBJ2CTS

Regular objects have Structure, which is the inanimate equivalent of Vitality. Brittle materials have
low Structures, while tough materials have high Structures, and parficularly sturdy materials also

have Armor.

Object Total Structure
Lightpost 20

Compact Car 40/1 Armor
Office Building Inner Wall 20

Office Building Quter Wall 40/2 Armor
A Steel Grate 20/1 Armor
Powered Armor 300/2 Armor

0 TP
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Some fypes of weapons, particularly explosives, reduce Armor with their attacks.
¢ Piercing means that it reduces Vitality Armor.
¢ Rending means that it reduces Structure Armor.
¢ Obliterating means that it reduces any Armor.

JXPIOSIVES

All explosives are either Piercing, Rending, or Obliterating. Explosives don't gain the benefit of addi-
tional success dice for damage - they do a flat amount of damage. That's the price for an explosion.

CAUGHT IN THE BuasT

When something explodes and you're in the blast radius, you don't get to dodge it. It happens and
you're going to get hit by it. You take the appropriate amount of damage, or you can spend 2 Drama
Points to take only half of it. In either case, you're thrown to the ground and you'll have to spend AP
to get back up if you're in combat.

Buast Rapius
Some explosives have a primary and secondary blast radius. Those caught within the primary blast
radius suffer full domage from the explosion and those within the secondary suffer half.

GRENADES

You use your Thrown Weapons Skill to throw a grenade, using the rules for Static Targets. To deter-
mine your range, divide your maximum throwing distance into three equal segments. The first seg-
ment is your Short Range, the second is your Mid, and the third is your Long - grenades don't have
Extreme Range. If you fail, the grenade will deviate - use the same rules as Indirect Fire below. If you
succeed, the grenade lands where it was supposed to and affects everything within its blast radius.

INoiRect Fire

Some weapons, such as grenades or grenade launchers (or sometimes rocks), are things that can be
lobbed, skipped, bounced, or otherwise delivered in a non-linear fashion. These rules cover using one
of these weapons against a farget you cannot see.

Use the rules for Static Targets to determine your Difficulty. If you have someone who can see your
target and can relay coordinates, you only suffer a -1 die Penalty. If you don't, you suffer a -2 die
Penalty.

If successful, your shot has landed correctly. If not, it will land somewhere else nearby. Roll for
distance and deviation. The explosive will detonate there instead, and may affect a very different
group of targets or nothing at all.

Short Range 1d5 ft




Mid Range

2410 ft

Long Range

3d10 ft

1:00

4:00

5:00

6:00 (Directly In Front)

7:30

9:00

10:00

o | o | Nl s w N —

11:00

o

12:00 (Directly Behind)

Demotimions

Some explosives are designed to be Rending, usually those used in demolition, and some are de-
signed to be Piercing for anti-personnel purposes, but most are Obliterating. When successfully set
charges explode, they do damage to everything in it's blast radius - whether that be 360° or shaped
in one direction.

INVIRONMZNTALHAZARDS

It won't always be horrible creatures or small arms fire that hurt your Character. Environmental
hazards including burning, drowning, o falling are just as real a danger. When your Character finds
himself in such danger, your GM will determine how much damage you suffer based on conditions.
Armor may protect against some things - just use your common sense. Here are a few of the most
common kinds.

CRUSHING -
Crushing depends upon how much of the Character’s body is being crushed and by what. If only a _
part of his body is being crushed or the weight isn't obscene, the situation might call for two or four
dice of damage per turn. Having a flying car land on you is worth twelve dice per turn.

DrowNING/ SUFFOCATION
Not being able to breathe is always life-threatening, causing eight or twelve dice per turn. This is
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applied only once a Character has run out of air in his lungs - usually 30 seconds to one minute.

Faung

The damage that comes from falling depends on how far the Character falls and onto what. Normally
your Character will take four dice of damage for every five yards/meters he falls, adjusted up or
down based on the landing surface.

Fire /Heat/Smoke

Individually these conditions might not be immediately lethal, only causing two or four dice per turn.
However if all three of these conditions are present, such as if your Character is trapped inside a
burning building, it becomes an extremely life-threatening situation.

PHY¥SICALFZATS

Sometimes it will be important to know some of your Character's physical boundaries. Here are a few
additional rules to help you determine them.

CumBING
A Character can climb at a maximum speed equal to a third of his maximum land speed. The Dif-
ficulty of this climb may be affected by the surface and environmental conditions, like wind or rain.

ENDURANCE

Every Character has a limit to how far he can go. Characters can walk for a number of days equal to
half their Tenacity, before they have to take time to rest. They can also run at half their maximum
speed for a number of hours equal to their Tenacity or af full speed for a number of hours equal
to half their Tenacity. Swimming and climbing are more difficult and Characters can swim or climb
at half their maximum speed for a number of hours equal to half their Tenacity or at full speed for
a number of hours equal to a quarter their Tenacity (round down). They can maintain strenuous
physical activity or combat for a number of minutes equal to their Tenacity and can stay awake for a

2 dice/turn Hazardous conditions; exposure fo the environment seriously affects your Character’s health.

4 dice/turn Very dangerous conditions; exposure to the environment for more than a few moments will seriously
affect your Character’s health.

8 dice/turn Life threatening conditions; exposure to the environment for even a couple seconds will cause your
Character severe damage and may cost him his life.

12 dice/turn Extremely life-threatening conditions; if your Character does not find a way out of the environment
very quickly a swift death is in the post.




number of days equal to a quarter their Tenacity At A GLANCE
(round down).

When Characters reach these limits, they must
rest. Your GM will tell you for how long, but any
Action you try to take while exhausted is at a -2
die Test Penalty.

JumpING
Characters can jump one yard/meter across and
one foot/30 cm high for every point of Strength.

LiFring :
Characters can lift 60 pounds/45 kg and carry

half that for every point of Sirength. This in-

creased amount doubles for each point above P
10. Mass, size, grip, and other conditions affect i 'J“:}'_Q.
how easily something can be lifted or carried.

MovinG OVER TERRAIN
The quality of terrain limits the maximum speed at which a Character may move. Difficult terrain,
such as sand, limits speed to half of maximum and Severe terrain, such as dense jungle or mud,
limits it fo a quarter.

SWiMMING .
A Character's maximum swimming speed is one-third his land speed, assuming that the Character A
knows how to swim. Conditions, such as waves and currents, also affeci how difficult it is for a

Character o swim. :":9;
THROWING iy

Characters can throw reasonably light objects ten yards/meter for every point of Strength.

HZALING

Once your Character has been hurt, there are three ways in which he can heal - Naturally, with First *
Aid, or with complete Medical Attention. Medical advances have made it so that people can heal af -
much greater rates than today, but healing naturally still takes a painfully long amount of time. Y

¢ Ifyou have no other choice than to heal naturally, you'll get back one point of Vitality every
two days of game fime.

¢ Ifyou can be tended to by someone who knows Medicine: Physical and has access to a fully-
stocked modern first aid kit, you'll immediately heal 2d10 damage. You'll then heal at a rate
of one point of Vitality every day of game time.

L
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¢ If you can receive full medical attention by a qualified professional with access to modern
medical facilities, you'll immediately heal 4d10 damage. You'll then heal at a rate of two
points of Vitality every day of game fime.

REGENERATION

As a Tager, your Character regenerates, healing very quickly. Other creatures often do as well. At
the very end of every Turn, after all Actions are complete, regenerating creatures recover a certain
amount of Vitality. This amount is listed with the creature.

You also have a certain amount of Vitality you will regenerate in your mortal form, each hour.

Opmionat: Comas
When a Characier has been hurt so badly that he's knocking on Death’s Door, he may fall into a
coma. Make a Challenging Wellness Test. If successful, the Character is sfill in peril, but not in a coma.

If failed, make another Challenging Wellness Test. If successful, the Character is in a coma and needs
to receive medical attention within the hour. If failed, the Character is in a coma and needs medical
attention within a number of minutes equal to his Tenacity, or he'll die.
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Once properly stabilized, a comatose Character At A GLANCE
will heal normally. Each week of game time,

make an Average Wellness Test. If successful, he

comes out of the coma. If failed, wait one week

and increase the Difficulty one category. Once it

reaches Legendary, it stays there.

Tagers who reach Death’s Door will continue to
regenerate, albeit much more slowly at first.
They come out of comas once they reach Serious
Wounds.

SOCIAL COMBAT

There will be times when you'll want to try to
enforce your will on another person, or when
someone else will try to force their will onio
you. Social Combat involves pitting social skills
against each other to see whose social pressure
prevails.

Everyone you face will have one of four attitudes toward you - Friendly, Ambivalent, Unfriendly,
or Hostile. Social Combat affects each of these attitudes differently. Your GM will let you know a
Character’s or NPC's attitude when it becomes important. Just as in real life, most people in normal
circumstances will be ambivalent toward you.

Each of the four atfitudes means that the person in question will behave a certain way, within certain
boundaries:

¢ Friendly characters are nice, open, and helpful - in general.

< Ambivalent characters don't feel one way or the other. They'll be polite or cordial, but may
or may not be helpful.

¢ Unfriendly characters are rude, closed off, unhelpful - or simply scared - in general.

¢ Hostile characters actively seek to cause harm - or are freaked out.

There are six Social Skills and each provides a different type of result:

¢ Intimidate allows you to cow someone else into giving you what you want.

O Misdirect allows you to spin falsehoods and make people believe whatever you want them
to believe.

¢ Persuade allows you to convince someone of something, whether it's a point of view or a
course of action.

¢ Savoir-Faire allows you to seamlessly blend into social situations without arousing suspicion,

avoiding potential awkwardness or faux pas.

’ . | =
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¢ Seduction allows you to manipulate members of the opposite sex with promises of sexual
congress, spoken or unspoken.

Which Skills you can use depends upon the target's Attitude:

Armimupe SociAL SkiLLs

Friendly Intimidate, Misdirect, Persuade, Savoir-Fair, Seduction
Ambivalent Intimidate, Misdirect, Persuade, Savoir-Fair, Seduction
Unfriendly Infimidate, Misdirect, Persuade, Seduction

Hostile Intimidate, Misdirect

Which Skills require Exchanges also depends upon the target's Attitude. Those that don't require a
simple Test, where success yields the desired result - as long as the request isn’t outrageous.

Ammupe SkiLLs ReuiriNg ExcHanGEs

Friendly Intimidation, Misdirect, Seduction (if not predisposed)
Ambivalent Intimidation, Misdirect, Persuade, Seduction (if not predisposed)
Unfriendly Intimidate, Misdirect, Persuade, Savoir-Fair, Seduction
Hostile Infimidate, Misdirect, Persuade, Savoir-Fair, Seduction

EXCHANGES

Social combat is divided up into Exchanges, instead of Turns. Exchanges, unlike Turns, are fluid and
take as much fime s is realistically needed. During an Exchange, each party gets to take their social
action. There is no Initiative or Turn order in an Exchange - all actions occur simultaneously.

