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MotSP Character Creation α Draft

NOT FOR DISTRIBUTION

Here are the character creation rules and the basic equipment rules (weapons and armour) as they currently stand. This is to show you how hard we're working (page 50 of what will probably be 200-300 final pages) and to give you an opportunity for feedback.

· What options are missing?

· What extra options would you like to see?

· What needs better explanation or examples?

· Yes, yes, there's spelling and grammar errors but this is a rough draft. Point them out if you must.

Most importantly, make a character and TELL ME ABOUT YOUR CHARACTER! Send me the character sheet! Talk to me on the blog! Tell me stuff on Twitter or over G+.

Email: grim@postmort.demon.co.uk

Twitter: @grimachu

Blog: postmortemstudios.wordpress.com

Kick-Ass Heroes
If you're going to play Machinations of the Space Princess then you're going to need a kick-ass hero into whose shoes you can step to take part in your adventures. Your character is your alter-ego in the game world, your avatar in the virtual world of the mind that your gaming group is going to create together. Besides all the rules stuff, there's some things you should keep in mind when you're creating your character:

1. Be Interested: Your character should be interesting to you. Don't play something boring. Play something that you're interested in. It's important to the quality of the game that you're invested in what you do and what happens to your character.

2. Be a Team Player: Your character is only one of a group. Try to fill a skill/power/emotional gap that isn't served by the other players. This is a negotiation, obviously, and there's no huge problem with replicated effort. It's just something to keep in mind. The temptation to play the taciturn loner or the thieving dickwad is strong, but usually makes for a bad game.

3. Be Ready to Die: Have an idea for your next character ready. Character death is - and always should be - a real possibility in a game. The threat of it can add some spice and tension to your encounters. It can also be a heartbreaker, but it's still important.

4. Have an Idea Who you are: A character should be more than a collection of numbers and a list of equipment. Think about who they are, where they come from and what they want to do with their lives. This can emerge during play, rather than you having to write The Silmarillion but you should still have some idea.
Birth of a Hero

It's best if you make up your character step-by-step, section by section. Each step builds upon the previous one and, at the end, you have your character all ready to go. Ready to kick ass, take names and carve themselves a place in a hostile universe. 

Here's your checklist:

1. Concept: Who is this person? What is it that they do? What do you want them to be good at?

2. Abilities: Roll your ability traits.

3. Race Traits: What kind of strange alien species does your character come from? Maybe they're just a purebred human?

4. Class: Pick one of the classes for your character. Psion, Killer, Scholar or Expert?

5. Skills: Work out how many skill points you have and spend them to raise or buy new skills.

6. Saving Rolls: Each of these corresponds to one of your Abilities but can be modified by skills and racial traits. Work out what these all are.

7. Gear: Work out how much money you have and then spend it!

Sum of its Parts

Any character, indeed any person, is the result of a number of different factors; their outcome in the genetic lottery, their upbringing, their culture. For a game character this is similar, but the influences are much more formal and down to a literal, rather than a metaphorical roll of the dice as well as the choices of the player, rather than the capricious fortune of fate.
Ability Scores

Ability scores represent your natural talent and potential. These are representations of how strong, how tough, how fast, how smart you are. These are your inherent capabilities, the things you can do without any training, teaching or experience. They're not directly used very much, but they influence a lot of other things like your Saving Rolls, combat capabilities and how many Psi Points you have (whether you're psychic or not). Ability scores aren't the absolute limit of your character but they're the first inkling of who and what they might be.
Race Traits

The universe is full of all kinds of alien beings and you're one of them. While humans are one of the most prevalent species there are plenty of others and Race Traits help define what sort of 'thing' you actually are. Not only do they help describe your appearance (furry, chitinous, fanged, what?) but they also give you a few little bonuses here and there to represent what your particular race is good at. When it comes to humans, they're good at learning and being adaptable and that's reflected in Skill Points.
Class

Your Class is a broad category that describes 'what you do'. There are four basic classes. The Psion the Killer the Scholar and the Expert. You can fit a number of different character concepts under each category easily enough. The Killer for example might be a simple mud-stomping grunt or an elite assassin. Both concepts are entirely viable.
Skills

Your skills represent your training. Your special qualities and learning that let you do things well or do things that others can't with a particular degree of facility. Skills can represent special forms of attack, areas of specialist knowledge or hard, physical training designed to make you stronger, tougher or better able to exercise your other Abilities. Skills are where you can truly customise your character to fit the concept you want.
Saving Rolls

Saving Rolls are passive defences that kick in when you come under particular forms of attack. Each one is coupled with a particular Ability Score but can be modified separately in a number of different ways. Your Reflex Save, for example, represents how quick your reactions are. If you failed a Climb skill roll and toppled from a cliff your Reflex Save might give you a chance to grab an outcropping or a root, rather than falling to your death.
Gear

Your equipment doesn't necessarily define you but many great characters in fiction and games have signature weapons and gear. The equipment you choose at the start may become one of the defining characteristics of your character.
History

It's a good idea to have some clue as to where your character has come from. Their home planet, their family and what they've done with their lives up to this point. This can explain their Ability Scores, Skills and other factors. It's also a good idea to have some concept of how you came together with the other characters in the group - unless the Games Master has a plan for bringing you all together.
Ability Scores

Your Ability Scores are broad categories of natural capability. You determine what these are by rolling dice. There are a number of different ways that you can do this to get the end scores:

· Pussy Mode: Roll 4d6 and drop the lowest one. Add together the rest. Do this seven times and then assign the scores to the Abilities you want to.

· Easy Mode: Roll 4d6 and drop the lowest one. Add together the rest. Assign these to your Abilities in order. 

· Normal Mode: Roll 3d6 and add them together. Do this seven times and then assign the scores to the Abilities you want.

· Hardcore Mode: Roll 3d6 and add them together. Do this for each Ability in order.
The score of your Abilities grants certain bonuses or penalties:

	Ability Score
	Bonus

	2-3
	-4

	4-5
	-3

	6-7
	-2

	8-9
	-1

	10-11
	+0

	12-13
	+1

	14-15
	+2

	16-17
	+3

	18-19
	+4

	Every 2 points higher or lower
	+/- 1


Example:

Erin is rolling stats for her character. She decides to go 'Hardcore' and rolls the following:

Charisma: 13+1

Comeliness: 5 -3

Constitution: 8 -1

Dexterity: 10+0

Intelligence: 8-1

Strength: 8-1

Wisdom: 7-2

She instantly regrets her decision.

