Farthest Star

CHAPTER 1: Hero
The Classes

Farthest Star Features 12 new base classes, based on archetypes common to the space opera genre in general and cultural quirks particular to the Human Expanse. While there is some overlap of niches and roles with the Fantasy Craft classes, several of those earlier classes remain good and logical tools for creating heroes in Farthest Star with minimal conversion.

GHOST
The quintessential stealth operative, the Ghost is equal parts spy and assassin.

In your campaign, a Ghost could be…

· A loyal retainer eliminating threats to his honorable master

· A shadowy hit-man feared as much as he is respected

· A hardened sniper, serving his country and his own code.

· The guardian of a lost tribe and keeper their deadly traditions

· A secret warrior locked in a battle between rival clans.

Party Role: Combatant/Specialist. Master infiltrators and assassins, a Ghost's first concern is secrecy. But when that fails they often prove more than a match even for such diligent guards...

CLASS FEATURES

Favored Attributes: Fitness & Awareness

Class Skills: Acrobatics, Acting, Athletics, Competition, Focus, Mischief, Profession, Research, Sense Motive, Stealth, Tactics, & Vigilance

Skill Points: 8 + Guile modifier
Morale: 6 + Determination modifier
Starting Weapon Proficiencies: 3 + Precision modifier

CLASS ABILITIES

Sudden Violence (Core Ability): You gain the Basic Skill Mastery (Acrobatics & Stealth) feat. When you spend an action die to boost an initiative check you gain 3 Edge. If it is your last die, you gain 5 Edge.

Get In, Get Out: At Level 1, your Athletics & Stealth skills are flawless.

(When you fail a flawless skill check without rolling an error, you still succeed if the check DC (or opposing check result) is equal to or less than your Class Level + 20 as if you rolled the lowest possible positive result.

If you gain the same flawless skill from multiple classes, add together your Class Levels in all contributing classes to determine the highest DC at which you still succeed.)

Silent Kill I: At Level 2, if you are out of combat you may perform a silent kill on a single bystander or enemy. The target must be within the reach/maximum range of your readied weapon, have no more than one-quarter cover, and be unaware of your presence as a hostile threat (typically due to distance, disguise, or stealth). This attack automatically succeeds as a critical hit. If target is defeated they make no sound and give no warning beyond the evidence of their wound and slumping to the ground. When you defeat an enemy with a silent kill you gain you gain 1 Edge.

Silent Kill II: At Level 11, the target may have up to one-half cover and you gain 2 Edge for defeating enemies with silent kill.

Silent Kill III: At Level 19, the target may have up to three-quarters cover and you gain 3 Edge for defeating enemies with silent kill.

The Way of Shadows: At Levels 3, 5, 7, 9, 11, 13, 15, 17, and 19, you take a step along the paths of Curses, Darkness, Spirits or Travel. If you have an alignment and the Miracles campaign quality id in effect, you may add exactly one path from that alignment to this list (chosen the first time you take a step along this extra path). If you gain the ability to cast a spell from The Way of Shadows, your caster level is considered equal to you Ghost Class Level only, ignoring any other caster levels you may have.

Ninjutsu I: At Level 4, you gain a dodge bonus to defense against ranged attacks equal to your Edge.

Ninjutsu II: At Level 8, you may automatically escape bonds of with a strength of 3 dice or less.

Ninjutsu III: At Level 12, you gain the Expert Skill feat, choosing a Ghost Class Skill.

Ninjutsu IV: At Level 16, you may spend Edge points as if they were d6 action dice to boost checks and confirm critical successes with the Athletics and Stealth skills.

Ninjutsu V: At Level 20, You gain DR equal to your Edge.

Shadow Warrior: At Level 6, once per adventure, you may spend 1 hour practicing to gain 1 temporary Covert feat of your choice until the end of the current adventure.

At Levels 9, 12, 15, and 18, you may use this ability 1 additional time per adventure.

Avoidance Technique I: At Level 10, your Awareness rises by 1. When you or an ally who can see and hear you makes a Reflex save and the result is less than your Awareness, the result becomes equal to your Awareness.

Avoidance Technique II: At Level 20, your Awareness rises by an additional 1, and this ability also applies to Will saves.

Breathtaking: When you choose to strike your enemies often draw their final breath. At Level 14, your attacks gain 7 dice of sneak attack.