1. CHoose Your Desiren Errect
Your first step will be to determine what Skill you can and will use, and what you want your desired
outcome to be. Roll and generate a dice result, using the appropriate Skill + Attribute.

2. InsicHt

Whenever someone is trying to manipulate someone else, the defending Character generates a result
using Intellect + Insight. If you equal or beat your opponent’s Insight tofal, then you get to wear
down her will.

3. SHiFr Armimupe

Once you've overcome a person’s psychological defenses, you get to shift their Attitude one step
closer to pliability. If the person is already Friendly or Ambivalent, then go to Step 4 - whatever you
were trying to do succeeds, within reason. If the target was hostile, they move to Unfriendly, and if
Unfriendly, they move to Ambivalent. Once a target is Ambivalent, one more successful Test will yield
results. If you choose to spend further Exchanges to increase your target's Attitude to Friendly, then
the results will be more to your liking.



4. Derermine Errect
Once you've won enough Contests to shift your opponent’s Attitude to Ambivalent, your GM will
determine what sort of effect you've had. Obviously, moving someone from Unfriendly to Ambivalent
using Seduction won't yet produce the desired result, but you're one step closer. It should be obvi-
ous what Attitude a person will need in order to do what it is you're trying to do - Ambivalent in
many cases, through Friendly in others. If a Character spends the time to move a target’s Attitude
to Friendly, even though only Ambivalent would have been necessary, then the GM will determine a
more favorable result that has been produced by the extra work.

Once each Characters who has chosen to be a part of the Exchange gets to go, then a new Exchange
begins until it is over.

DererminiNg AriTupe

As a player, when you enter a social situation where your Attitude may be required for Social Combat,
you should work with your GM o determine your likely Attitude towards the people in question.
Please be realistic when doing this - it's unlikely your Character is going to be Unfriendly or Hostile
towards everyone, regardless of rules benefi. Most people in life are simply Ambivalent to one !
another, unless there's a personal connection, social circumstance, or prejudice involved.

Eic Fais

There will be times when you roll an Epic Fail during Social Combat. If you roll an Epic Fail for your
Insight Test, you simply fail in your defense. If you roll an Epic Fail for your Desired Effect, your social
attack not only fails, you give your opponent a +2 die honus to his social actions against you this
Exchange - or next turn if he's already rolled.

Recovery

Once you've ended an Exchange, the person in question’s Attitude remains pretty much the same,
unless something happens that would change her opinion about you. People don't tend to walk away
from social situations and immediately question how they feel about the other people involved,
unless neurosis is in play.

STALEMATE

Social situations can end in stalemates, where neither party is ready fo give in to the other. This
occurs if, during the same Exchange, both parties shift each others’ Attitudes to Friendly. Both par-
ties realize that they're not going to be able to out-do the other - or that they have no desire to ~
manipulate the other person - and the Exchange ends. They cannot confinue Social Combat unless -
something happens to change their Atfitudes about one another.

INTimiDaTION & ToRTURE

The use of the Infimidate Skill is a little different, in that it pretty much can't shift a person’s Attitude
to Ambivalent or Friendly in the conventional way. After all, you're somehow browbeating, threaten-
ing, or causing physical pain to another person to force them to take a course of action you desire
them to take. When a person who's being intimidated or tortured reaches Ambivalent, they will do
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something that they are against, but which doesn't have terrible consequences. When that same
person reaches Friendly, they will do whatever it is you wanted them to do out of fear. Additionally,
you gain +1 die bonus to such Contests for every two dice of damage you do when torturing a person
during an Exchange.




FEAR & INSANITY

The universe of CthulhuTech is a horrifying place. Your Characters may run afoul of things both fer-
rifying and mind-bending, which is where fear and insanity come into play. The difference between
fear and insanity is this: fear is a reaction based on an immediate threat, bodily or worse, and
insanity is a permanent distortion of a person’s perception caused by exposure to horrible or warp-

ing conditions.

Fear

Somefimes, Characters in CthulhuTech see things that are too frightening for their own peace of
mind. A Fear Test is a Wellness Test against a Difficulty determined by your GM, or by a creature’s
Fear Factor. Fear Tests may not be modified by Drama Points.

Here are a few general Difficulty guidelines for fear that is more situational:

Disturbing Easy

Scary Average
Terrifying Challenging
Nightmarish Hard

Mind Shattering Very Hard

If your Character succeeds at her Fear Test, then she processes the fear without adverse effect. She
will not need to make another Fear Test for this parficular stimulus af this time, whether it be situ-
ational or creature-induced.

However, if she fails, she suffers a Fear Effect - to determine how she reacts, roll 210, add them
together, and consult the Fear Effects table. Roll for two Fear Effects if the failure was Critical.

Manifest Your Fear Physically

You freeze for one Turn, as the raw power of your terror manifests in some sort of permanent way. Maybe
your hair turns white, you develop a twitch, you get the shakes, or you develop a speech impediment. This
condition can be cured with therapy.

Have an Accident
You freeze for one Turn, as your bladder and bowels void themselves.

Blank Spot in Your Mind
Dazed, you suffer a -1 die Penalty to all Actions for the rest of this scene. You won't remember what hap-
pened here. You'll suffer from the Nightmares Drawback for 1d5 weeks.

Faint Dead Away
You just can't take it anymore, and pass out for 1d10 minutes.
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Cower Pathetically

78 (ringing, you suffer a -2 die Penalty to all Actions for the rest of the scene. You must succeed at a Hard
Wellness Test to do anything against the thing that's scaring you. You stumble all over yourself trying to
get away.
Scream Like a Small Child

9-10 .
You freeze for one Turn, as you cry out in fear.
Stunned Beyond the Capacity for Rational Thought

1112
You freeze for one Turn...

1314 Twitch... Twitch... Twitch...
For the next 1d5 minutes, you withdraw info a twitchy, drooling ball of flesh. You won't remember much.
Flee in Terror

1516 You have to get away. You will do whatever you must in order fo run as fast and as far as you can. Once
you are far enough away fo feel safe, you Cower Pathetically for another 1d5 minutes. You sob or scream
the entire fime.

1718 Aflicted with Morbid Fascination
You're now drawn to this thing. You become obsessed with it, or things like it, for 1d5 days.

19 The Mind Becomes Unhinged

First, you Twitch... Twitch... Twitch... Then, the experience is so scarring that you develop a mental disorder.

2 The Thing Under Your Bed
You Flee in Terror. You are now forever afraid of this thing, and develop a phobia.

Freezng Up

When a Character freezes up due to fear, she can take no Action for the duration and is treated as
having a Defense of 0 against all attacks against her during that time.

Gemng Usen To It

It's possible fo face a situation or a creature so many times that it loses its fearful barbs. If such a
thing is something the Characters must face with any regularity, GMs should only call for Fear Tests
the first half a dozen or so fimes. After that, the only way the situation or creature should inspire fear
again is if it's presented in some way that is out of the ordinary.

INsaniTy

The world of CthulhuTech is as such that the fragile world that people have crafted for themselves can
come tumbling down around their ears - psychologically speaking. Whenever a Character is exposed
to something that puts pressure on his psyche or forces her to face something that is outside her
understanding of things, she risks insanity.

Situations that can instill madness are rated in two ways. Insanity Tests are Wellness Tests, and have
two parts - the Difficulty for that Test and the number of Insanity Points a Character will gain should
she fail. Insanity Tests may not be modified by Drama Points.



All Characters begin with 0 Insanity, and work At A Grance
their way up from there.

SaNe & WeLL-Bauancep

0-1 Insaniry
You are a well-adjusted person, who handles
stress well. Enjoy it while it lasts.

TrousLeD i
2-3 Insaniry

Things aren't quite working the way they should.

The first cracks in the dam begin to show. You :

develop a Mental Disorder. )

Twiste

4-5 Insaniry
Most people think you're off and don't really g iﬁf(“
want to hang around you anymore. That suits el Y i
you just fine. You develop a second Mental Dis-
order. You now suffer a-1 die Penalty to Insanity
Tests.

Distursep 6-7 InsaniTy
People can smell your crazy a block away. People just don't seem to understand you, which is serious-
ly frustrating. You develop a third Mental Disorder. You now suffer a -2 die Penalty fo Insanity Tests.

INsaNe 8-9 Insairy L
Authorities actively pursue to have you committed to a mental institution. You cannot function in .
society. You develop a fourth Mental Disorder. You now suffer a -4 die Penalty to Insanity Tests. q%
™
Gone 10 Insaniry ; “\Ph" ;

You are forever lost amidst a sea of madness, unable to distinguish what is real and what is a conjur-
ing of your diseased mind. You develop a fifth Mental Disorder. You can no longer decrease your
Insanity.

Tacer MonhLy InsaniTy Tests .
As a Tager, you are going to be required to succeed at a Hard Wellness Test once a month, or gain -
one Insanity. Y

MentaL Disorners

Once you reach 2 Insanity, you have to choose Mental Disorders to manifest this madness in your
Character. There will be eccentricities that will begin to show in the way your Character behaves.
The more insane he becomes, the more radical and pronounced these behaviors will be. All of your
Character's Disorders should intensify and become more pronounced with each new point of Insanity.

#
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Rather than give you an exhaustive list of the ways a human psyche can break, here are a few of
those disorders that will be the most interesting for this kind of game.

%
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Delusions - your Character sees a fictitious world, one that may be very divergent from
reality.

Dependent Disorder - your Character no longer takes responsibility for his life, and now
relies on others to make decisions and take care of him.

Eating Disorder - your Character develops an unhealthy relationship with food.
Hypochondriasis - your Character is afraid of being sick and constantly thinks that something
is wrong with him health-wise.

Maijor Depression - your Character experiences episodes of deep sadness and despair.
Manic-Depression - your Character alternates between depression and mania, sadness and
despair aliernate with exaggerated elation, recklessness, and distractibility.

Multiple Personality Disorder - your Character develops a whole other unique personality to
deal with the horrors she has faced. Work out the details with your GM as to when this other
personality surfaces and whether or not you have control over it.

Narcissistic Disorder - your Character suffers from an over-inflated view of his own self-
importance and needs to be the center of attention.

Panic Disorder - your Character now suffers from panic attacks.

Paranoid Schizophrenia - your Character suffers from delusions of persecution or grandeur,
or both.

Phobia - your Character is now irrationally fearful of something common.