Charisma
Your Charisma is a measure of your force of personality. This can be expressed in a number of different ways. Perhaps your character has a degree of nature authority or command presence. Perhaps they are charming and witty. Maybe they're laid back and easy to get along with. Equally a low Charisma can have many different causes from social anxiety and inexperience to gruff manners

Charisma Bonus: Your Charisma Bonus is added to your Social Reaction score. 
Comeliness
Your Comeliness is a measure of your physical attractiveness. Just as with Charisma this can come from a variety of different sources. It may be something in the way you carry yourself, it may be a winning smile, it may be conventional beauty. A low score doesn't necessarily mean that you are ugly, but rather - perhaps - that you are scarred or have a bitter, distant set to your mouth. An ice princess, however physically beautiful, might have a low Comeliness (and Charisma) score.

Comeliness Bonus: Your Comeliness Bonus is added to your Social Reaction score.
Constitution
Your Constitution is a measure of your physical robustness. It represents your health, your bulk, your grit. Constitution is your ability to keep on going despite tiredness, infection, poison or raw physical damage. As with the other statistics this toughness can be represented in different ways, it doesn't mean you have to be a big slab of meat. You just might be tough, strong-willed or able to cope with pain.

Constitution Bonus: Your Constitution Bonus is added to your Hit Points at each level and is used to work out your Close Defence.
Dexterity
Your Dexterity measures your hand-eye coordination and reflexes. It is how 'handy' you are. It reflects your aim, your general agility and how quickly you can respond to a changing situation. Dexterity is a very important combat statistic reflecting your ability to avoid and inflict damage at range.

Dexterity Bonus: Your Dexterity Bonus is added to your Ranged Attack and Ranged Defence scores.
Intelligence
Your Intelligence measures how quick on the uptake you are, how easily you acquire new information and your capacity for learning. Intelligence is a guide to insight, problem solving and rationality. Intelligent characters tend to be highly skilled and deeply knowledgeable. Intelligence is a valuable trait in a universe filled with puzzles, traps and esoterica.

Intelligence Bonus: Your Intelligence Bonus gives you a one-time bonus to Skills and Psi Points at Character Creation.

Strength
Your Strength is a measure of your physical power and how strongly you can exert yourself upon your environment. This needn't mean that you're a giant, muscle-bound ox of a person it may simply mean that you have learned how to most effectively apply the strength that you have in a given situation. Even a wizened old Martial Arts master might have a high Strength simply because he knows how to precisely apply the power that he does have.

Strength Bonus: Your Strength Bonus is added to your Close Attack and Close Damage Bonus.
Wisdom
Wisdom is a fairly broad measure of your 'awareness'. This is both self awareness and situational awareness, that which you might also call perception. Wisdom covers instinct, keenness of senses and intuition. A high Wisdom needn't mean you're a spiritual person, you might just have highed trained and honed senses. Eqaully, a low Wisdom doesn't necessarily mean you're an ignorant, unenlightened lump. You may simply prefer to go by evidence and analysis (Intelligence) over instinct (Wisdom).

Wisdom Bonus: Your Wisdom Bonus gives you a one-time bonus to skills and Psi Points at Character Creation. It also provides your Ranged Damage Bonus.
Race Traits

The universe is a big place and full of all sorts of alien species. On some space stations you'd be hard pressed to find two people of the same species standing next to each other. A formal set of races is, then, not really very useful and, instead we have 'race traits'. Is your character going to be a bird-like alien? Pick yourself a couple of avian traits. Maybe there's something about them reminiscent of a frog? Well then, pick an amphibious trait. Perhaps it's some kind of winged toad? Take a few from each.

You can take up to three race traits before you start taking penalties - the more alien you are the less easy it is to relate with and cope with interstellar society. If you take a fourth - or more - your Attributes start to take a hit. You lose four points of Charisma for your fourth trait and after that another -4 to another Attribute for every additional trait. You can't take more than -8 away from any single Ability though.

Example:

Joe is playing a human being called Dazz but he wants to make him the subject of a scientific experiment to produce a new breed of hyper-skilled human being. Joe takes the Humanoid trait 'Adaptable' five times, giving him an additional five skill points on his new character. He has to take two penalties and decides to take them all on Charisma reducing his Charisma score from 11 to 3. He reasons that the experimental skill induction techniques rendered Dazz uncommunicative and functionally autistic. A small price to pay - in his opinion - for a bunch of extra skill points.

The only set race is humans, who are found throughout the galaxy - like rats. Due in no small part to their relatively high breeding capacity and year-round pregnancy options. Needless to say, this means some other species regard humans as vermin, dangerous or morally repugnant.

Humans

Description: Humans are bipedal, upright-walking humanoids of primate descent. There is a lot of variety amongst humanity and they can be found in a bewildering array of skin and hair varieties. Humans breed quickly and their sexual capacity makes them one of the most experimental and intermixing species in the known universe. Genetically unremarkable humans lack decent senses or any particular outstanding quality. They have only two manipulative limbs, their feet having atrophied into simple walking limbs. Where humans shine is in their adaptive intelligence and use of technology. They use this adaptability and technology to make up for their species' drawbacks in other areas.

Traits: Humans have the trait Adaptable three times, giving them +3 Skill Points as their racial advantage.

Notes: Humans are adaptable and fast-breeding community builders. They are gregarious, empathic and can find a niche for themselves just about anywhere. Humans use technological and social adaptation to fit in to all manner of societies and environments and are the most ubiquitous and common species in known space, though they have never managed to accumulate any sort of racial power due to fractious infighting over 'ideology' and 'religion'. Many species regard humans as sub-sentient vermin due to their prodigious numbers and lack of unity.
Other Race Traits
This looks like a pretty intimidating list, but you only have to look through it once during character creation. This list of racial traits is organised by type, but there is a separate list of all the individual traits in greater detail in the back of the book. This section is intended as a quick reference by type to make it easier for you to pick the traits you want but you can mix and match as you like.
Ammonia-Based (Exotic)

Ammonia is a possible alternative to water as a catalyst for complex organic molecules to develop and evolve. Ammonia based life would need to be cold (below -34 degrees C) and would most likely develop in and around gas giants. Ammonia-based life will need special food and special 'encounter suits'.

Frozen: You take half damage from cold-based attacks and double damage from heat-based attacks.
Gasbag: You may not take 'humanoid'. You can fly at walking pace. Your hit-points are reduced by half.
Slow Metabolism: You add +5 to your saving rolls to resist poison and disease that is not species specific.
Amoeboid (Species)

Amoeboid covers any creature that is a slime, goop or single-celled organism without essential and individual organs and other points of weakness. Amoeboids tend to be somewhat slow-witted, but durable.