Table 1.XX: The Ghost

	Level
	BAB
	Fort
	Ref
	Will 
	Def
	Init
	Lifestyle
	Legend
	Abilities

	1
	+0
	+0
	+2
	+1
	+2
	+1
	+0
	+1
	Get In, Get Out; Superior Fitness

	2
	+1
	+0
	+3
	+2
	+3
	+1
	+0
	+1
	Silent Kill I

	3
	+2
	+1
	+3
	+2
	+3
	+2
	+1
	+2
	The Way of Shadows

	4
	+3
	+1
	+4
	+2
	+4
	+2
	+1
	+2
	Ninjutsu I

	5
	+3
	+1
	+4
	+3
	+5
	+3
	+1
	+3
	The Way of Shadows

	6
	+4
	+2
	+5
	+3
	+6
	+4
	+2
	+3
	Shadow Warrior 1/adventure

	7
	+5
	+2
	+5
	+4
	+6
	+4
	+2
	+4
	The Way of Shadows

	8
	+6
	+2
	+6
	+4
	+7
	+5
	+2
	+4
	Ninjutsu II

	9
	+6
	+3
	+6
	+4
	+8
	+5
	+3
	+5
	Shadow Warrior 2/adventure; The Way of Shadows

	10
	+7
	+3
	+7
	+5
	+9
	+6
	+3
	+5
	Avoidance Technique I (Reflex)

	11
	+8
	+3
	+7
	+5
	+9
	+7
	+3
	+6
	Silent Kill II; The Way of Shadows

	12
	+9
	+4
	+8
	+6
	+10
	+7
	+4
	+6
	Ninjutsu III; Shadow Warrior 3/adventure

	13
	+9
	+4
	+8
	+6
	+11
	+8
	+4
	+7
	The Way of Shadows

	14
	+10
	+4
	+9
	+6
	+12
	+8
	+4
	+7
	Knife in the Dark

	15
	+11
	+5
	+9
	+7
	+12
	+9
	+5
	+8
	Shadow Warrior 4/adventure; The Way of Shadows

	16
	+12
	+5
	+10
	+7
	+13
	+10
	+5
	+8
	Ninjutsu IV

	17
	+12
	+5
	+10
	+8
	+14
	+10
	+5
	+9
	The Way of Shadows

	18
	+13
	+6
	+11
	+8
	+15
	+11
	+6
	+9
	Shadow Warrior 5/adventure

	19
	+14
	+6
	+11
	+8
	+15
	+11
	+6
	+10
	Silent Kill III; The Way of Shadows

	20
	+15
	+6
	+12
	+9
	+16
	+12
	+6
	+10
	Avoidance Technique II (Reflex & Will); Ninjutsu V


STORMBRINGER

Through talent, training, or perhaps divinely inspired fortune there are those who were clearly born to make war. The Stormbringer is an unstoppable force on the battlefield, seemingly impervious to harm and leveraging the state of the art in weapons and vehicles to bring victory to his cause... or his employer’s.

In your campaign, a Stormbringer could be…

· A member of a highly trained special taskforce bringing together elite operatives and a bewildering array of cutting-edge vehicles.

· A savage biker-gang member with a penchant for huge guns and grape soda.

· A coolly calculating bounty hunter who brings down his marks with the latest weapons.

· A career military officer whose best friend took power armor off the drawing board and into the field.

· The man nobody wants to mess with.

Party Role: Combatant/Specialist. In addition to chewing bubblegum, the Stormbringer is a capable technician and a vehicular expert par excellence.

CLASS FEATURES

Favored Attributes: Precision & Determination
Class Skills: Athletics, Competition, Expertise, Focus, Intimidate, Profession, Survival, Tactics, and Vigilance

Skill Points: 6 + Guile modifier
Vitality: 9 + Determination modifier

Starting Weapon Proficiencies: 5 + Precision modifier
CLASS ABILITIES

Let’s Rock! (Core Ability): At the beginning of each session you gain a temporary Ranged Combat feat until the end of the session. You may spend 2 action dice to exchange this feat for a different Ranged Combat feat of your choice at any time.
The Need for Speed: At Level 1, your Competition & Expertise (all vehicle fields) skills are flawless.

(When you fail a flawless skill check without rolling an error, you still succeed if the check DC (or opposing check result) is equal to or less than your Class Level + 20 as if you rolled the lowest possible positive result.

If you gain the same flawless skill from multiple classes, add together your Class Levels in all contributing classes to determine the highest DC at which you still succeed.)

Battlemaster: At Levels 2, 11, and 19 you take 2 steps along any combination of the paths of the Bastion, Bodyguard, Mercenary, and/or Overkill.

Heavy Metal: You bring all the best toys with you to the frontline. At Levels 3, 5, 7, 9, 11, 13, 15, 17, and 19 you gain an additional Gear or Transport feat.

Intrepid I: At Level 4, at the beginning of each scene and again when you roll initiative you gain Fervor equal to your Career Level.