InsaniTy Causes

Cause Dirricutry Errecr
Serious Injury Easy 1 Point
Despair Average 1 Point
Maiming Injury Average 1 Point
Witness Death of Friend Average 1 Point
Enduring Fear Challenging 1 Point
Reading an Uncensored Minor Arcane Tome Challenging 1 Point
Reading an Uncensored Major Arcane Tome Challenging 2 Points
Victimizing an Innocent Challenging 2 Points
Cause Death of Friend Hard 2 Points
Consuming Hatred Hard 1 Point
Having Reality Turned Upside Down Hard 1 Point
Meeting Avatar of an 0ld One Hard 2 Points
Prolonged Abuse Hard 1 Point
Witness Death of Loved One Hard 1 Point
Cause Death of Loved One Incr. Hard 2 Points
Prolonged Terror Incr. Hard 1 Point
Witness Massacre or Bloodbath Incr. Hard 1 Point
Cause Massacre or Bloodbath Legendary 2 Points
Witness True Form of Old One Legendary 4 Points
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¢ Rage Disorder - your Character has vir- At o GLANCE
tually no patience and loses his temper
when anything bothers him. He is likely
to break things and physically harm
people when it is inappropriate to do so.

¢ Schizoid Disorder - your Character with-
draws from social inferaction and no lon-
ger engages in emotional relationship
with others.

¢ Sleeping Disorder - your Character has
a problem sleeping through the night or
getting to sleep at all. Nightmares may
be a factor.

¢ Sociopathy - your Characier no longer
views other people as such, but rather
as objects or tools. He no longer has any
regard for life and has difficulty faking
normal human emotions.

ReGAINING SaNiTY
The world of CthulhuTech, with everything that people have been forced to acknowledge and face, is
well-equipped to deal with mental instability. The Asheroft Clinic has been instrumental in the design
of new treatment programs and psychiatric drugs. The Eldritch Society not only provides but requires
regular psychiatric examination and psychological counseling.

It's far easier to slip into the depths of madness than it is to come back from it. The human psyche
may be a marvelously resilient thing, but once damaged tends to stay that way.

There are two types of care that can help a Character return to sanity. The first is therapy, which can
involve counseling and drugs, and the second is in-patient therapy, also known as being committed
or being thrown in the bin. The first is far more preferable, but is limited.

Therapy involves working things through in counseling and may or may not be accompanied by
medication. This kind of treatment works for those with 1 to 5 Insanity. Characters must go once or
twice a week in order to gain any benefit, over a period of time. Generally, the first month is a wash, *
as patient and therapist develop a relationship and work through any barriers to the process that -
might exist. Characters will lose one Insanity every two months after that. However, some mental 4
disorders may take longer than that, such as multiple personalities. Your GM will let you know if
there are any snags.

In-patient therapy means the Character has been committed to a lock-und-key institution and cannot
get out without his physician’s approval. He's under constant supervision and is most likely heavily
medicated. This type of therapy is the only kind that will help those who have reached 6 or more



Insanity. It takes six months to descend from 9 to 8 Insanity, a further six months to descend from 8
to 7 Insanity, and then three months each down to six and five. Then, a Character can be released to
regular therapy and into the world.

_—
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That may seem like a long time, but it's a small price to pay. These guidelines are for Characters only,
s0 that you can bring your Character back from the very edge. Others in the setting may not be so
lucky. Your GM will rule as to how long it takes for other NPCs to recover - those who have reached
10 Insanity won't ever recover.

Bevonn THE Pate

Characters who reach
. 10 Insanity are about
as far gone as you can
get. They no longer are
capable of appearing
normal and they're at
the point where they
might lock themselves
in a room and write on
the wall in their own
excrement. In  short,

‘ such Characters are no

longer playable as is.

Does this mean that
your Character, who
has had one too many
bad days, is now going
to be taken away from
you forever? Not at all.
It does mean she'll be
out of play for a while,
however. You have two
options that will work
- both involve having
your Character commit-
ted fo an institution for
a period of fime (usu-
ally 18 months), so that
she can recover with the
proper help and guid-
ance.




The first option is that your Character spends time in an institution and you choose to sit that time
out. You can choose not to attend play sessions, or you can come and provide moral support and
participate in whatever way you are capable. Perhaps you can help the GM out by portraying NPCs.
Regardless, your Character is on hiatus while the rest of the group plays on. However, you shouldn't
be punished for that. It's recommended that GMs give Characters in such predicaments half of what
the rest of the group earns in terms of Experience.

The second option is similar to the first, except that you either generate a temporary Character to

play (perhaps with a terrible fate in mind) or that you take on the role of one of the regular second- — ~

ary NPCs in your game. That way, you are fully parficipating - and, as such, it is recommended that
your referee award you full Experience for your primary Character, even if he is in the bin.

Eventually, the magic day will come when your Character is free again and back to normal - or at
least normal enough to go out in public.

Going Bevono

There comes a point for some mortals in which they iranscend to a new understanding of things, and ;
sanity as we know it becomes irrelevant. For most, it's the point at which they give up their mortality
and become something else. Such people transform from raving lunatics to the coldly, functionally
insane.

Raving 11-12 Insaniry
While you sfill cannot function in society, one of your Mental Disorders disappears. You continue to
suffer a -4 die Penalty to Insanity Tests.

SEETHING 13-14 Insaniry
You can re-enter society, though people will know there's something wrong with you. Another of your
Mental Disorders disappears. You continue to suffer a -4 die Penalty to Insanity Tests.

Wrone 15-16 Insaniry
Most people think you're off and steer clear of you. Another of your Mental Disorders disappears. You
continue to suffer a -4 die Penalty to Insanity Tests.

SINISTER 17-18 Insaniry
You don't really register as all that crazy anymore. You have settled quite firmly into a functional
version of sociopathy or schizophrenia, no longer afflicted by other Mental Disorders. You confinue *
to suffer a -4 die Penalty to Insanity Tests. -

Lost 19-20 Insaniry
You appear perfectly normal, though you are delusional to all measures. You confinue to suffer a -4
die Penalty to Insanity Tests.

Monstrous 20 Insaniry

You are totally clear, and you function in society perfectly. You are also completely and irrevocably
insane, believing whatever reality you've cooked up for yourself. Nothing in the world can ever
change your mind. s
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CHARACTZR W2ZA[TH

The Shadow War is a game about fighting the dark forces trying to exterminate humanity, not
money. Adventures don't generally revolve around payments and the core goal of most Characters
isn't the acquisition of wealth. However, it's normal that a player will want to improve the Wealth
of a Character in order to more easily gain access fo cool and better toys. The following system is
designed for this goal, but without the need to track every terranote a Character may gain and lose
over the course of her career.

Weair Cones

Instead of worrying about a Character's bank account, each Character has a Wealth Code. This code is
a general representation of the disposable wealth a Character has available to him at any given fime.
The higher the Character's Wealth Code, the more easily he can obtain an item, be it a new gun, an
enchanted object, or a nicer apartment.

Wealth Codes are rated by two numbers. The first is the Character’s Personal Wealth - what she per-
sonally earns and saves. The second is the Characters Sponsored Wealth - the amount of resources
the Eldritch Society is willing fo entrust fo her. ltems obtained using Personal Wealth are the property
of the Character from that point forward. Those obtained through Sponsored Wealth belong to the
Soceity and are only available for the duration of the current assignment or mission and must be
returned upon completion.

It's possible, depending on the game, for a Character to have two or more sponsoring organizations.
If this is the case, the Character will have a Wealth Code for each unique organization for which he
works.

Wealth Codes range from 1 to 4, in ascending order.

PersonaL WeaLTH

Characters normally begin play with a Personal Wealth of 2, which represents the stipend they
receive from the Eldritch Society. This can be modified through the acquisition of either the Loaded
Asset or Broke Drawback, as found on p. XX and p. XX, increasing Personal Wealth up to 4 or decreas-
ing it all the way to 0. Please note that it is unlikely that a Tager Character would ever wind up with
a Personal Wealth of 0, given the Society care for their own.

Socio-Economic Strara Weamh

Destitute 0
Underprivileged 1
Middle Class 2
Afluent 3
Wealthy 4




Sponsorep WEALTH
Unless your GM decides otherwise, Characters begin the game with a Sponsored Wealth of 1 from the
Eldritch Society. In some games, depending upon tone, the Characters may begin with a Sponsored
Wealth of 2 - we recommended not starfing higher than this.

Ganing & Losing WeaLTH
GanNG PersonaL WEALTH -

Personal wealth can be increased through the use of Advances. The table below shows the cost to
advance from a Characier's current Personal Wealth level to the next highest.

Werh To: Aovance Cost

Underprivileged 2
Middle Class 3
Affluent 4
Wealthy n/a

A Character can also gain a Personal Wealth level as a result of some large payday in-game. In this
case, the GM will determine how many Advances are gained towards the Character's next Personal
Wealth level. For example, the Characters could come across a very valuable artifact and, once
sold, the GM will give each Character two Advances towards their next Personal Wealth level. These
Advances are dedicated to this purpose only and can't be used for any other form of advancement.
These sort of rewards should be uncommon, unless you want a rich group.

Losing PersonaL WeaLTH

In general, a Character will only lose Personal Wealth as a result of purchases he makes during
the course of his career. As discussed on the next page, purchasing some items will reduce the
Personal Wealth of the Character, especially when purchasing items that are “expensive” relative to
the Character’s current Personal Wealth. Some story events can also result in the loss of a Personal
Wealth level. The GM can either reduce the current Personal Wealth of a Character a full level, or
incrementally by applying negative Personal Wealth Advances.

-

For example, the Character could lose a spaceship. Since so much of the Character's Personal Wealth
is tied up in the ship, the GM tells him he loses four Advances worth of Personal Wealth. If he was
initially Wealthy (4), that would reduce him to Affluent (3). If he were Affluent (3), it would reduce
him to Underprivileged - with one Advance built up towards moving back info Middle Class.

It's important fo note that losing Personal Wealth as a result of a big purchase doesn't necessarily
mean the Character is living poorly again. It's a representation of the Characters decreased purchas-
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ing power, until he builds his liquid capital up again.

Gaining anp Losing Sponsorep WEALTH

Characters may also earn Advances for Sponsored Wealth. This is done in a similar manner to gaining
Personal Wealth, and the GM will determine when a Sponsored Wealth Advancement is warranted.
We recommend that this occur at the end of key missions or assignments.

Just as the organization can give, it can also take away. Events in the game may necessitate that the
Character loses Sponsored Wealth, due to failed missions, a sabbatical, or even financial hard times
for the organization. Again, this is left to the discretion of the GM.