Limited Shapeshifting: You can fit through a hole or gap the size of a fist without having to make a roll, slip bonds and otherwise ooze and slop around.

No Vitals: Half hit-points. Take only one damage from physical attacks. Take normal damage from energy attacks.

Amphibian (Species)

Amphibious species are adapted for life both in and out of the water. They may resemble frogs, newts or even fish.

Swimming: You can swim 50% faster than normal.

Water Breathing: You can breathe underwater (or your home liquid equivalent).

Aquatic (Species)

Aquatic species are adapted for life under water (or whatever liquid is prevalent on their planet). They may resemble fish, crustaceans, isopods or any other aquatic creature - or they may be something entirely new. Aquatic species require water-breathing apparatus or encounter suits to exist out of the water.

Bioluminescent: You can cause yourself to glow, casting light up to five metres away.

Electrosense: Even in total darkness you can sense electrical signals and patterns as though you could see them. Devices and the bioelectrical current in living things.
Night Vision: You can see in reduced lighting as normal, but not in total darkness.
Swimming: You can swim 50% faster than normal.
Water Breathing: You can breathe underwater (or your home liquid equivalent).

Austere (Culture)

An austere culture makes do with little and values restraint, selflessness and strength of will. Flagrant displays of wealth and consumption are frowned upon.

Ascetic: Begin play with a free point in the Investment skill.
Strong Willed: Increase your Will Save score by +2.
Tough: Increase your Toughness Save score by +2.

Avian (Species)

Avian species are bird-like, though this need not mean that they can fly. They may have light bodies, wings (atrophied or not), beaks, claws and excellent vision.

Flight: You can fly at double your normal ground speed.

Keen Sight: You can see an extra 50% as far in all conditions than normal sight and your Search skill is increased - for free - by +1.

Light Body: You may trade Constitution for Dexterity on a one-for-one basis but cannot lower that Ability beneath 2.

Natural Weapons: You may take this multiple times. Each time you take it the damage you can do with your natural weapons increases by one dice-type. EG: D4 (the starting amount) rising to D6, then D8. You may not raise it above D12.

Boron-Based (Exotic)

Boron is extremely rare and comes about through the bombardment of cosmic rays. Boron-based life would only be found in cold, rocky, radioactive environments. Perhaps they might be found inhabiting ring-systems around radioactive gas giants, or rocky planets with little or no magnetic field.

Frozen: You take half damage from cold-based attacks and double damage from heat-based attacks.
Radiation Resistant: You take half-damage from energy attacks.
Rocky: Your armour rolls have a +1 bonus.
Slow Metabolism: You add +5 to your saving rolls to resist poison and disease that is not species specific.

Canine (Species)

Canine species resemble terrestrial dogs, wolves or foxes and share many of their behaviours.

Acute Hearing: You can hear noises higher and lower than most and at greater distances with greater clarity.

Acute Sense of Smell: You can detect the tiniest variations in scent and even track people by it. Your Survival and Search skills start one point higher.
Fur: A thick pelt gives you +2 to your Toughness saves to resist harsh weather.
Natural Weapons: You may take this multiple times. Each time you take it the damage you can do with your natural weapons increases by one dice-type. EG: D4 (the starting amount) rising to D6, then D8. You may not raise it above D12.

Pack Mentality: You may claim a free +1 to any roll (including skills) a number of times equal to 1+Charisma Bonus. The minimum is 1 and it must be when helping/assisting others.
Caste (Species)

Some species divide themselves into different castes with different duties and specialisations. Your species has carried this over and up into life as an intelligent starfarer. Those of a lower caste are often socially looked down upon by both members of their own species and other, non-caste, species.

Consort: A fertile male and companion to the queen. +1 Strength, +2 Constitution, -1 Intelligence, -1 Wisdom.
Queen: A fertile female, larger than most other castes, progenitor of the whole colony. +2 Strength, +2 Constitution, -1 Dexterity, move reduced to 75% of normal.

Soldier: An infertile male specialised for combat and defence. Natural weapons D4 damage, +1 Strength, +1 Constitution, -1 Intelligence, -1 Wisdom.
Worker: An infertile female genetically adapted for general colony duty. +1 Skill point, +1 Constitution.

Cephalopod (Species)

Your species resembles a squid or octopus in some regard and may have some of the capabilities relating to those species.

Camouflage: Adaptive skin lets you change your colouration and even texture providing a +2 bonus to your Stealth skill when naked.
Defensive Cloud: Once per day you can release a cloud of ink, smoke, dust or similar to obscure you as if you were hiding in a smoke cloud.
Limited Shapeshifting: You can fit through a hole or gap the size of a fist without having to make a roll, slip bonds and otherwise ooze and slop around.

Swimming: You can swim 50% faster than normal.
Tentacles: Your grapple attacks gain a +1 bonus to hit and to damage. Trying to break free is penalised by -1.

Water Breathing: You can breathe underwater (or your home liquid equivalent).

Cetacean (Species)

An atmosphere-breathing aquatic animal, the cetacean resembles a whale or dolphin and may share traits with those species. Cetaceans do not need water to breathe but do need to be kept wet and may require a specialised encounter suit for normal interactions.

Acute Hearing: You can hear noises higher and lower than most and at greater distances with greater clarity.

Echo-Location: You can use sound to 'see' up to fifteen metres in all directions by sending out a pulse. This is not normally audible to other species.

Swimming: You can swim 50% faster than normal.
Chemosynthetic (Exotic)

Chemosynthetic organisms gain energy from chemicals such as methane or hydrogen-sulphide. On Earth they are found around hot-springs and hydrothermal vents deep in the oceans. Chemosynthetic aliens draw their energy from chemical reactions rather than from consumption of other organisms or sunlight. Chemosynthetic aliens may be found on volcanic or toxic worlds.

Chemical Feast: You eat noxious gases and substances rather than food.

Poison Resistant: Against poisons your Toughness is increased by +5.

Boiling: You take half damage from heat-based attacks and double damage from cold-based attacks.

Chiropteran (Species)

Chiropterans are bat-like species with leathery or scaly wings. They are often nocturnal and may fill the same ecological niches as birds or rodents and many are nocturnal.

Acute Hearing: You can hear noises higher and lower than most and at greater distances with greater clarity.

Echo-Location: You can use sound to 'see' up to fifteen metres in all directions by sending out a pulse. This is not normally audible to other species.

Flight: You can fly at double your normal ground speed.