Intrepid II: At Level 12, this increases to fervor equal to twice your Career Level.

Intrepid III: At Level 20, this increases to fervor equal to three times your Career Level.

(Damage is subtracted from Fervor before being applied to Morale or Health. Fervor does not stack - if a new source of fervor is higher, it replaces the current fervor, otherwise it is ignored.)

That's How I Roll: At Levels 6, 9, 12, 15, and 18, you may choose 1 of the following abilities. Each of these abilities may be chosen only once.

· Bag ‘Em for Transport: When you apply bonds they gain +1 dice.

· Hoard: Your maximum Prizes increase by 2.
· On Your Feet: Once per scene as a full action you may automatically rally an adjacent character. They rally with Health equal to your Determination modifier (minimum 1) and Morale equal to your Grace score. The character’s maximum morale is reduced by their Career Level until the end of the scene.

· Promotion: You gain 1 Renown rank of your choice.

· Pushing the Envelope: You gain a second attribute bonus to Maneuver & Pursuit checks equal to your Fitness modifier.

· Rough Riding: Your vehicle or mount ignores speed penalties from terrain (page 371).
· Sneak Attack: You gain an additional die of sneak attack damage.
· Soldier of Fortune: Your reputation cost to call in Military favors is halved, round up (page 187).

Arms Locker: At Level 8, once per adventure, you may spend 1 hour practicing to gain 1 temporary Ranged Combat feat of your choice until the end of the current adventure.
At Level 16 you may do this twice per adventure.

That’s Impossible: At Level 10, once per session you may set the result of a Maneuver check to 50 instead of rolling.
At Level 20 you may use this ability twice per session.

Bring the Thunder: At Level 14, you add your Class Level to your damage roll any time you harm a standard character, object, vehicle, or scenery. You also take a steps along the paths of the Bastion, Bodyguard, Mercenary, or Overkill.

Behind the Curtain: War never changes... or Does It?
The Stormbringer is easily adjusted for different settings and eras by swapping out some or all of their list of Paths. Check with your GM if other paths might be appropriate.

Table 1.XX: The Stormbringer

	Level
	BAB
	Fort
	Ref
	Will
	Def
	Init
	Lifestyle
	Legend
	Abilities

	1
	+1
	+2
	+0
	+0
	+2
	+1
	+0
	+1
	The need for speed, let’s rock

	2
	+2
	+3
	+0
	+0
	+3
	+1
	+0
	+1
	Battlemaster (2 steps)

	3
	+3
	+3
	+1
	+1
	+3
	+2
	+1
	+2
	Heavy metal

	4
	+4
	+4
	+1
	+1
	+4
	+2
	+1
	+2
	Intrepid I

	5
	+5
	+4
	+1
	+1
	+5
	+3
	+1
	+3
	Heavy metal

	6
	+6
	+5
	+2
	+2
	+6
	+4
	+2
	+3
	That’s how I roll

	7
	+7
	+5
	+2
	+2
	+6
	+4
	+2
	+4
	Heavy metal

	8
	+8
	+6
	+2
	+2
	+7
	+5
	+2
	+4
	Arms locker 1/adventure

	9
	+9
	+6
	+3
	+3
	+8
	+5
	+3
	+5
	Heavy metal, that’s how I roll

	10
	+10
	+7
	+3
	+3
	+9
	+6
	+3
	+5
	That’s impossible 1/session

	11
	+11
	+7
	+3
	+3
	+9
	+7
	+3
	+6
	Battlemaster (4 steps), heavy metal

	12
	+12
	+8
	+4
	+4
	+10
	+7
	+4
	+6
	Intrepid II, that’s how I roll

	13
	+13
	+8
	+4
	+4
	+11
	+8
	+4
	+7
	Heavy metal

	14
	+14
	+9
	+4
	+4
	+12
	+8
	+4
	+7
	Bring the thunder (5 steps)

	15
	+15
	+9
	+5
	+5
	+12
	+9
	+5
	+8
	Heavy metal, that’s how I roll

	16
	+16
	+10
	+5
	+5
	+13
	+10
	+5
	+8
	Arms locker 2/adventure

	17
	+17
	+10
	+5
	+5
	+14
	+10
	+5
	+9
	Heavy metal

	18
	+18
	+11
	+6
	+6
	+15
	+11
	+6
	+9
	That’s how I roll

	19
	+19
	+11
	+6
	+6
	+15
	+11
	+6
	+10
	Battlemaster (7 steps), heavy metal

	20
	+20
	+12
	+6
	+6
	+16
	+12
	+6
	+10
	Intrepid III, that’s impossible 2/session


CHAPTER 4: Forge
ARMOR

Personal armor technology in the Human Expanse represent more evolutionary than revolutionary improvements. While lightweight armor is more effective (and discrete) than ever, heavier protection often bears a striking resemblance to medieval armor. The oilskin has become the near ubiquitous protective garb on established first-tier worlds, with it also serving as the base platform to which a number of specialized modules and tools can be wedded with hardly more effort than pressing the add-on against the bodysuit and acknowledging the install cue.