Making PURCHASES

Any gear available to a Character will have a Cost Code associated with it. This code shows how
difficult it is for the Characier to get an item, as well as any impact it may have on the Character’s
Wealth and any potential restrictions that may further complicate the Character's attempt to obtain
the item. Cost Codes are presented with the following elements.

Cost Level This is rated from 1 to 4, with higher numbers indicating more expensive items.

Impact This indicates the impact the purchase will have on the Character’s Wealth.

Restrictions Not all items are available on the common market, which can make obtaining them more
difficult if the Character does not have the proper contacs to lubricate the wheels.

MakinG THE PURCHASE

When a Character wishes to make a purchase, compare his Wealth (Personal or Sponsored) to the
Cost Code of the item. If the Cost Code is lower than the Character’s Wealth, she may obtain the item
freely. If the two ratings are equal, she must make a Purchase Test. This takes the form of an Insight,
Persuade, or Savoir Faire Test, or a Business Test, which represents the Characier’s ability to shop
around for the best price.

If the Character succeeds at a Challenging Difficulty, the item is purchased without issue and she
may purchase more goods immediately. If the Test succeeds at an Average Difficulty, she obtains the
item without a problem, but it uses her currently available funds. She cannot make any additional
purchases until after she is awarded an Advance - though she doesn't need to spend the Advance to
purchase again. If she succeeds only at an Easy Difficulty, it has the same effect as Average above,
but costs more than expected - it increases the overall Impact by 1 (see nexxt page). If completely
failed, the item cannot be purchased. Either the Character cannot find it for the right price, or simply
can't find it. He may attempt to purchase something else normally.

If the item’s Cost Code is one level higher than the Character's Wealth, a -4 Test Penalty is applied. If
the Cost code is more than one level higher, then the item cannot be purchased.



IMPACT OF THE PURCHASE
Once the purchase is made, its impact on the Character's finances must be determined. This is based
on the Impact Rating of the item. Some items are simply more expensive and have an immediate
impact on the Character's purchasing power. Each point of Impact is applied immediately to the
Character as a negative Wealth Advance in the same manner as discussed above when losing Wealth.
However, these points automatically regenerate at the rate of one each fime an Advance is granted.
If this lowers a Characters effective Wealth any further, purchases are made at the reduced level

until it recovers. i

ResTRICTED ITEmS
There are three levels of restrictions for an item: unlicensed, licensed and restricted. Each of these
impact the ability to purchase them as indicated below.

Unlicensed: These are available to the average joe. Any Character may purchase them.

Licensed: This item generally requires some sort of license fo obtain. The effect of this is to delay
the delivery of the item in question. Once purchased, the item will actually be made available to the ;
Character after the next Advance is awarded. This represents the time the vendor needs to to process
the paperwork. If the Character wishes to avoid the delay he may try to purchase one “under the
table.” This is done by treating the Cost Code for the item as being one point higher.

Restricted: These items are heavily monitored by the local governing authority and very difficult to
obtain. The Character must show a legitimate and legal cause for needing the item. This requires
not only some in-game roleplaying, but also a delay for receipt of the item. It will not be delivered
until after the Character has been awarded two Advances. These items can be purchased “under the
table,” but their Cost Code is increased by one and their Impact Code is increased by two points.

PURCHASING FROM THE SPONSORING ORGANIZATION

A Character purchases items from the sponsoring organization in the same manner as listed above.
This represents the Character filling out the appropriate paperwork and smooth-talking the appropri-
ate people, rather than actual cash changing hands. However, the items are available only for the
duration of the current assignment, after which they must be returned.

Licensed items are easily available from a sponsoring organization and have no delay in delivery.
Restricted items are also more easily available. There is no delay in delivery, but most organizations -
frown upon repeated requests for this sort of gear. As a result, the Impact of these items is increased _
by two points.
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WZAPON LZGA[T¥

Despite alien invasions, cultist activity, and unnatural creatures from the bowels of ancient horror,
the New Sol Coalition has placed certain restrictions on the carrying and use of weapons within desig-
nated population areas. These laws are more flexible than those of the early 21st century. Weapons
are categorized according to five codes:

6 General use without permit.

PA Requires a permit fo carry within arcologies.

P Requires a permit to carry within NSC jurisdiction.

RA Restricted within arcologies - unless under military or police authorization.

Restricted anywhere within NSC jurisdiction - unless under military authoriza-

5 fion.

Because public security is something that the powers that be take very seriously, anyone caught with
a restricted weapon and without proper authorization will face immediate arrest and imprisonment.

PISTO[S

Pistols are the most common firearms throughout the NSC. They're easy fo transport, relatively inex-
pensive to manufacture, and can be highly effective at point blank ranges where a larger weapon is
too cumbersome. Pistols can be found in all walks of life, from the police on down to little old ladies
who feel safer af night with a small pistol in their handbags. Not everyone carries handguns, but
many do - especially outside the arcology.

(5-32 “MipwigHT SeciaL”

The (5-32 is sometimes known as the ‘Granny Gun’ because it has become a popular choice for
personal protection. The name came from a news vid of a grandmother protecting her grandchildren
from delinquents outside the Chicago Arcology. This pistol’s low cost, simple operation, caseless
rounds, and reliability, even when not properly cared for, all contribute to its popularity. Colt Spring-
field has even started marketing disposable clips that come pre-loaded, making the weapon even
easier to use. Unfortunately its small size also limits its damage potential and the weapon is almost
useless against anyone wearing anything but the lightest armor.

(5-40 “Derenper”

While there are other popular firearms, the (5-40 is the preferred sidearm of the New Earth Govern-
ment's law enforcement agencies and military branches. The Defender is well-known for its stopping
power, even against moderately armored enemies, but that's only part of the reason the weapon is
so welliked. Utilizing a unique self-lubricating system, the (S-40 is virtually maintenance free. Even
after heavy use, the most the weapon requires is a quick swab of the barrel and an inspection for
abnormal wear and tear. A final feature of this weapon is the self-ejecting clip - when a clip empties,




it automatically ejects itself from the-gun (Reload for one less AP). If a user doesn't like this feature,
the pistol can be set fo allow the user to eject the clip manually.

(S-42 “Preacemaker”

Another Colt Springfield weapon, the Peacemaker has never managed to gain the popularity of its
sibling, the Enforcer, due to its heavier weight and slower rate of fire. The Peacemaker is a monster

pistol, the heaviest on the legal market, with a very intimidating look that tends to get people to back

down unless they're really serious about mixing things up. The heavy 15 mm ammo used by this
weapon can punch through even heavy body armor. Even when it doesn't manage to pierce armor,

the impact will often siagger the target long enough for follow up fire to finally take him down
(target suffers a -1 AP penalty until the start of his next Turn).

(S-44 "Enrorcer” ‘-

The Enforcer is the primary heavy pistol sold by Colt Springfield and will likely completely replace the

older, and far less popular, (S-42. In many ways, this weapon is similar to the (540 Defender and

with good reason - much of the technology that went into the 5-40 was refined upon and integrated j A,
info the Enforcer. Despite the heavy appearance of the pistol, the weapon is actually relatively light : J"F;
and easier fo wield than the older Peacemaker. It utilizes the same 15 mm ammunition, but has been

fitted to fire caseless rounds, which means there is no need for an ejection port. The gasses created in

the firing of the weapon are vented upward, safely away from the user, and also act to counter some

of the natural climb weapons this size tend to exhibit when fired rapidly.

ASSAU(T RIF[2S

The mainstay of infantry forces across the world, the assault rifle is one of the most flexible forms

of personal firearms available. With the ability to selectively fire single shots, bursis, or fully auto- i
matic, these weapons are useful in just about any firefight. However, when the battle gets close and
personal, the assault rifle can prove unwieldy.

A\
AR-25 T ;
The AR-25 assault rifle is an evolution of the Armalite AR-15, a weapon that was more commonly 3\
known as the M-16 after Colt Springfield purchased the rights to the weapon. The AR-25 sees wide

use by the military. Underworld elements also use this weapon to help enforce their will on the

streefs, though possession of one is a crime that carries significant penalties. As with nearly all as-

sault rifles, this weapon can be fired in single, burst, or full auto modes as the situation dictates. The

primary drawback to this weapon, and one that competitors are quick to point out, is the relatively ~
small-sized clip requiring users to carry more clips of caseless ammuniction than most assault rifles

of this caliber.

HKS-192

Designed and manufactured by Heckler Koch and Sig, the HKS-192 is a solid, reliable weapon that
sees regular use by the military in the heaviest regions of conflict. lts heavy hitting 9 mm rounds
ensure that even the most stubborn creature will be dispatched with all due haste. The HKS-192 has
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been designed for extended use on the front lines and has a number of features to ensure its reli-
ability. The barrel can be replaced in less than 30 seconds, should the need arise. The bulk of the
inferior components are sealed to prevent dirt and contaminants from gumming things up. A dust
cover automatically snaps into place whenever a dlip is removed, further ensuring nothing gets up
inside the weapon that should not. Unfortunately, the weapon has a notoriously small clip that leads
to frequent casless ammo changes, though many armorers make their own custom clips.

SHOTGUNS

Shotguns, somefimes referred to as street sweepers or scatterguns, are highly effective at close
range. They can fire either a slug, which will punch through just about any armor, or an areo-
affecting spray of shot. Shotguns are not a weapon of finesse - they're one of the most brutal
personal firearms available.

M-6 PistoL Grip Swoteun

Where most shotguns require two hands to wield, the M-6's grip has been designed to allow the firer
to use it one-handed - though it's got o hell of a kick. Like most shotguns, the M-6 can fire either
slugs or shot depending on the situation. Unfortunately, there's only a single clip and no way to select
between shot types, so a user must plan ahead. As with most shotguns, the M-6 has a low rate of fire
and a limited lip size.

M-65 DousLe-Barrer SHoTGuN

When you want to intimidate someone, point an M-65 at them. With two barrels on the business end,
the weapon is likely to cause anyone facing it down to rethink their plans. The M-65 is a very simple
weapon, devoid even of a magazine. The weapon breachloads only one round in each barrel. After
firing, you simply pop the barrels open, dump the expended shells, and put two new ones in. The
two barrels can be triggered at the same fime or separately, and the two barrels do not have to be
loaded with the same type of shell.

Before rolling any dice, the attacker must declare how many barrels are being fired. If both barrels
are being fired, the damage bonus for a successful hit is increased by one in the case of shot or two
if slugs are being fired. Both barrels must be loaded with the same type of shell to be fired together.

M-87 Auto LoapinG SHoTeuN

The M-87 is the standard by which most other shotguns are measured. With a large clip (for a shot-
gun) and a reliable ejection mechanism for spent shells, the M-87 has a good rate-offire. A single
barrel model, the M-87 is capable of firing either shot or slug shells, though there is no ability to
select one over the other if both types have been loaded into the magazine.