Cnidarian (Species)

Resembling the Terran jellyfish, Cnidaria are jelly-like creatures often armed with stinging tentacles and often aquatic. They may require encounter suits to interact normally with other species. Non-aquatic Cnidarians are usually gasbags.

Natural Weapons: You may take this multiple times. Each time you take it the damage you can do with your natural weapons increases by one dice-type. EG: D4 (the starting amount) rising to D6, then D8. You may not raise it above D12.

No Vitals: Half hit-points. Take only one damage from physical attacks. Take normal damage from energy attacks.

Tentacles: Your grapple attacks gain a +1 bonus to hit and to damage. Trying to break free is penalised by -1.

Water Breathing: You can breathe underwater (or your home liquid equivalent).

Criminal (Cultural)

Some societies form along criminal lines. They might be raiders, thieves, pirates or bandits. Something in their culture allows them - morally - to take from others and even lauds it as an accomplishment, rite of passage or part of a mating ritual.

Ambush: Your Sneak Attack skill is raised by +1 for free.
Intrusive: Your Security skill is raised by +1 for free.
Sneaky: Your Stealth skill is raised by +1 for free.
Tech-Savant: Your Tinker skill is raised by +1 for free.
Wary: Your Reflex and Logic saves are raised by +1 each.
Cyborg (Exotic)

Whether through medical procedures or through a species-wide requirement, parts of you are replaced with synthetic substitutes which may or may not be better than the real thing.

Cybernetics: You may take this multiple times. Each time you take Cybernetics you get a free, basic, cybernetic augmentation.

Dead (Exotic)

You, perhaps your whole species, are dead. You are kept alive somehow whether through dark magic, psionics, technology or some natural ability to persist beyond death. Needless to say, this creeps a lot of people out. You cannot be healed by conventional or psychic means, only 'naturally'.

Dead Flesh: The material that you are made of is dead, insensate, tough. Your Hit Points are doubled.

Fear Attack: You can make a Charm save, once per encounter, to make a fear attack. Enemies within fifteen metres of you must make a Will save or flee.

Immaterial: You cannot directly interact with much in the physical world but are immune to physical attacks.

Decadent (Culture)

A decadent culture may be on the decline or may be at its height. It is a culture of plenty, of excess, of narcissism and selfishness, of indulgence, fashion and passion. Decadent cultures often lead interstellar trends and spend their wealth on extravagant projects that will be mysteries to future species.

Confident: +2 Will Save.

Excess: Increase Constitution by +2 and reduce Wisdom by -1.

Fashionable: +1 to Looks and Charm Saves.

Defensive Adaptation (Species)

Many species have defensive adaptations to protect them from the environment or from predators. Some sapient species carry these adaptations forward into their dominance as an intelligent creature.

Defensive Cloud: Once per day you can release a cloud of ink, smoke, dust or similar to obscure you as if you were hiding in a smoke cloud.
Rapid Reaction: Your Reflexes save is increased by +2.

Shell: You have a natural armour of D4. This can be taken multiple times, increasing the dice size (D6, D8 etc).

Spines: You are covered in thick spines. Anyone hitting you in close combat must make a Reflex save or take D4 hit points of damage.

Duplicitous (Cultural)

A duplicitous culture values lies, underhanded deals, backstabbing and sneakiness. It is a Machiavellian knot of plots, schemes and plans and only the very best rise to the top. Your culture may not be trusted by other cultures - and with good reason.

Cunning: +1 Wisdom.

Self-Protecting: Your Logic and Will Saves are raised by +1 each.
Thoughtful: +1 Intelligence.
Wary: Your Reflex and Logic saves are raised by +1 each.
Elemental (Exotic)

Elemental beings are more supernatural than natural, perhaps due to the presence of magic, perhaps due to some channelled life force. These are the classical elements, rather than elements as we think of them today. An Elemental trait counts as two traits.

Air: +1 Dexterity, +2 Reflex Save. You are surrounded by wind and may seem partly transparent.
Earth: +1 Constitution, Armour rolls are increased by +1. Your body is made of stone, craggy and tough.

Fire: Your hand-to-hand attacks do D4 fire damage and anyone hitting you in close combat must make a toughness save or take D4 fire damage. You take half damage from heat based attacks and double damage from cold based attacks.

Water: +1 Constitution, +1 Strength. You constantly appear to be wet and flowing.

Energy (Exotic)

You are a being of pure energy. You have no physical body per se, rather a shell of energy that can interact with the physical world as though it were a body.

Bioluminescent: You can cause yourself to glow, casting light up to five metres away.

Energistic: You take half damage from energy attacks and double damage from physical attacks (normal damage if you're immaterial).

Immaterial: You cannot directly interact with much in the physical world but are immune to physical attacks.

Power Up: You may sacrifice a hit point to recharge an energy weapon. You may sacrifice more hit points to charge/jump-start other devices at the Games Master's discretion.

Engineer (Cultural)

The culture of your species is one of doers, makers, builders. Some deep-seated imperative or social development has fixated your people upon engineering.

Tech-Savant: Your Tinker skill is raised by +1 for free.
Tech-Zen: Your Modification skill is raised by +1 for free. This can take it over 6.
Thoughtful: +1 Intelligence.
Exotic Attack (Exotic)

You have access to a special, exotic attack, unique to your species which you can use once per encounter.

Dart: You can shoot a dart or quill from your flesh as a ranged attack with a range equal to your Strength in metres. It does D4 damage. You can take this multiple times to step up the damage and to increase the range by 2 metres each time.
Electroshock: You can discharge an electric shock through your body. This is a Hand-to-Hand attack, resisted by a Toughness Save. If they fail they are stunned for 1d6 turns.
Fire Breathing: You can breathe a plume of fire up to five metres. This does D4 damage to anyone hit by it. They can make a Reflexes Save to dodge. You can take this multiple times to step up the damage.

Sonic Boom: You can discharge a powerful sound at a range of up to five metres. This does D4 damage to anyone hit by it. They can make a Toughness Save to resist the effect. You can take this multiple times to step up the damage.
Toxic Gas: You can expel a cloud of toxic gas two metres around yourself in every direction. Those in the cloud must make a Toughness save or take D4 damage. You can step this up by taking it multiple times. You are unaffected by the cloud and it can last several turns.
Feline (Species)

Feline species resemble Terran cats. They are often individualistic and aloof and can also seem cruel to other species.

Acute Hearing: You can hear noises higher and lower than most and at greater distances with greater clarity.

Graceful: +1 Dexterity.