Threat Effects: Some gear and upgrades descriptions include a “Threat Effect X:” followed by a possible malfunction or breakdown that the gear can experience as a result of rough handling. Each time an attacker scores a threat he may choose one threat effect from those the target may suffer before rolling damage. If the attack does damage equal to or greater than X for the chosen Threat Effect after DR and resistances are applied, the target suffers the additional consequences.

Example: The target’s armor includes both a reserve cell system (Threat Effect 5 can cause a shock) and a valkyrie pack (Threat Effect 10 can damage the pack). After rolling a threat, the attacker can choose to try for one of these Threat Effects. The attacker chooses the valkyrie pack and rolls damage for a final result of 6 points of damage. The valkyrie pack is unharmed because the damage was less than 10. If the attacker had chosen the reserve charge (with its lower threshold of 5), the target could have received a nasty shock in addition to the damage inflicted.

A Note about Complexity: When an upgrade presents a separate complexity code rather than a modifier to the base complexity of the item, it is highly likely that the upgrade belongs to a separate focus.
A Note about Cost: When an upgrade lists its cost as a multiple of the ‘base’, this refers to the cost of the specific garb or harness being enhanced. When an upgrade lists its cost as a multiple of ‘full’, this refers to the cost of the specific garb or harness being enhanced + all other upgrades that aren’t multiples of full value. The cost of either type of upgrade is in addition to the cost of the armor rather than multiplying the total value.

Example: A suit of plated partial harness with bone lace and low-profile I would cost 450s for the harness plus 450 for the bone lacing (base × 1) plus 2700 for the low profile I (the sum of all previous values × 3) for a total of 3,600s.

Garb & Armor
Garb represents clothing rather than purpose-built protective armor. Armor is protective gear worn over garb or with integral undergarments.

Bonded: This armor incorporates thickened sections of tough but flexible materials akin to synthetic leather with energy absorbent clay or ballistic colloids filling the contoured pads. Superior resistance to blunt force and gross kinetic impact makes it idea for countering low-tech weaponry and unarmed combatants.

Clothes: Standard clothing suitable for clement weather. Only a handful of upgrades can be applied to ordinary clothes, as noted below.

Oilskin: Smart-fabric bodysuit. Oilskins have manual control studs for their basic functionality, but chain to the wearer’s anchor or familiar if available. In addition to modest damage reduction, Oilskins provide both cold and heat protection I (see hostile environments).

Plated: Strategically placed rigid plates protect vital organs and large muscle groups. Optimized for firearm-based threat scenarios. Some protection is sacrificed in favor of lighter overall weight and general mobility.

Sheathed: Close fitting or overlapping solid armor segments give maximum all-aspect protection. However, the coinciding loss of mobility tends to restrict it use to specialized heavy assault roles unless paired with expensive limbic-echo technologies (a.k.a. “powered armor”). Armor segment shapes and articulation schemes can vary considerably, giving this armor one of the more diverse ranges of appearance.

Additional Protection & Resistances

Beyond the general protection of standard armor, some outfits are reinforced with layers of specialized armor that provides a high degree of protection against specific threats. Other than helmets, which are limited to 1 per outfit, these protective layers can be combined freely... Though the increasing cost, complexity, and stacking penalties may quickly become prohibitive.

Climate Mesh: Climate-reactive materials add heat and cold protection I (or II) to clothes or the inner layer of armor.

Faraday Mesh: Typically used only for working around extreme voltage equipment or radiant EM fields.

Full Helm: This armor incorporates a completely enclosed helmet with a transparent faceplate allowing the wearer to see. An outfit may include only one piece of headgear.

Haz-Mesh: Lighter haz-mesh offers moderate resistance to corrosives. Heavier haz mesh includes full body coverage and an integral 1 hour air supply.

Impact Mesh: Crush pads and body-shape retaining supports increase the chances of surviving near-instantaneous acceleration trauma including falling. It also mitigates the effect of sonic weaponry.

Joint Pads: Sometimes old-school solutions to human frailty remain highly effective.

N-Mesh: Bedding sheets of extremely rugged fiber-mesh into garb or harness undergarments can greatly improve protection against blades and slug throwers.