SUBMACHINZ GUNS$

Submachine guns fill the void between the assault rifle and the pistol. Smaller, lighter, and more ag-
ile than assault rifles, submachine guns are better suited for close-in operations. SMGs have the cyclic




PistoLs

(5-32 Midnight Special PA S5mm 15/30/50 0 3 - 15 3 Easy 250Tn

(540 Defender PA 10mm 15/30/50 1 2 - 15 5 Average | 495Tn

(542 Peacemaker P 15mm 20/40/60 2 1 - 15 6 Challenging | 750Tn

(S-44 Enforcer 4 15mm 20/40/60 2 2 - 15 7 Challenging | 850Tn

SHOTGUNS

M-6 Pistol Grip PA Slug 15/30/50 3 1 - 5 8 Challenging | 650 Tn
Shot | 10/20/30 ) 7

M-65 Double-Barrel PA Slug 15/30/50 3 lor2 - 2 6 Hard 600Tn
Shot 10/20/30 2 5

M-87 Auto Load PA Slug 15/30/50 3 3 - 10 6 Hord 625Tn
Shot | 10/20/30 2 5

SUBMACHINE GUNS

P159 RA | 9mm | 15/30/50 1 3 3 15 6 | Challenging | 1395Tn

SM-14 R 10mm 15/30/50 2 3 3 30 7 Hard 1950Tn

Assault Rifles

AR-25 RA Smm 30/75/200 0 3 4 60 5 Hard 1495Tn

HKS-192 R 9mm 30/75/200 1 3 4 30 7 Very Hard | 2050Tn

Cambat Knife (Stainless) | Blade G 0 4 Average | 80Tn
Combat Knife (Composite) | Blade PA 1 4 Average | 195Tn
Fists & Feet Impact n/a -1 3 n/a n/a
Snap Baton Impact G 0 4 Easy 35Tn
Staff/Pole/Club Impact 6 +1 5 Very Hard | Varies
Steel Knuckles Impact RA 0 3 Easy 10Tn
Stun Baton Impact 6 0+ Stun 4 Challenging | 35Tn
Stun Gun Stun G 0+ Stun 3 Average | 35Tn
Sword Cane Blade P 1 5 Easy 350Tn
Wakizashi: Steel Blode 6 1 5 Challenging | 195Tn
Wakizashi: Composite Blode PA 2 5 Challenging | 350Tn
0 TP -

)
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rate of most assault rifles, but tend to have shorter ranges comparable to a pistol. Police forces favor
these weapons over traditional assault rifles, since much of their work occurs in the close confines of
an urban environment. They are also a favorite of underworld elements, since they are easier to keep
concealed than an assault rifle, but still spray out the bullets like a fountain.

MP15-9

The MP15-9 has taken on a sort of legendary status in the eyes of the public. Many view it as almost
romantic. This inflated perception of a merely adequate weapon is due to the way it has been por-
trayed in the media. It's the weapon of choice for crime vid directors across all the arcologies. The
truth is that while the MP15-9 gets the job done, there's really nothing spectacular about the weapon.
Unlike many modern weapons, it is prone to jamming - it ufilizes older jacketed ammunition instead
of more modern caseless ammo. It also suffers from an odd clip size. The clip holds 45 rounds, which
is more than enough for a single full burst, but not nearly enough for two. Many expected a larger
60 round clip to be introduced, but HK&S have yet seen fit to do so. Despite these shortcomings, its
low price keeps it a regular seller for the company.

SM-14

When Colt Springfield introduced the SM-14, it was met with a great deal of enthusiasm by the
military and para-military world. Excellent stopping power, agility, and a simple, yet elegant design
made the weapon a dream for many people. Once out in the field, the enthusiasm for the weapon
continued. Despite using jacketed ammunition, the weapon virtually never jams. The integrated
flashlight and laser sight are built into the shell of the weapon, eliminating the need for additional
peripherals for most circumstances. The primary drawback to the weapon lies in the small clip, which
generally runs dry after a single sustained burst of fire.

M2Z2Z W2EAPONS

Even with all the modern weapons in the age of the Strange Aeon, conflict sometimes comes down to
brutal face-to-face combat. While the biggest factor in the outcome of hand-to-hand combat is the skill
of the two combatants, a quality weapon can sometimes make the difference between life and death.

Comsar Knire

Combat knives are large and dangerous-looking weapons. They come in a wide variety of designs,
and range in length from as short as four inches to as long as eight. Some combat knives have
smooth edges, while others are serrated. The blades of these weapons come in two varieties - stain-
less steel and a ceramic composite. The former is less expensive, but the latter holds its edge better
and is more adept at penetrating armor.

Fists anp Feer

The oldest and most reliable weapons a sentient biped has at her disposal are her feet and fists - the
standard since the first fight broke out ages ago. They have the advantage of always being available,
but unfortunately are about the most ineffective melee weapon one could ask for - though with
proper fraining, they can become every bit as deadly as the sharpest knife.



Snap Baron

A snap baton is basically a telescoping rod roughly 18” /45 cm in length, which collapses into the
handle. Snap batons are carried by most law enforcement officers to help subdue overly aggressive
criminals, when they'd prefer not fo kill the criminal outright. Some companies actually market
these in various colors and sell them to the public for use as a fashion accessory that doubles as a
defensive weapon.

Starr/Pote/CLus

Perhaps the oldest weapon in existence, with the possible exception of the rock, hitfing an opponent
upside the head with a thick piece of wood has always been a means to an end. While staves are
more than simple lengths of tree branches today, the same basic principal sill applies. Most staves
are made of a wood of some sort, though plastic and other materials are not unusual. Generally 1-2
yd/m in length (with clubs generally being around 1 yd/m in length), just about anything of the
same general shape and length can be used as a weapon.

STeeL KNuCkLES )
Steel knuckles are a good equalizer when all one has available is her fists. Overcoming the inherent *
weakness of flesh, they give a combatant's punch a litile more impact. Inexpensive, these weapons
are little more than a steel band wrapped around a user's fist that lends a bite to at attackers
knuckles. In most places, steel knuckles are actually illegal and carry hefty fines when one is caught
with them.

Stun Baton

Almost identical to a snap baton, the stun batons also deliver an impaci-triggered burst of electricity
that can stun the target. A small battery built into the handle of the weapon provides enough charge
for dozens of swings. Like snap batons, these weapons see wide use in law enforcement circles.

In addition o doing normal damage, the Stun Baton can stun targets. If an attack penetrates armor
and does at least one point of Vitality damage, a target must succeed at a Hard Wellness Test to avoid
the stun effects. If this Test is failed, the victim loses 2 AP per Turn for 1d10 minutes. Only one Test
needs to be made per Turn struck by the stun baton, and the effect of the stun is not cumulafive. A
target may again be affected on the Turn following his recovery from the last shock.

STun Guw

Stun guns are similar fo fasers in that they deliver a powerful electrical shock into the farget, render-
ing her incapacitated for a short period of time. Unlike tasers, stun guns are strictly close quarters
weapons. They are not much more than a small palm sized case that contains a small power cell with

a pair of steel prongs on one end that are used to deliver the shock. Stun guns are popular defensive
weapons in the civilian sector.

Treat as if the Stun Gun had a Damage of 0 when determining if its attack penetrates armor, though
it does no real damage. If an attack penetrates armor and does at least one point of Vitality dam-
age, a target must succeed at a Hard Wellness Test to avoid the stun effects. If this Test is failed, the
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victim loses 2 AP per Turn for 1d10 minutes. Only one Test needs to be made per Turn siruck by the
stun baton, and the effect of the stun is not cumulafive. A target may again be affected on the Turn
following his recovery from the last shock.

Sworn Cane

Sword canes have always had a reputation as being weapons for gentlemen. At first glance, a sword
cane looks like an ordinary walking stick. Oftentimes, they are handcrafted of high-end wood, mar-
ble, or precious metals. They generally have intricate carvings in the pommels, or other features that
transform what is essentially nothing more than a stick into something that gives the appearance of
stature and elegance. Hidden inside one of these canes, however, is a short deadly blade. Modern
sword canes blades are made of a high-tech ceramic composite that holds its edge forever. People
often use these canes when they wish to keep a weapon close at hand, but prefer o conceal this
fact from those around them - after all, brandishing a weapon in high society is hardly good form.

Drawing the blade from a sword cane takes no more time than drawing a blade from a proper
scabbard. In addition, unless someone is specifically looking, these weapons will be mistaken for
ordinary walking sticks - the owner can often get them into places where weapons are not normally
allowed. For an extra 25% of the cost, a secret release can be built into a sword cane, so that anyone
who does not know the secret will be unable to draw the blade hidden inside.

Wakizashi

The smaller brother of the katana, the wakizashi is a short blade with a slight curve o it. These
weapons have a long and noble history. Some experts use wakizashi in conjunction with katana,
using it fo parry their attacker's blows while leaving the larger sword free to strike when openings
appear in their enemy’s defense. Katanas are mostly the stuff of Kendo classes within the arcology,
but wakizashi are one of the blades of choice on the streets. Smaller, easier fo conceal, and sfill
infimidating, they get the job done.

MOD2RN ARMOR

The armor of the modern age bears no resemblance to the armor of old, when men walked around in
formed, folded metal and links of chain. Today's armor provides much more proieciion, but is lighter
and more flexible, giving wearers an unprecedented level of freedom and agility.

Common Tvpes oF ArMoR

Modern armor comes in several flavors. The most common and readily available are armored vests,
designed to protect a wearer's vital organs. This type of armor has the advantage of being light, as
well as easy to put on and take off. It, however, does not afford any protection for the wearer's ex-
tremities, meaning that her arms, legs and head are vulnerable. Armored vests are most commonly
used by law enforcement agencies. In most cases, this armor is more than adequate for the low-level
criminals and scum with which they often deal. When facing more serious threats, heavier armor is
the order of the day.



Light combat armor is a full body suit that offers protection not only to the wearer’s torso, but also
armors his arms and legs. While heavier than the lighter vest, it is still light enough so as to not
encumber the wearer or hamper his flexibility to a noticeable degree. Light combat armor can also
be outfitted with a sealed air supply that can allow the wearer to operate safely in smoke, gas, and
other forms of unfit air. These air systems typically contain enough oxygen to support the wearer for
one hour. The armor is not sealed however, and the wearer's skin and eyes are generally exposed
to the environment. This means he s sfill vulnerable to environmental hazards that can be absorbed
through the skin.