Natural Weapons: You may take this multiple times. Each time you take it the damage you can do with your natural weapons increases by one dice-type. EG: D4 (the starting amount) rising to D6, then D8. You may not raise it above D12.
Night Vision: You can see in reduced lighting as normal, but not in total darkness.
Rapid Reaction: Your Reflexes save is increased by +2.

Wary: Your Reflex and Logic saves are raised by +1 each.
Vibration Sense: You can sense movement that disturbs that atmosphere ten metres in all directions if your whiskers are exposed to the air.

Fungal (Species)

Fungal sapients are closer to animals than plants and are often parasitic, infesting other mobile creatures and using their bodies for transportation.

No Vitals: Half hit-points. Take only one damage from physical attacks. Take normal damage from energy attacks.

Slow Metabolism: You add +5 to your saving rolls to resist poison and disease that is not species specific.

Giant (Species)

Most intelligent species seem to range between two feet and eight feet in average height. Some few others are much, much bigger. Large creatures may find it hard to get equipment sized for them.

Enduring: +1 Constitution.

Large: Reduce your Ranged and Close defence by -1. You gain an additional +1 Hit Point per level and do an additional +1 damage in close combat.

Resilient: Increase Toughness and Power Saves by +1 each.

Strong: +1 Strength.

Herbivore (Species)

Herbivorous species are often peaceful and dull-witted, though this is not always the case. They often have a deep-seated fear and revulsion directed towards carnivorous species.

Enduring: +1 Constitution

Fearful: Your Reflex and Will saves are raised by +1 each.
Herd Mentality: You may claim a free +1 to any roll (including skills) a number of times equal to 1+Charisma Bonus. The minimum is 1 and it must be when helping/assisting others.

Rapid Reaction: Your Reflexes save is increased by +2.

Strong Stomach: You can subsist on food matter that other species could never consider.

High Gravity (Species)

Species from high-gravity worlds have adapted, physically, to the rigours that these place upon their bodies.

Very Strong: +2 Strength, -1 Dexterity

Very Tough: +2 Constitution, -1 Dexterity

Hi-G Adapted: +2 Power Save, +2 Toughness Save, -2 Reflexes Save

Humanoid (Species)

The majority of successful species in the galaxy are humanoids and thanks to science and suspicious similarities in genetics many of these species can interbreed. Humanoid species benefit from being adaptable and gregarious.

Adaptable: +1 Skill Point that can be spent anywhere.

Hunter (Cultural)

Hunter cultures value the hunting skill above all others and consider it an important cultural artefact. Even advanced species can glorify the hunt as a rite of passage or a connection to their more primitive forebears.

Warrior: +1 Close and Ranged Attack.

Weapon: +2 Skill levels with a particular type of weapon.

Survival: +1 level to Survival skill.

Stalker: +1 level to Stealth skill.

Insectoid (Species)

Insectoid species often have multiple limbs, a hard, chitinous outer shell and venomous bites or stings. They are often divided into castes and many of them have a selfless, eusocial, communistic viewpoint. Many non-insectoid species have an instinctive, hostile reaction towards insectoid species.

Chitin: Your armour rolls are made with a +1 bonus.

Extra Action: Your multiple limbs allow you to make an extra attack - or similar action - each turn.

Faz: You can sense movement that disturbs that atmosphere ten metres in all directions if your antennae are exposed to the air.

Flight: You can fly at double your normal ground speed.

UV Vision: You can see into the near ultraviolet which can let you see tracks and traces, patterns and lights that others cannot.

Intellectual (Cultural)

Your species places a great deal of cultural emphasis on learning, consideration and academic pursuits.

Educated: Spend a free skill point on a Lore skill.

Mindful: Add +1 to your Logic and Will saves.

Thoughtful: +1 Intelligence

Libertine (Cultural)

You come from a culture that accepts and embraces freedom and unrestrained sexuality in a way that few others do. For whatever reason - and scientific developments are as common as any other reason - your culture's social mores are far more accepting than others.

Beautiful: +1 Comeliness.

Charming: +1 Charisma.

Gregarious: +2 to Charm Save.

Sexy: +1 to Looks and Charm Saves.

Low Gravity (Species)

Your species originates on a low-gravity world with little strain upon the body. Your biology has developed and adapted accordingly. You are often tall and thin and can seem fragile compared to other species.

Light Body: You may trade Constitution for Dexterity on a one-for-one basis but cannot lower that Ability beneath 2.

Flexible: Your Reflex and Toughness saves are increased by 1.

Metal-Oxide Based (Exotic)

Metal-Oxide based life can exist in high temperature environments where carbon or ammonia based life cannot. Metal-Oxide life is likely to come about on high-metal content planets and planetoids with close orbits to their parent star. Metal-Oxide life forms are likely to need special encounter and life-support suits.

Boiling: You take half damage from heat-based attacks and double damage from cold-based attacks.

Unusual Chemistry: You gain a +5 bonus to resist poison and disease that is not species specific.

Shell: Your armour rolls are made with a +1 bonus.
Radiation Resistant: You take half-damage from energy attacks.
Methane-Based (Exotic)

Like ammonia-based life, methane-based life exists at colder temperatures than carbon based life. Ammonia based life feeds on hydrocarbons either directly through a form of chemosynthesis or by predating/grazing on simpler forms of life that do. Methane-based life might exist on the moons of gas giants.

Frozen: You take half damage from cold-based attacks and double damage from heat-based attacks.

Fuel-Eater: Your metabolism can digest hydrocarbon fuel such as oil, gas and petroleum.
Gasbag: You may not take 'humanoid'. You can fly at walking pace. Your hit-points are reduced by half.
Slow Metabolism: You add +5 to your saving rolls to resist poison and disease that is not species specific.

Molluscan (Species)

Gastropods (like snails) and bivalves (like mussels) but excluding cephalopods which have their own entry above. Molluscs are slow and often stationary species given to strong defensive capabilities and a slow and considerate intelligence.

Mindful: Add +1 to your Logic and Will saves.

Shell: You have a natural armour of D4. This can be taken multiple times, increasing the dice size (D6, D8 etc).

Slow: In place of taking a hit to an attribute for taking multiple traits you may halve your speed, you may do this twice.

Thoughtful: +1 Intelligence

Shell: Your armour rolls are made with a +1 bonus.
Nocturnal (Species)

Nocturnal species are adapted to the night, a period when stealth and senses compete with each other.

Acute Hearing: You can hear noises higher and lower than most and at greater distances with greater clarity.

Infrared Vision: You can sense heat and see in the dark up to fifteen metres.