Overcoat: Typically a pull-on overgarment for cold weather.

Turn Out: Reflective surfaces, multiple rugged layers of leather or similar synthetics and full-body coverage provide thermal inertia and temporary protection in the presence of open flame. More elaborate turn-out gear II includes a circulating coolant pack and an integral 1 hour air supply.

Vac-Seal: Elastic fibers and a transparent soft hood or faceplate allow the wearer to survive pressure loss or brief contact with hard vacuum in emergency situation. The more elaborate Vac-seal II is designed for prolonged hard-vacuum use and includes an integral 4 hour air supply.

Vambraces: This armor features heavy forearm protection ideal for deflecting melee weapon attacks without the messy defensive wounds.

Warhelm: This armor incorporates a completely sealed helmet with the wearer relying entirely on synthetic vision via their visor. An outfit may include only one piece of headgear.

Craftsmanship

Craftsmanship upgrades represent the amount of time and care put into the design, the selection of materials, and the fitting of an outfit to the wearer. An outfit (garb or armor) may have only one craftsmanship upgrade.

Artisan: The cutting edge features in this armor incorporate ‘trade secret’ techniques and individual tuning for the specific wearer by a skin-smith other skin-smiths talk about using words “genius” and “visionary”. While the price is also extraordinary, there is simply no better protection available within the limits of human technology. Anyone other than the specific designated wearer must have the same height to within 1 inch and the same Fitness and Grace scores to wear this armor at all, and even then treats it as if it had the bulk-printer craftsmanship.

Bulk-Printer: Designed to be printed en mass and to approximately fit a multitude of potential wearers, this craftsmanship is common amongst mercenaries and law enforcement where reduced cost and commonality of use is an advantage. Wearers must be the designated species and size category but otherwise adjustable fittings allow this armor to be used by anyone.

Match-Grade: This armor is optimized to the intended wearer, requiring either access to the wearer’s anchor for biometric data or a 2 hour fitting session (capturing the wearer’s gross kinesthetic patterns along with simple measurements). Other wearers must be the same height to within 2 inches and a the same Fitness +/-1 or the armor is considered to have the bulk-printer craftsmanship when worn.

Upgrades

Upgrades that provide a bonus to defense, armor check penalty, or speed can only reduce the penalties imposed by the armor - they cannot boost the wearers values above their normal performance.

Bone-Lace: A network of braces transfers a portion of the load that would normally be supported by the legs and back to a framework of skeleton-like struts. The wearer’s Fitness is considered 4 higher for determining encumbrance.

Detachable: The heavier elements of this harness can be rapidly separated from or attached to the underlying oilskin. Removing the harness takes 1 use item action. When donning this harness the wearer immediately suffers all speed, defense, and armor check penalties for the assembled armor and then gains 1 DR per use item action until fully suited up. All resistances offered by the armor only apply once the armor is fully fitted.

Low-Profile: Precise fitting and deceptive tailoring can conceal boned and plated harness elements for situations where combat-grade protection is desirable but advertising you have it is ill-advised.

Muscle-Lace: A thick layer of synthetic muscle incorporated into this oilskin or harness mimics the action of nearby natural muscle groups, enhancing the wearer’s strength for many quick-response activities. The wearer’s Fitness is considered 4 higher for making attacks.

Powered (plated/sheathed Only): Data-Trace. An integral exoskeleton and actuator allow this armor to move with the user, greatly amplifying their strength and load-carrying capacity. The wearer’s Fitness is considered +5 higher for making attacks and determining encumbrance (+8 for Powered II).

Rakers: The wearer is considered to have climbing gear (FC, 159) and may make a “raker” unarmed attacks (damage 1d6 + Fitness modifier; threat range 20; bleeding quality). Rakers may be used to perform claw tricks and be further upgraded as edged weapons.

Reserve Cell: this outfit includes a number of discrete, shielded bloc-batteries providing 12 (or 30 for Reserve Charge II) ticks of power.

Threat Effect 5: The reserve charge loses up to d8–3 of the remaining ticks and the wearer takes electrical damage equal to the number of ticks lost.

Tactical Overlay: Threat assessment and prediction can offset the Defense penalty associated with most harnesses.

Upgrades: Backpack

Armor frequently incorporates additional storage or specialied gear in a backpack configuration, placing it both out of the direct line of fire and keeping the addional weight over the wearer’s center of gravity. Outfits can include a single backpack.

Cell Cradles: This outfit is equipped to haul standardized bloc-batteries in armored sockets backpack-style. The basic arrangement is 3 cradles (or 7 for Cradle Pack II). This capacity is increased by 1 for moderate harness armor, 3 for full harness armor, and an additional 2 if the armor is powered. Inserting a fresh bloc takes 1 use item action. Ejecting a spent block is a free action. The weight for this upgrade does not include the weight of the bloc-batteries carried. An outfit may have only one backpack.