Anatomy of Moern Armor

Modern armor must protect the wearer against a myriad of attacks ranging from simple fists and
clubs, to bullets and rail gun needles. Two distinct elements are used for this purpose: ballistic cloth
and trauma plates.

Ballistic cloth is designed to protect against bullet impacs. It's a cloth-like material that has a com-
posite thread woven into it. This composite thread is incredibly strong, with a very high tensile
strength, and is designed to distribute the kinetic energy of an impact across the armor. At minimum,
the armor will reduce the damage any bullet that does penetrate causes.

Ballistic cloth may be able to stop a bullet, but against a knife or similar weapon it's virtually useless.
To protect someone against these sorts of attack, armor is often reinforced with trauma plates. These
plates are made of a similar composite material to the composite threads in ballistic weave. These
plates are light but strong and able to deflect most attacks from knives and similar weapons. In most
armor suits, these plates can be removed when the wearer wishes to lighten the armor.

While the ballistic cloth and trauma plates are all that make up a vest, combat armor is somewhat
more complex. Light combat armor has an integral oxygen supply system that can protect the user
from dangerous gases and chemicals. Specially designed bladders located throughout the armor
suit store enough oxygen to last for one hour in a combat environment - longer if the wearer is not
stressed. Sensors in the armor can determine whether the armor is located in a toxic environment.
When it's safe, the bladders are continually infused with fresh oxygen. As soon as a toxic gas is de-
tected, the bladders automatically seal themselves. In this manner, there is no need to ever resupply
the armor with fresh oxygen. Movement by the wearer provides the power needed for the system.
When the oxygen is needed, a small mask located just under the neck can be quickly fastened over
the mouth and nose.

PraLanx 11 Securimy SHieLp

The Phalanx is basically a keviech polymer composite shield the user holds up in front of her for
protection. The shield is roughly 1.5 yd/m tall and 1 yd/m wide making it large enough that a full
grown person can plant it on the ground and crouch behind it. The entirety of the shield is transpar-
ent, so it does not hinder sight. Police forces use these shields to break up illegal gatherings and riots.

A Phalanx requires one hand to wield. It may be used in addition to any other armor type, and is
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cumulative with any protection that armor provides against attacks coming from one direction (gen-
erally the front). Defenders may use their Armed Fighting Skill to defend against projecile attacks
when using this shield. The shield may also be used to bash an enemy. This uses the Armed Fighting
Skill to resolve and the shield has a 0 damage rating.

SENTRYTECH SERIES ARMOR

The SentryTech series of armor is the most common and most popular armored vest in general use.
It's standard issue for all law enforcement agencies. The vest is light enough be worn under normal
clothing, though it's recommended that one wear a t-shirt under the vest or risk some serious chaffing
around the shoulders and chest.

Two variants of this armor are in common use. The Mark IV series is the lighter of the two and is
designed to defend primarily against firearms. This is the most commonly issued version of the
armor and is worn as part of the standard uniform for all military personnel. The Mark V series is
somewhat heavier, but includes the addition of trauma plates that can effectively defend the wearer
against claws, knives, clubs, and other types of physical damage. Riot troops and any personnel who
are planning breaching actions are issued the Mark V version of the armor, as these are the people
who are most likely to get up close.

SPECTRASHIELD SERIES LiGHT ComBaT ARMOR

The Spectrashield series is the standard issue fullbody combat armor used by New Sol Coalition
Armed Forces, as well as by elite law enforcement units. Light enough to be worn for extended
periods, the military has adapted the light version of the armor as the standard uniform worn for
common duty outside administrative offices.

Spectrashield armor has an integrated oxygen supply system, which profects the wearer from gas
and smoke agents. However, the armor is not sealed and does not proteci the wearer from agents
that can be absorbed through the skin. The oxygen will last up to one hour and is self-replenishing
(which takes 30 minutes).Comms systems are built into the helmet, which can tuned to one of several
channels with a simple voice command, or can be set to listen 1o the chatter on multiple channels.
However, it will transmit only on a single channel at a time.

Basic models of this armor are available through certain non-military channels. These versions do
not have the integrated oxygen system or the comms system. The prices below reflect each version.




Phalanx II Security Shield

n/a

450Tn

MK IV Armored Vest G Average | 400Tn
Mk V Armored Vest G Challenging | 495Tn
Spectrashield Light Combat Armor RA Legendary | 575Tn/750 Tn
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Running a game of CthulhuTech has its own specifics and nuances. You need fo know how to best
manage some of the particular rules of the game, including Difficulties, Reaction Skills, special Ad-
vantages and Disadvantages, Drama Points, and Advances. This chapter will help guide you through
all of these rules.

This chapter also presents you with some guidelines to help you design your own adventures, includ-
ing a discussion of the occult hero genre, three-uct structure, rewarding your Characters, and more.

In general, this should arm you to be an effective CthulhuTech Gamemaster. The Strange Aeon is in
your hands - good luck and have fun!

GRACS PZRIOD

It's rare that we get our Characters worked out the way we want them the first time we try. It's up fo
you whether or not you use this, but we recommend giving players the first three sessions to move
points around on their Characters. This gives players the opportunity to try things out and fine-tune
their role within the group. After that third session, the Characters are then set and can only be modi-
fied through the use of Advances.

CHARACTZR BOOSTS

To better match your narrative, you might want to start your Characters out more powerful than is
usual. The Character Scaling rules on p. XX can help with this. If you want your players’ Characters
to have a little road under their feet, you might start them af Level 2 or 3, with 10 more Character &
Power Advances or 15 of each, respectively.

However, if you just want your Tager to start out closer in power to CthulhuTech V1, then start your
Characters with 30 Power Advances instead of 20.

ASSIGNING DIFFICU(TIZS

In general, the best way fo determine the Difficulty for a given task is to assume that Average Dif-
ficulty is how the average person trained in such a skill would perceive the task. The key here is that
the average person is someone who is trained in the skill in question - a competent professional.

As an example, let's assume a Character wishes to relieve a bar patron of the tablet in his briefcase.
From my own perspective, doing so would be pretty hard if the patron is alert and paying attention,
or had others watching his back, and so | would assign it a Hard Difficulty. On the other hand, if the
patron were more than a little tipsy, the task becomes easier since his senses are not exactly working
properly. In this case, | would likely reduce the test to a Challenging Difficulty. | would not make it
Average, even if the patron was drunk off his socks, since there are others around who might catch
the would-be thief in the act.
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Once you get a few games under your belt, assigning Difficulties fo a Test should become second Fa

nature. :
4y
”

VariagLe Tests
Somefimes, you want a Test to have different results based on the Character’s success. The higher the
player rolls, the better her Character will do.

For example, you might set up a Variable Test to learn about the Congregation of the Earth Mother iy
like this. Players learn the information for their success level, as well as anything from easier levels. — -

There's a small cult called the Congregation of the Earth Mother, who often
1315 hide in new age or fertility circles. They use ritualized drugs and sex to help
them recruit.

The cult worships Shub-Niggurath, but often known her as the Black Mother.
16-18 Magic allows some Congregation cultists to take on animal characteristics, both 3

A,
physical and psychological. iy B ﬁ

The Congregation was nearly annhilated when the Eldritch Society prevented the
19-21 return of Shub-Niggurath. The Children of Chaos have turned their back on the
small cult, who has been forced into hiding to lick its wounds.

Most of the Horned Ones survived, the supernatural animalistic children of the

2994 Black Mother. They have intense powers of seduction, in addition to their other =
bestial abilities. It is rumored that cultists have magic that can summon more y
of them. L
954 A good chunk of what remains of the cult has fled into the wilds of Canada and -;.

the jungles of Africa. They're down, but not out.

Passive Tests -
There are fimes when it's better for a player fo not know how well she does on her Test. The Observa- /%
tion Skill is a great example. If the player knows the Test failed, the group knows 1o keep looking. ,i'%}
However, if that Test Result is kept secret, the player has to gamble. The same goes for the Stealth n

Skill or Assets like Wary. Whenever you feel it serves gameplay, have your players roll behind your
screen - so that you can see the results and they can't. They can spend Drama Points if they wish,
but they can't see the results.

AUTOMATIC SUCCSS .

There are a lot of things that will slow the game down if you make Characters Test for everything. If =
you want to speed up the game, give Characters the opportunity fo automatically succeed on Tests

that aren’t particularly important. If the Character has the needed Skill at a rating of 3 or above, let

the player use the Attribute +7. If that equals or exceeds 13, the Character automatically succeeds.

If not, she'll have to Test.

For example, a Character has an Observation 3 and a Perception 6. She wants to examine a room, :
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but there’s not really anything to learn. She has the right rating for her Skill, so she can just use her
Perception of 6+7=13, and automatically succeed without having to take time to roll dice.

If the Character only has a rating of 1 or 2 in the Skill for the Test, then have her roll anyway. That's
the price for sfill figuring things out.

ANSS2TS
Wary

The Wary Asset allows you to give a player early warnings of potential or impending danger. Make
a Passive Intuition Test for that Character. Success means that you give the player in question a
warning.

Determining the Difficulty depends upon the nature of the threat. An oppressive looming threat
should be Average, while a insidious, creeping threat should be Hard. Those threats coming from
incredibly powerful, subtle, and inielligent creatures or that are part of a long-term, long-reaching
plan should be Legendary. Most should be Average or Hard, however - none should be Easy, because
there are rarely dangerous situations that are.



These warnings, however, are not meant to interfere with your game. Let Characters know that they
in physical danger. Don't provide them with details or specifics. You may occasionally provide them
with false positives or situations where this Asset doesn't work the way it normally does. However,
please be kind to your players, since they paid for their Characters to have this Asset.

Limiming AssErs
There are several Asseis that are tempting for every player, most especially Backbone, Daring, Lucky, C
Swift, and Wary. You may want to limit the number of Characters in your group who can fake these
Assets - one or two per group. Use your best judgment and do what works for you.

DRAMA POINTS

Players each get a pool of five Drama Points to use every time you sit down fo play fogether. How-
ever, the number of Drama Poinis should be modified if you're playing shorter or longer sessions.
Give your players three if you're only playing for a few hours, or ten if you're playing for more like
eight hours.

-

During play, you can give out Drama Points whenever a player does something cool or awesome. This '
rewards players for playing to the hilt. Not only is this great player incentivization, it allows you to
scale the difficulty and horror of your game by controlling the flow of Drama Points.

SOCIALCOMBAT

While the rules for Social Combat are presented on p. XX, included here are a few other things you'll
want to keep in mind as you adjudicate such matters.

The first thing you'll do in any Social Combat is to work out the different parties atfitudes towards
each other, as this determines what Skills may be used. Many will be immediately obvious, but -
default to Ambivalent when no other Attitude is obvious. i

However, the goals of Social Combat are the most important thing you can determine. The players
will know where they want to take things with their Characters, but what do the NPCs want? Once con-
fronted, does the snippy admin wish to make friends or does he wish to really upset the Characters?