Night Vision: You can see in reduced lighting as normal, but not in total darkness.
Stalker: +1 level to Stealth skill.

Ophidian (Species)

Ophidian species are snake-like. Long, tubular organisms. Ophidian sentients are typically very flexible - able to use their own bodies as manipulative limbs, or have rudimentary limbs, an agile tongue or technological assistance to do so. Ophidians are often venomous.

Coils: Your grapple attacks gain a +1 bonus to hit and to damage. Trying to break free is penalised by -1.

Infrared Vision: You can sense heat and see in the dark up to fifteen metres.

Natural Weapons: You may take this multiple times. Each time you take it the damage you can do with your natural weapons increases by one dice-type. EG: D4 (the starting amount) rising to D6, then D8. You may not raise it above D12.

Narrow: You can fit through a fist-sized hole or gap.

Pacifistic (Cultural)

For religious, ideological or other reasons your species is a peaceful one given to a culture of contemplation and non-confrontation. You needn't be like this, but it has influenced you.

Serene: +1 to Charm and Will Saves.

Non-Combat: You may reduce your Close and Ranged Attack by -1 instead of taking an Attribute penalty. You may only do this twice.

Parasitic (Species)

Parasitic species latch onto and use - even control - other, larger host organisms. A parasitic sentient cohabits a body from another species but can move from host to host.

Host Powers: Latching onto a host you can use one of their traits or special attacks as your own.

Live On: Even if your host dies you can move on to another one. When you are killed (reduced to -10 hit points) you may pull free of your host (at 1 hit point) and try to find another. You keep the same statistics from host to host, a reflection of your demands and capabilities on the body. You can only infect hosts in the general, humanoid range of size.

Mind Control: You can not only directly control your host but also partially infect other hosts with a melee attack, taking control of them - if they fail a Will save - for 1d6 hours. They can make the save again if you cause them to self-harm or engage in suicidal actions.

Photosynthetic (Species)

Your species is capable of producing its own food and energy through sunlight and carbon dioxide. This is most often found in plant life but can be found in other species supplementing or replacing the way that they otherwise feed.

Fruiting: You can store excess energy in your body and offer it to others as food.
Self-Sustaining: You do not need to be fed provided there is sufficient light.
Piscean (Species)

Fish-like species are most frequently aquatic and breathe fluid rather than air. They are well adapted to deal with high-pressure environments and may have other adaptations for life in deep, dark, liquid.

Bioluminescent: You can cause yourself to glow, casting light up to five metres away.

Electrosense: Even in total darkness you can sense electrical signals and patterns as though you could see them. Devices and the bioelectrical current in living things.
Night Vision: You can see in reduced lighting as normal, but not in total darkness.
Scales: Your armour rolls are made with a +1 bonus.

Swimming: You can swim 50% faster than normal.
Water Breathing: You can breathe underwater (or your home liquid equivalent).

Plant (Species)

Plants are often - but not always - photosynthetic. Plant-like species often have a branching structure and are in a constant state of growth and die-back.

Flowering: Increase your Comeliness by +1.

Fruiting: You can store excess energy in your body and offer it to others as food.
Intimate of Nature: Your close connection with planetary cycles and life grants you a +1 bonus to your Survival skill.

Regeneration: You regenerate one hit-point every turn.

Self-Sustaining: You do not need to be fed provided there is sufficient light.
Slow Metabolism: You add +5 to your saving rolls to resist poison and disease that is not species specific.
Poisonous (Species)

Your flesh, blood or other effluvia are poisonous to creatures not of your species. This may have evolved as a defensive mechanism or have been induced by genetic engineering. It may simply be the result of unusual biochemistry in your species. Whatever the case, your flesh and blood are toxic to other creatures. You may be brightly coloured or patterned to warn others of this.

Poisonous: Any enemy or creature biting you must make a Toughness save or take D6 damage. You can coat your own weapons with your toxin by cutting yourself, taking 1 hit point of damage. This lasts for a single hit.

Warning Sign: Your colouration, scent etc mark you out as something 'not tasty'. Wild animals target you last for attacks.

Predator (Species)

Your species retains its carnivorous and predatory instincts and may still prefer live prey to prepared meals.

Acute Hearing: You can hear noises higher and lower than most and at greater distances with greater clarity.

Acute Sense of Smell: You can detect the tiniest variations in scent and even track people by it. Your Survival and Search skills start one point higher.
Fast: Your movement speed is 20% faster.

Keen Sight: You can see an extra 50% as far in all conditions than normal sight and your Search skill is increased - for free - by +1.

Killer Instinct: +1 bonus to your Close Attack.

Natural Weapons: You may take this multiple times. Each time you take it the damage you can do with your natural weapons increases by one dice-type. EG: D4 (the starting amount) rising to D6, then D8. You may not raise it above D12.

Primate (Species)

While many humanoid species share primate traits, primate species retain traits such as tails and gripping feet that humanoids lack.

Foot-Hands: Gain a +1 bonus to your Climb skill. You can also use your feet with equal dexterity to your hands.

Tail: +1 to Reflex save (from balance). If taken twice you can hang from the tail and leave your hands free. If taken three times the tail is also prehensile and can wield weapons for an extra attack.

Psychic (Exotic)

Your species has a naturally developed acuity for psychic capability.

Psi Power: You have an extra Psi point to spend to activate powers.

Psi Talent: You have an extra point with which to buy psychic powers, even if you're not a Psion.

Reptilian (Species)

Reptilian species are generally egg-laying, scaled and cold blooded. There are reptile-like species that have different traits but these are the most common.

Cold Blooded: +1 to Will and Toughness Save.

Infrared Vision: You can sense heat and see in the dark up to fifteen metres.

Scales: Your armour rolls are made with a +1 bonus.

Robotic (Species)

Your species is artificial. That is to say it is constructed from metal and plastic rather than flesh and blood. Robotic species do not originate naturally but may develop naturally once they achieve self awareness. Individuals with large amounts of cybernetics may also develop robotic traits.

Interface: You can directly jack in to computers and other devices to control them. Your Security skill gains a boost of +1.

Brother Machine: As a machine yourself you have an intuitive understanding of other machines. Gain a boost of +1 to your Tinker skill.

Painless: You gain an additional Hit Point per level and your Toughness save is increased by +1.

Engineered: Gain a +1 to any Attribute.

Avatar: You can pair up with a particular machine or ship and act as its Avatar. This is permanent bond but anything you roll or do to do with that ship, vehicle or device is at +1 and can be done at a remote distance.