Threat Effect 10: One bloc loses upto d8–3 of its remaining ticks and the wearer takes electrical damage equal to the number of ticks lost.

HOBO: This armored backpack can store mixed solid ammunition and integrate with multiple belt-fed weapons as needed. Up to 50 lbs of ammo can be carried, with up to 2 block batteries being counted against this limit (ideal for electromagnum weapons that require both solid ammo and power ticks to operate). Ammo can be added at the rate of 2 lbs per use item action. The weight for this upgrade does not include the weight of the ammo/blocs carried. An outfit may have only one backpack.

Threat Effect 15: Ammo has been struck. Refer to individual weapon types for possible consequences.

Valkyrie Pack (harness only): This armor includes a limited use jet pack and stabilization jets/surfaces allowing extremely long ‘hops’. When the wearer takes a run action, his base speed is increased by 15 ft. and he may fly for this action. An outfit may have only one backpack.

Threat Effect 10: The valkyrie pack no longer grants the +15 ft. bonus when running. The second time this threat effect occurs, the pack ceases to function.

Upgrades: Styling

The specific ‘look’ of garb or armor can provide a wide range of bonuses to the wearer’s skill checks. An outfit can have feature any combination of basic styling upgrades but can include only a single grade II styling.

Alluring: This outfit attempts to emphasize the wearer’s sexual appeal. The wearer gains a +1 (+3 with Alluring II) gear bonus to distract, lie, persuade, and question checks against characters that are attracted to the wearer’s species and gender.

Camouflaged: This gear displays colors and patterns difficult to pick out from the background in a particular environment. Choose a terrain type. While in that terrain you gain a +2 gear bonus to Ambush checks and to Hide checks made while you move no more than 5 ft. per round (+6 for camouflage II).

Ceremonial: This outfit is designed to convey a sense of personal majesty or an affiliation with an overwhelming higher authority. The wearer gains a +1 (+3 with Ceremonial II) gear bonus to calm, canvass, influence, and negotiate checks against characters that can see the wearer.

Chromatic: This gear can change colors within moments from a library of pre-set patterns, providing good camouflage in almost any environment. You gain a +2 gear bonus to Ambush checks and to Hide checks made while you move no more than 5 ft. per round (+6 for chromatic II).

Flourish: This outfit includes a cape, cloak, wide sleeves, or other broad piece of fluttering material that can be used to misdirect and distract. The wearer gains a +2 gear bonus to conceal action, distract and feint checks against characters that can see the wearer.

Luminous: This outfit is designed to stand out against any backdrop, often featuring intense colors, small lights, and even pulsing glow-strips. While terrible for stealth this can be useful when creating a distraction and for safety reasons. The wearer gains a +1 gear bonus to distract checks. Observers gain a +4 bonus and ignore penalties for ambient lighting to Vigilance checks when trying to spot the wearer visually.

Med-Sleeve: Typically worn as a long glove in non-armor configurations. Characters gain a +1 (+3 with Med-Sleeve II) gear bonus to Expertise: Medicine checks targeting the wearer. Further, the wearer can benefit from mending 1 additional time per scene.

Nightshade: This outfit has been designed for stealth. You gain a +1 gear bonus to Ambush and Hide checks (+3 with Nightshade II).

Ominous: The appearance of this outfit is designed to fill the viewer with a sense of dread. The wearer gains a +1 (+3 with Ominous II) gear bonus to coerce, question, and threaten checks against characters that can see the wearer.

Casual Armor Nomenclature In-Setting

Characters speaking about armor or armored individuals will rarely use the exact terms presented here outside of highly technical discussion between craftsmen. Armor will typically be described as a combination of its coverage and most obvious mesh or protective upgrade. An oilskin with the vac-seal upgrade would typically be called a ‘vac-skin’. Similarly an oilskin with climate mesh might be called a ‘c-skin’. The addition of assist feature is frequently called a ‘pack-skin’. Of special note, an oilskin with N mesh is often referred to as a ‘duty-skin’ being highly prevalent amongst police and non-frontline military. Armors with partial harness are still generally called skins. Moderate harness adds “heavy” before the normal name (e.g. a moderate harness with N mesh could be called a “heavy duty skin”). Full harness replaces the ‘skin’ with ‘shell’. Anchored full plated armor is often be describes as a ‘pack shell’.
Table 4.A: Armor of the Expanse