Once you know where everyone wanis things to go, you can realistically play out the flow of Ex-
changes and have more safisfying Social Combats.

AWARDING ADVANCZS “

Advances are what allow players to improve their Characters over time, so they can take on greater
and greater challenges. In CthulhuTech, Advances are a reward for players playing the game. There's
a lot that goes into creating and breathing life into a cool Character, as well as negotiating all of the
life stuff that goes into committing fo a regular game. It's pretty cool that you all pulled together
to play this.
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In general, you award players a fixed number of Advances each time they play. This not only rewards
the player for playing, it gives you a way to plan and pace Character growth - bonus for both of you.

We recommend that you award 1 Character Advance and 1 Power Advance each time you complete a
session, assuming you play for about 4 hours. If you only play for a couple hours, award 1 Character
Advance and 1 Power Advance every other session. If you're playing more like 8 hours, award 2
Character Advances and 2 Power Advances per session.

If you've got a disruptive player, please don't punish her Character for her behavior by docking
Advances. Talk about it in a sportsman-like fashion and all will be well.

Bowuses
There are situations in which you can give your players exira Advances.

If a player nails her Character performance, does cool stuff, and generally entertains everyone, give
her +1 Advance (Characier or Power, her choice) for that session. However, make sure this love is
spread around your group, so one player doesn't get all the exira Advances.

You can also award bonuses for complefing sections of the story - award these Advances (both
Character and Power) after the session in which you fie up a plot. It's cool to finish storylines, no
matter how long they are.

Story CompLETION Bonus Apvances
Complefing a personal subplot | 1 Advance
Completing a minor plot 1 Advance each
Completing a major plot 2 Advances each
Complefing an epic storyline 4 Advances each

OtHer Rewaros

Providing Advances is not the only way you can reward Characters. You can give them access to new
gear, limited access to enchanted items or arfifacts, an increase in Wealth, or any of the neat, but less
game-impacting, things that a player might want for roleplaying reasons.

Stuoving & Training

Whenever the Characters have a decent amount of downtime, they can study or train to become bet-
ter it is at what they do. For each week a Character studies or trains, award the player 1 Character
Advance to be applied towards the improvement of the Skill in question. The Character must have
about 20 hours during this week of downtime to dedicate to studying or training to get this bonus.

OP CHaRACTERS
Given time, Characters in CthulhuTech can become exiremely powerful. You'll need to escalate the
challenges they face, as they'll start to just blow through the ones that used to give them trouble.




However, don't be afraid to let them become powerful. After all, threais in CthulhuTech scale up to
the god-like level, so you have lots of room to introduce ever and ever more powerful bad guys.

CHARACTER SCALING

For purposes of comparison, it can be important to know a Character’s effective Level. This is based
on the number of Advances (both Character and Power) the player has earned. Starting Characters
are Level 1, and it will take them an average of six sessions to reach Level 2.

Caacrer Leve | Aovace EquivateNt | - AVERAGE 4 HR SESSIONS
1 10 5
2 20 10
3 30 15
4 40 20
5 50 25
6 60 30
7 70 35
8 80 40
9 90 45
10 100 50

)
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You'll undoubtedly want to create NPCs of differing ability. To help you out, we suggest five levels of
NPCs - insignificant, novice, peer, powerful, and mastermind.

& For NPCs that are weak and insignificant, spend 4 points for Atiributes (starting at 4 or 5 by
race), 5 points for Skills, 0 point for Advantages, with up to 2 points for Disadvantages.

& For NPCs that are novices, spend 8 points for Attributes (starting at 4 or 5 by race), 10 points
for Skills, 0 points for Advantages, with up to 4 points for Disadvantages.

& For NPCs that are peers with starting Characters, spend 12 points for Attributes (starting at
4 or 5 by race), 20 points for Skills, 3 points for Advantages, with up to 8 points for Disad-
vantages.

& For NPCs that are powerful, spend 16 points for Attributes (starting at 4 or 5 by race), 40
poinis for Skills, 5 points for Advantages, with up fo 8 points for Disadvantages.

& For NPCs that are functionally “masterminds,” spend 20 points for Attributes, 60 points for
Skills, 7 points for Advantages, with up to 8 points for Disadvantages.

Drama Points

Some NPCs, like your key bad guys, may have Drama Points. We suggest giving these powerful NPCs
five Drama Points and masterminds ten Drama Points. However, please be sparing with the number
of NPCs in your adventures that have Drama Poinis. They're supposed to be special for the players,
with important exceptions.

DEvELOPMENT

If you have an important NPC who ends up regularly working with the Characters, or an antagonist
who perseveres and continues to plague them, you might want fo give that Character Advances. If the
NPCis really keeping up, give her half of what you're giving the players.

KILING CHARACTZRS

(thulhuTech is horror at its heart and that means that, regardless of good adventure design or Drama
Points, Characters are sometimes going to meet their end. Having a Character killed is always a
traumatic experience for a player and you should never allow Characters to die casually. Here are a
few guidelines to help you make Character deaths meaningful.

1. Don'r Leave It To Chance

Killing a Character because you got great dice rolls and the player in question didn't could be consid-
ered callous. If it works with your play space, roll your dice behind a screen of some kind so that the
players can't see what you're rolling. That way, you can fudge when you need to. Feel free to punish
the Character in other ways, but please don't kill him because of bad luck.

2. Give 1 Pureose



One way fo help a player deal with the death of his Character is if that death has exciting dramatic
purpose. Dying holding off monsters is heroic and so is sacrificing oneself to make sure the bomb
goes off. Characters can most readily die in combat this way, as long as said death serves the scene
and the story.

3. Ir You're Gonna Bt Stupin, You Gorra Bt Toueh

Somefimes, despite ample warning - even from you - and against common sense, Characters are

going to do something careless. That something might be taking on a pair of Zabuth alone or some-
thing equally as insane. Players come up with creative things all the time, but unfortunately they
sometimes come up with creative ways to do suicidal things. :

When a Character insisis on doing something that will get her killed and she has no Drama Points to
save herself, it's best to let her die. After all, you've given her a fighting chance to avoid it. At least
the Character can be a lesson from which everyone can learn.

¥

Careving ON

No one should be penalized for their Character dying in the course of a game. If you have to kill a ;
Character, use these guidelines for helping the player craft a new Character that's at approximately
the sume power level. After all, Character advancement should be a reward for the player, not just
for one Character's achievement.

If you've been tracking Advances, which hopefully you have, you can simply have the player create
a new Character from scratch and then spend that amount of Advances. If not, guesstimate to get
her in the ballpark.

Then you can work with the player to come up with a good story to introduce this new Character to
the group, especially how to integrate her. What's especially cool is if you can work with the player to
come up with some sort of family legacy for the new Character. Maybe the new Character is a sibling
or a cousin who has an eye on avenging the former Character’s death. It works in many forms of
serialized media, so why not in your game? !

CIASSIC STORY STRUCTURZ

Most of us are familiar with the classic three act structure, handed down from the Greeks. It can be

a useful tool when creating your own adventures for CthulhuTech, helping you pace your story and -
provide the necessary elements to make it feel fulfilling. While classic story structure may applytoa _ -
single adventure, it can also apply to an overall multi-adventure story arc. Try using it on both levels
to see what works for you.

Let's take a look at the elements of classic story structure, followed by the overall guiding three acts.

ELemenTs
¢ Plot - A series of events caused by protagonists going up against opposing forces; the core
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of the story.
< Subplot - A secondary story, occurring underneath the main plot, which usually involves the
plight of individual Characters; often more personal stories.
¢ Twist - An unexpected development in the story.
¢ (limax - The most important or exciting point in the story.
¢ Denouement - The final part of the story, in which loose ends are wrapped up.
Acr One

This should be about the first quarter of your overall story. Before this act is complete, you should

have introduced the setting, the main player-portrayed Characters and Supporting Characters, and

the plot of the story, as well as any relevant subplots. You should also have introduced the antago-

nist's main goal, or at least evidence of it. At the end of this act there is a twist, which alters what the

Characters are used fo and forces them into action.

Aa Two

This should be about the middle half of your overall story. Characters explore the setting and com-

plications of the story during the first half of the act, uncovering piece after piece of the puzzle and

overcoming one hurdle after another. About half of the way through Act Two, both the plot and any
\ subplots should have their own twists. The second half of the act, in general, gets more dangerous

and dark. The end, in particular, should have its own dark twist that makes things not look good for

the Characters.

Act Three

This should be about the last quarter of your overall story. Things should get more and more chal-

lenging for the Characters, to the point where they should wonder whether or not they can succeed or
survive their experience. This all should lead up to the climax, which is the thing to which the whole
story has been building and which will ultimately conclude the tale. After the climax, stories typically
move into the denouement, which answers most of the questions raised by the story and ties up loose
ends. The denouement should be to the point, so you can move on to further adveniures.

THZM2S

Though heavily influenced by the works of Lovecraft, CthulhuTech has its own blend of narrative
themes. Understanding them may help you poriray the feel of CthulhuTech stories in a vibrant way.

\ Bravery
Tagers didn't have to become what they are. Other people don't have to join the Eldritch Society.
Characters are people who have the courage to do the unthinkable to fight against an almost over-
whelming foe. They are the heroes who have been called, and they have answered the call with

enthusiasm.

Dreap
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There are terrible things that lurk in the shadows. Monsters are real. People cling fo their illusions of
safety as best they can, but there’s always an undercurrent that something is about to go wrong. It's
not paranoia, it's creeping dread, like a fear of the dark.

Fear & InsaniTy

What people believe to be reality is merely a cleverly fabricated story to make them feel better. The
reality of the universe is usually too much for people to face. There's a lot to be afraid of, and society
provides counseling and therapy to help people stay balanced.

The Fear and Insanity rules do a good job of simulating this. However, don’t be afraid fo put impor-
tant Supporting Characters into harm's way using these rules. Insanity should eventually claim those
around the Characters on their journey, just to remind them how lucky they are. Of course, given
unfortunate circumstances, a Character may follow them...

Hoee

The thing that makes the Strange Aeon special is that we are fighting back. The Old Ones are return-
ing, they are frying to wipe us out, but we're not going quietly. There's a light at the end of the ;
tunnel, even if it's dim and distant, and Characters are some of the people who are willing to do
anything to reach it.

LovecrarTian HoRROR

In the works of Lovecraft, horrors are mostly alien and unfathomable by the human mind. There's
a deeper history to the world, an older one, which makes humanity seem like insects. The threats of
are often of near godlike proportions, with epic consequences. His world is a dark one, where there's
no monotheistic god who will stand against the Old Ones and their ilk.