Rodentine (Species)

Rodent-like species are characterised by sharp, gnawing teeth, tails and high metabolisms. They often live relatively short - but action-packed - lives.

Fast Metabolism: Your Dexterity is increased by +2 but you suffer a -5 penalty on Save rolls against poison and disease.

Rapid Reaction: Your Reflexes save is increased by +2.

Tail: +1 to Reflex save (from balance). If taken twice you can hang from the tail and leave your hands free. If taken three times the tail is also prehensile and can wield weapons for an extra attack.

Scavenger (Species)

Scavengers live on the leavings of other species. The rotten, the seemingly inedible and the waste of others. There is considerable prejudice against intelligent scavenger species.

Enduring: +1 Constitution

Strong Stomach: You can subsist on food matter that other species could never consider.

Tough: Increase your Toughness Save score by +2.
Sessile (Species)

Sessile species are immobile. They require an encounter suit or special vehicle to which they can attach themselves in order to move and possibly to manipulate things around them, though they may have manipulative limbs of their own.

Cannot Move: You have to take this trait and it means you cannot move unassisted. It counts in place of reducing an Attribute to take positive traits.
Colony: Any attack that is not an area effect or ongoing damage (such as fire) can only ever do you a maximum of one Hit Point of damage. However, a loss of a part of you is a loss to the whole. For every 10 Hit Points you take you take a -1 penalty to every roll.

Shell: You have a natural armour of D4. This can be taken multiple times, increasing the dice size (D6, D8 etc).

Thoughtful: +1 Intelligence.
Tough: Increase your Toughness Save score by +2.
Shapeshifter (Exotic)

Limited Shapeshifting: You can fit through a hole or gap the size of a fist without having to make a roll, slip bonds and otherwise ooze and slop around.

Shapeshifting: You must have Limited Shapeshifting. You can now alter your appearance into a perfect physical disguise or to hide yourself. Gain +1 to your Stealth skill.

True Shapeshifting: You must have Shapeshifting. This is a free +1 bonus you can shift around your body wherever you want. You can manifest any trait you want or give a +1 to any statistic or skill. It takes you a full turn with no other actions to shapeshift. This may be taken multiple times.

Silicon-Based (Exotic)

Silicon-based life is rare, only evolving in systems and planets where carbon is extremely rare. Silicon based-life tends to evolve in two directions - hard and crystalline or soft and gooey.

Stone Body: You have an Armour of D4 and your Toughness Save is raised by +1. You lose -1 Dexterity.

Goo Body: You have the Limited Shapeshifting trait and physical attacks made against you do half damage. Your Constitution is reduced by -1.

Software (Species)

You aren't a 'being', you are a 'free-floating consciousness'. You are an artificial intelligence but not a robot. Rather you are software. This makes you functionally immortal, able to make backups of yourself but you are only able to run one instance of yourself and to inhabit a single body at a time due to 'quantum'.

Code Body: Your mind exists separate from your body - which is a constructed artefact. You can survive the death of your body and 'restore from backup' into a new shell.

Spiritual (Cultural)

Your culture is one of spiritualism. There is a deep-seated sense of religion, contemplation and morality. Of course, your spirituality may not concur with that of other species or cultures and this can lead to terrible conflict.

Emotive: +1 Wisdom.

Fanatical: +1 Will, +1 Constitution.
Serene: +1 to Charm and Will Saves.

Thoughtful: +1 Intelligence.
Woo: +1 Psi Point.
Swarm (Exotic)

You are not a single organism but rather a colony, a swarm, acting with a single purpose or will. You might be a collection of single celled organisms, an ant or bee analogue or even a swarm of rodents sharing a single mind. Whatever your constituents are, however, they are small and individually unintelligent.

Colony: Any attack that is not an area effect or ongoing damage (such as fire) can only ever do you a maximum of one Hit Point of damage. However, a loss of a part of you is a loss to the whole. For every 10 Hit Points you take you take a -1 penalty to every roll.

Engulf: You have a special hand-to-hand attack option. You can engulf a target which means you automatically hit every single turn with a hand to hand or natural weapon attack. Any attacks that hit the target do, however, also hit you.

Separate: You can break off a part of yourself and give it a very specific mission such as 'pull that switch'. You assign this part a number of Hit Points and off it goes.

Thermosynthetic (Exotic)

Thermosynthetic species use heat to create chemical energy within their own bodies.

Boiling: You take half damage from heat-based attacks and double damage from cold-based attacks.

Heat-Feeder: You regain a Hit Point when exposed to extreme heat or fire.

Self-Sustaining: You do not need to be fed provided there is sufficient heat.
Tiny (Species)

Small species are of sizes below the normal humanoid range. They are typically - but not always - short lived with fast metabolisms.
Fast Metabolism: Your Dexterity is increased by +2 but you suffer a -5 penalty on Save rolls against poison and disease.

Fleet: +1 Dexterity.

Rapid Reaction: Your Reflexes save is increased by +2.

Small: Increase your Ranged and Close defence by +1. You gain one less Hit Point per level (minimum 1).

Vacuum (Exotic)

Species that can exist in a vacuum are extremely rare and many of those which can are - or at least were - engineered. There are a very few space-native species.

Sealed System: You can live indefinitely in a vacuum without being surrounded by gas or liquid.

Radiation Resistant: You take half-damage from energy attacks.
Venomous (Species)

You have a venomous bite, sting or other natural attack that carries a poison with it.

Venom: Your hand to hand or other natural attack carries a venom with it. The target must make a Toughness Save or take an additional D4 damage. You can step this up by taking this trait multiple times.

Paralytic: Your hand to hand or other natural attack carries a venom with it that causes paralysis. The target must make a Toughness Save or be unable to act for D4 turns.

Warrior (Culture)

You come from a culture with a proud warrior tradition. Battle, combat, martial prowess these are things of pre-eminent importance to you - or at least the culture you come from.

Combat Reflexes: Your Initiative is increased by +2.

Survival: +1 level to Survival skill.

Tough: Increase your Toughness Save score by +2.
Warrior: +1 Close and Ranged Attack.

Weapon: +2 Skill levels with a particular type of weapon.

Zero Gravity (Exotic)

Your species has evolved in, or been engineered to live in, zero gravity environments. You are most at home without the pull of gravity weighing on your bones and in extreme cases may need an encounter suit to deal with environments that do have gravity.

3D Thinking: You naturally think in three dimensions which makes you a consummate pilot. Gain a +1 Bonus to your Pilot skill.

Flexible: Your Reflex and Toughness saves are increased by 1.