	Type
	DR
	Resistances
	DP
	ACP
	Speed
	Conceal
	Cnst
	Comp
	Weight
	Era
	Cost

	Garb

	Clothes
	0
	—
	–0
	–0
	—
	–0
	S1
	5D
	4 lbs
	Primitive
	5s

	Oilskin
	3
	Climate I
	–0
	–0
	—
	–0
	S2
	10W
	7 lbs
	Advanced
	150s

	Partial Armor (torso only)

	Bonded
	4
	Subdual 4
	–1
	—
	–5 ft.
	–2
	S3
	10W
	12 lbs
	Near Future
	500s

	Plated
	4
	 Ranged 2
	–2
	—
	—
	–2
	H3
	10W
	10 lbs
	Near Future
	450s

	Sheathed
	7
	—
	–2
	–1
	–5 ft.
	Obvious
	H3
	12W 
	16 lbs
	Advanced
	750s

	Moderate Armor (torso-&-legs or torso-&-extremities)

	Bonded
	5
	Subdual 4
	–1
	–1
	–10 ft.
	–4
	S3
	10W
	16 lbs
	Near Future
	666s

	Plated
	5
	Range 2
	–2
	–1
	–5 ft.
	–4
	H3
	10W
	13 lbs
	Near Future
	600s

	Sheathed
	8
	—
	–2
	–2
	–10 ft.
	Obvious
	H4
	12W 
	21 lbs
	Advanced
	1,000s

	Full Armor (torso, legs, and extremities)

	Bonded
	6
	Subdual 5
	–2
	–2
	–15 ft.
	–6
	S4
	10W
	20 lbs
	Near Future
	1,000s

	Plated
	7
	Ranged 2
	–3
	–3
	–10 ft.
	–6
	H4
	10W
	16 lbs
	Near Future
	900s

	Sheathed
	10
	—
	–4
	–2
	–15 ft.
	Obvious
	H5
	12W 
	26 lbs
	Advanced
	1,500s

	Additional Protection and Resistances

	Climate Mesh
	—
	Climate I
	—
	—
	—
	—
	—
	—
	—
	Modern
	30s

	Climate Mesh II
	—
	Climate II
	—
	–1
	–5 ft.
	—
	—
	+1
	+3 lbs
	Near Future
	200s