Magic

The Strange Aeon has brought about the acceptance of magic. It's there. People can learn it. You can
buy supplies at the boutique shop in the next district. True, it's not all that trusted by most people,
but the government and corporations have embraced it. Characters are themselves magical, having
joined with an Outsider. However, it's the dark side of magic that's terrifying. The stuff most sorcerers
practice is child’s play. Magic has vast, untapped, and unpredictable potential, and there are those
scary things out there that have mastered it.

SociaL ENGINEERING
The society of the Strange Aeon has been carefully crafted by the government. They've engineered -
the acceptance of the Nazzadi, news censorship and propaganda, and legalized distractions for the
people. The insidious part of social engineering is that it isn't obvious to most. It has kind of creeped
up over the years, slowly but surely. The Characters live in a society that is partly based on lies,
though lies perpetuated with good itentions.

SuRvIvAL
Characters in CthulhuTech fight so that they and the rest of the world can go on living. The Old Ones
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and their cults represent an extinction level threat. If the Eldritch Society fails, the world as we know
it will end. The Shadow War is a fight for the right to exist.

Tracepy

There's been plenty of tragedy to go around. The First Arcanotech War was long and bloody, with the
Second Arcanotech War (and now Aeon War) not long after that. Most everyone has lost loved ones
in the lust couple decades and most everyone's lives have been tainted by violence. They live in fear
of every news report and cling more desperately to their loved ones.

Uniy

People have really come together in the face of adversity. Old national and racial hatreds have died

away. People are happier fo see each other. Sure, there's still some animosity fowards the Nazzadi

among parts of society, but soldiers always have a difficult time embracing those who were once

their bitter enemies.

The Unknown

What humanity collectively thinks it knows about the universe is a very small slice. They have chosen

not fo look further for fear of what they might find. Now, the unknown has come looking for them.
] Fortunately, most are insulated by the Ministry of Information. However, Characters are going fo

encounter the unknown frequently. There's always mysterious magic, strange creatures, and things

better left unknown.

OCCUIT H2ROZS

In addition to the themes, there are some conventions that are part of the CthulhuTech experience. If

you keep these things in mind, your game will hit the right kind of feel.

Dark SHapows & Back ALLevs

The Shadow War doesn’t usually happen in the most glamorous of places. The kind of clandestine
activities that are a part of almost any Tager action happen in the shadows of regular society. The
Shadow War happens in back alleys or dark shadows, off the beaten path and in a world filled with
its own kind of dangers. It also somefimes rages through the arcane underground, the magic black
market, where things can get especially dark and strange.

More Tran Human
The Characters have fanastic power in the gifts of their symbiont. They're no longer entirely mortal,

\ bonded on a mystical level with some kind of Outsider. They are monsters with the souls of people.
Characters are well-armed fo enter a world of dark conflict and mix it up, while not losing what it
means fo be just like everyone else.

OurLaw Heroes

The Eldritch Society can't trust the authorities. The Children of Chaos have their ears everywhere.
Things would be much easier if the government knew the truth about the Chrysalis Corporation,
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but the Society can't take the risk. They're forced
to go out and do what they do under the radar,
and in a completely illegal fashion. Tagers have
to watch out as much for the cops as they do the
bad guys. Uliimately, the Characters are freedom
fighters, but society paints them as terrorists.

The StruceLe AeansT Extincrion

Cults and dark gods are real, and their influence
can be felt nearly everywhere. Cults seduce the
discontent into their dark dreams, ultimately to
serve the Old Ones and bring their terrible mas-
ters across into this world. If the Old Ones were
to reign again, what we know s life will cease
to exist - as will we. The stakes are about s high
as you get.

SYMBIOSIS

The Characters are no longer entirely themselves.
They have undergone torturous training to en-
dure a potentially fatal ritual in order to join with
a powerful thing from beyond time and space.
They are part Qutsider now, and the symbiont has
its own way of thinking. Characters must remain
in careful balance, lest they lose themselves to the
monster within.

A Terrigee, Hiopen War

The Children of Chaos are the harbingers of the
0ld Ones. Their goals and actions bring what's
left of the good old-fashioned natural life on this
planet closer to extinction. Even worse is that the
cult hides in plain sight, trusted by the govern-
ment, with massive resources at its disposal.
They're so well-connected and positioned that the
Eldritch Society cannot risk coming forward. The
Society is forced to fight its own secret war for the
survival of people everywhere from the shadows,
branded as terrorists by the very people it seeks
to protet.

UNKNOWAB|2 GODS
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The Endless Ones, the Forgotten, and the Old Ones are unimaginably powerful. They are, from our
perspective, simply unknowable. They exist in ways we cannot comprehend and they wield the cosmic
forces of the universe. They are, for lack of a better term, gods.

There are three beings that are in some way known to be active in CthulhuTech - Nyarlathotep,
(thulhu, and Hastur. Nyarlathotep has at least two powerful avatars in the Director and the Blind
Lady. Cthulhu guides his cult through dreams. Hastur has manifested as the Ruined King and com-
mands his cult from the Plateau of Leng. The primary way the Characters should experience the
power of these beings is through their influence. Characters will regularly encounter minions of these
beings, as well as their influence over other things. The Characters may have nightmares caused by
these beings or experience shifting weather patterns or the other stragne phenomena. The point is
to show them how much power these gods wield while they're sfill not fully manifested, so that the
players are worried about the amount of power they’ll wield when they return.

As far as the other gods presented here go, they may or may not be a part of your story. That's up
to you.

The EnnLess Ones

There are three ancient gods that seem fo be primal forces of the universe, and they are known as the
Endless Ones. Azathoth lies at the center of all things, radiating the energy of the universe. No one
knows if the being created the universe, but it is the Source - the font that maintains it. Yog-Sothoth
is the shaper of the universe, the thing that gives it form. The being exists in all places, in all times.
It is the barrier between worlds and is, for all intents and purposes, the thing that creates order.

It is the third that is the most notorious - Nyarlathotep. It is the only one of this triumvirate of gods
who plays in their universe. Most often referred fo as a he, Nyarlathotep has walked the Earth in
many forms through the eons, as he has on all the planets of sentient species. Then he tempts and
tinkers, bringing chaos in his wake. It is most certain that he had something to do with starting the
Aeon War. Today, he sits at the helm of the Chrysalis Corporation as his avatar, the Director. The
Circle, a cult adjacent to the Children of Chaos, are guided by the Blind Lady, who may another of the
dark god’s avatars. Who knows how many of his forms walk the Earth?

The Eldritch Society has always known that in order to win the Shadow War, they would have fo face
the Director. It is still uncertain what they'll do when they get there. After all, he's fundamentally the
primal force of entropy in the universe. How do you fight a god?

The ForcorTen

The existence of the Forgotten was only discovered by accident. There is no record of them before the
199 Division's unearthing of the Ta’ge Fragments. Now that knowledge rests solely in the hands of
the Eldritch Society, who have used its power to wage their secret war.

What makes the Forgotten noteworthy, other than the Rite of Sacred Union, is that the Fragments
tell of an ancient war between themselves and the Old Ones. It is said that the Forgotten are the
ones who locked the Old Ones away. However, the powers that be within the Society aren't stupid.



They're well-aware that playing with anything on a god-like level invites disaster, and try to limit
their exploration into the Forgotten’s power. However, there was something in the Fragments that
made the Founders betray the Children of Chaos, so the Society has taken it as a sign that some good
can come from the Forgotten’s legacy.

While most understand that the power of the Forgotten already have them playing with enough
fire, there are those within the Eldritch Society who have come to revere or even worship what they
understand about the Forgotten. This is widely discouraged.

Here are the main poinis the Society has learned from the Ta'ge Fragments so far:

¢ The ancient arctic city in which the Fragments were found was constructed by a being known
as Drazet, the Unformed. It is said that this being was the one that left behind the Rite of
Sacred Union for humans to discover.

& Morfean, the Ethereal, is said to be the master of time and dreams, suspected to be Hypnos
to the Greeks. It has never visited our galaxy, but has intruded through the web of dreams.

& Myrovh, the Puppeteer, is said to manipulate entire species, pitting them in conflict. Some
believe this is to inspire growth, while others believe this god to be cruel.

¢ Savaty'ya, the Unbound, is said fo be a creature that has ascended into the upper spheres
of cosmic consciousness. It's mere presence transmutes the primal energies of the universe.
Some believe it has been known through its avatar Nodens, while others are worried about an
alien intelligence that quests for infinite power.

The Owo Ones

The Old Ones are the dark gods of the universe, unknowable and alien creatures too terrifying to be-
hold. Legends say that they were exiled by the Forgotten long ago, imprisoned in the places between
worlds. For eons, they have slumbered, awaiting the time when the stars would come right and they
could once again reign in terror in our world. That time has come.

One has already returned. He is called many names, most often the Unspeakable or the Unnamable.
Here on Earth, Hastur is known as the Ruined King, as his true name invites disaster. He rules his
terrible cult, the Disciples of the Unnamable, from the dark Plateau of Leng, which has reappeared
in Central Asia. Few who have seen him have lived and those few who have are forever mad. The
Ruined King's army, known as the Rapine Storm, rolls out across the continent, destroying everything
in its path - or worse. The Death Shadows are his corrupters, hidden within society, rotting away at -
it from within.

The Dark Goat of the Woods, the Goat with a Thousand Young, the Black Mother - Shub-Niggurath,
like Hastur, is known by many names. And all of them are pissed. A few years ago, her worshippers,
with the help of the Children of Chaos, labored to lay open the barriers between worlds and usher
in the manifestation of the Black Mother. It failed. Though the Children of Chaos have left her cults
to languish, there are those that believe there is yet another chance for Shub-Niggurath to break
through.

]
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It is perhaps Cthulhu that is the most infamous of the 0ld Ones. He has been here before, ruler of a
vast and bloody empire which endured for millions of years, long before humans were an evolution-
ary thought. Entombed with his people in the sunken and Lost City of Rlyeh, the most feared of the
0ld Ones sleeps the sleep of death. But he dreams, and his dreams guide the Esoteric Order of Dagon,
(thulhu’s church on Earth. The cult seeks to find the Lost City and awaken their dark master. If they
do, despite any other efforts in the Aeon War, the world will crumble under his power.

Once there was a mystical place known as the Dreamlands. It's gone now. Anyone who tries to dream
their way there ends up dead or insane. The being known as Gurathnaka, or more commonly the
Shadow of Night and the Eater of Dreams, has consumed them. No one knows why it did that or if it
represents any other threat. It is feared it can touch anyone’s dreams.
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