	Faraday Mesh
	—
	Electric 20 
	—
	—
	–5 ft.
	—
	—
	+1 
	+5 lbs
	Reason
	100s

	Full helm
	+1
	F&B 25
	–1
	—
	—
	Obvious
	—
	8W
	+3 lbs
	Modern
	60s

	Haz-mesh
	—
	Acid 6
	—
	–1
	—
	—
	—
	+1
	+3 lbs
	Reason
	100s

	Haz-mesh II
	1*
	Acid 20
	–1
	–1
	–5 ft.
	Obvious
	—
	+2
	+8 lbs
	Modern
	400s

	Impact Mesh
	—
	Impact 5
	–1
	—
	–5 ft.
	–2
	+1
	+1
	+3 lbs
	Near Future
	80s

	Joint pads
	—
	Falls 2
	—
	—
	—
	—
	—
	—
	—
	Reason
	15s

	N Mesh
	—
	Lethal 1
	—
	—
	—
	–2
	—
	+2 
	+1 lbs
	Near Future
	150s

	N Mesh II
	—
	Lethal 3
	—
	–1
	—
	–2
	—
	+2 
	+3 lbs
	Near Future
	800s

	Overcoat
	1*
	Cold I
	—
	–1
	—
	+2
	—
	—
	6 lbs
	Modern
	10s

	Turn Out
	1*
	Fire 6
	–1
	—
	—
	–2
	+1
	+1
	+5 lbs
	Reason
	75s

	Turn Out II
	2*
	Fire 20
	–1
	–1
	–5 ft.
	Obvious
	+1
	+2
	+10 lbs
	Modern
	300s

	Vac-seal
	—
	Vacuum I
	—
	—
	—
	—
	—
	+2
	+2 lbs
	Modern
	60s

	Vac-seal II
	—
	Vacuum II
	—
	–1
	—
	—
	—
	+2
	+6 lbs
	Modern
	200s

	Vambraces
	—
	Melee 1
	—
	–1
	—
	–2
	—
	—
	+3 lbs
	Feudal
	40s

	Warhelm
	+1
	F&B 40
	–1
	—
	—
	Obvious
	—
	10M
	+3 lbs
	Near Future
	150s

	Craftsmanship

	Artisan
	+1
	—
	+1
	+1
	—
	+2
	—
	+5
	—
	Feudal
	Full ×24

	Bulk-printer
	—
	—
	—
	—
	—
	–2
	—
	—
	—
	Near Future
	-25%

	Match-grade
	—
	— 
	—
	+1
	—
	+2
	—
	+1 
	—
	Reason
	Full ×4

	Upgrade - General

	Bone-lacing
	—
	—
	—
	—
	+5 ft.
	—
	—
	+2
	+3 lbs
	Modern
	Base ×1

	Detachable 
	—
	—
	—
	—
	—
	—
	—
	+1
	—
	Modern
	Base ×1

	Low-profile
	—
	—
	—
	—
	—
	+2
	—
	+1
	–2 lbs
	Feudal
	Full ×3

	Low-profile II
	—
	—
	—
	—
	—
	+4
	—
	+2
	–3 lbs
	Reason
	Full ×8

	Low-profile III
	—
	—
	—
	—
	—
	+8
	—
	+4
	–4 lbs
	Modern
	Full ×15

	Muscle-lacing
	—
	—
	—
	—
	—
	–2†
	—
	+3
	+5 lbs
	Near Future
	Base ×2

	Powered
	—
	—
	+1
	+1
	+5 ft.
	–2†
	—
	+6
	+8 lbs
	Near Future
	Base ×9

	Powered II
	—
	—
	+2
	+1
	+10 ft.
	–2†
	—
	+6
	+8 lbs
	Near Future
	Base ×14

	Rakers
	—
	—
	—
	–1
	—
	–4
	—
	+1
	+2 lbs
	Feudal
	80s

	Reserve Cell
	—
	—
	—
	—
	—
	—
	—
	—
	+1 lbs
	Near Future
	15s

	Reserve Cell II
	—
	—
	—
	—
	—
	—
	—
	—
	+2 lbs
	Near Future
	30s

	Tac Overlay
	—
	—
	+1
	—
	—
	—†
	—
	10M
	—
	Near Future
	250s

	Upgrades - Backpack

	Cell Cradles
	—
	—
	—
	—
	—
	–4
	—
	—
	+4 lbs
	Modern
	40s

	Cell Cradles II
	—
	—
	—
	—
	–5 ft.
	Obvious
	+1
	—
	+8 lbs
	Modern
	80s

	HOBO
	—
	—
	—
	—
	–5 ft.
	–4
	+1
	—
	+5 lbs
	Modern
	150s

	Valkyrie Pack
	—
	—
	—
	–1
	–5 ft.
	Obvious
	+1
	12W
	+15 lbs
	Near Future
	Base ×1

	Upgrades - Styling

	Alluring
	—
	—
	—
	—
	—
	—
	—
	+1
	—
	Feudal
	125s

	Alluring II
	–1
	—
	—
	—
	—
	—
	—
	+3
	–2 lbs
	Feudal
	500s

	Camouflaged
	—
	—
	—
	—
	—
	–2
	—
	—
	—
	Primitive
	2s

	Camouflaged II
	—
	—
	—
	—
	—
	–4
	—
	—
	+1 lbs
	Ancient
	20s

	Ceremonial
	—
	—
	—
	—
	—
	—
	—
	+1
	+1 lbs
	Feudal
	150s

	Ceremonial II
	—
	—
	—
	—
	–5 ft.
	—
	—
	+3
	+1 lbs
	Feudal
	600s

	Chromatic
	—
	—
	—
	—
	—
	—
	—
	+1
	—
	Modern
	40s

	Chromatic II
	—
	—
	—
	—
	—
	—
	—
	+2
	+1 lbs
	Near Future
	100s

	Flourish
	—
	—
	—
	–1
	—
	—
	—
	—
	+1 lbs
	Feudal
	25s

	Luminous
	—
	—
	—
	—
	—
	—
	—
	+1
	—
	Feudal
	25s

	Med-sleeve
	—
	Stress 1
	—
	—
	—
	—†
	—
	10M
	—
	Reason
	Full ×3

	Med-sleeve II
	—
	Stress 2
	—
	—
	—
	–2†
	—
	12M
	+1 lbs
	Modern
	Full ×8

	Nightshade
	—
	—
	—
	—
	—
	–2†
	—
	+3
	+2 lbs
	Near Future
	400s

	Nightshade II
	—
	—
	—
	—
	—
	–2†
	—
	+4
	+2 lbs
	Advanced
	1000s

	Ominous
	—
	—
	—
	—
	—
	—
	—
	+1
	+1 lbs
	Feudal
	100s

	Ominous II
	—
	—
	—
	—
	—
	–4
	—
	+3
	+1 lbs
	Feudal
	400s


* This DR only applies if the underlying garb or harness has a lower DR. It does not stack.

† This equipment generates a data-trace while active.