Light Body: You may trade Constitution for Dexterity on a one-for-one basis but cannot lower that Ability beneath 2.

Zero G: You offset any zero gravity penalties by +5.

Classes
A class is a broad category describing the general 'type' of character that you are. The basic game has four, adaptable, classes that describe these categories and each has its own particular bonuses, drawbacks and opportunities for customisation. Different classes have different strengths that are designed to complement each other in game play. The Killer can take and dish out a lot of damage. The Psion has access to the hidden powers of the mind. The Scholar has secret and powerful knowledge that lets them navigate a dangerous universe with greater understanding and greater advantage.
Expert
The Expert's strength comes from his adaptability and his skill. The Expert has a hunger to learn and to hone their techniques and the more they learn the more versatile and powerful they become. An Expert can take two different tracks as they level up, specialising in particular areas to gain rapid power or broadening their skills to make them a valuable Jack-of-all-trades able to help and assist in almost any situation.

Experts: Chancer, Con artist, Duellist, Engineer, Fence, Gambler, Hotshot pilot, Musician, Sniper, Thief

Skills: Experts can spend their Skill Points in any Skill category.
Saves: At character creation an Expert can raise any one of their saves by 1.
	Level
	Experience Points
	Hit Points
	Attack Bonus
	Skill Points

	1
	0
	1d6
	+0
	4**

	2
	1,500
	+1d6
	+1
	+3

	3
	3,000
	+1d6
	+1
	+2

	4
	6,000
	+1d6
	+1
	+2

	5
	12,000
	+1d6
	+1
	+2

	6
	24,000
	+1d6
	+1
	+2

	7
	48,000
	+1d6
	+1
	+2

	8
	96,000
	+1d6
	+1
	+2

	9
	192,000
	+1d6
	+1
	+2

	10
	288,000
	+1d6
	+1
	+2

	11
	384,000
	+2*
	+1
	+2

	12
	480,000
	+2*
	+1
	+2

	13
	576,000
	+2*
	+1
	+2

	14
	672,000
	+2*
	+1
	+2

	15
	768,000
	+2*
	+1
	+2

	16
	864,000
	+2*
	+1
	+2

	17
	+96000/lvl
	+2*
	+1
	+2

	18
	+96000/lvl
	+2*
	+1
	+2

	19
	+96000/lvl
	+2*
	+1
	+2

	20+
	+96000/lvl
	+2*
	+1
	+2


* Con Bonus no longer applies from this level onwards.

**Plus Int & Wis Bonuses (minimum 1) only at first level

Killer
A Killer kills. That is their Raison d'être, their life, their expertise and their burden. A killer is deadly unarmed, armed or perhaps with only a tin cup to fight with. They have the skill, the will and the brutality to kill another sentient being almost by reflex. Killers are versatile, able to slaughter other beings with just about anything that comes to hand though some become particularly fond of a singular weapon and hone their skill to a frightening degree.
Killers: Barbarian, Bodyguard, Commando, Guard, Gunslinger, Hunter, Mercenary, Pirate, Soldier, Space Marine

Skills: Experts can spend their Skill Points in Everyman, Combat and General skill categories.
Saves: At character creation a Killer can raise one of the following Saves by +2: Toughness, Reflexes, Power.
	Level
	Experience Points
	Hit Points
	Attack Bonus
	Skill Points

	1
	0
	1d8
	+0
	2**

	2
	2,000
	+1d8
	+1
	+1

	3
	4,000
	+1d8
	+2
	+1

	4
	8,000
	+1d8
	+3
	+1

	5
	16,000
	+1d8
	+4
	+1

	6
	32,000
	+1d8
	+5
	+1

	7
	64,000
	+1d8
	+6
	+1

	8
	128,000
	+1d8
	+7
	+1

	9
	256,000
	+1d8
	+8
	+1

	10
	384,000
	+3*
	+9
	+1

	11
	512,000
	+3*
	+10
	+1

	12
	640,000
	+3*
	+11
	+1

	13
	+128,000/lvl
	+3*
	+12
	+1

	14
	+128,000/lvl
	+3*
	+13
	+1

	15
	+128,000/lvl
	+3*
	+14
	+1

	16
	+128,000/lvl
	+3*
	+15
	+1

	17
	+128,000/lvl
	+3*
	+16
	+1

	18
	+128,000/lvl
	+3*
	+17
	+1

	19
	+128,000/lvl
	+3*
	+18
	+1

	20+
	+128,000/lvl
	+3*
	+1/lvl
	+1


* Con Bonus no longer applies from this level onwards.

**Plus Int & Wis Bonuses (minimum 1) only at first level

Psion
A Psion has access to the power of the mind, the ability to manipulate the universe through the power of thought alone. Psions are able to 'break physics' and produce powerful energies and insights, seemingly out of nowhere. This effort is taxing to the mind and body and Psions also carry a 'witch mark', a mutation or other physical or psychological scar that marks them out as different. On some planets a Psion might be considered a powerful and important member of a ruling class, on others they are hunted down and burned alive - or worse. There are many prices to pay for the ability to control the universe.

Psions: Aristocrat, Criminal, Cultist, Holy Warrior, Monk, Priest, Refugee, Revolutionary, Shaman, Wizard

Skills:  Psions can spend their Skill Points in the Everyman, Psi and General skill categories.
Saves: At character creation a Psion can raise one of the following Saves by +2: Charm, Logic, Will
Psi Points: Psi Points are spent to enact your powers. The level of the power is its cost in Psi-Points to use. When you're out of Psi-Points you can sacrifice Hit Points in their place (five for one), draining your body and mind to use your powers.
Power Points: Power Points determine how many powers you have. Each time you level you gain an allotment of Power Points with which to buy new Psychic Powers. Their cost is the same as their level and you may not buy powers with a level higher than yours.
	Level
	Experience Points
	Hit Points
	Attack Bonus
	Skill Points
	Psi Points
	Power Points

	1
	0
	1d6
	+0
	2**
	1**
	1**

	2
	1,750
	+1d6
	+1
	+1
	+1
	+2

	3
	3,500
	+1d6
	+1
	+1
	+1
	+3

	4
	7,000
	+1d6
	+1
	+1
	+1
	+4

	5
	14,000
	+1d6
	+1
	+1
	+1
	+5

	6
	28,000
	+1d6
	+1
	+1
	+1
	+6

	7
	56,000
	+1d6
	+1
	+1
	+1
	+7

	8
	112,000
	+1d6
	+1
	+1
	+1
	+8

	9
	224,000
	+1d6
	+1
	+1
	+1
	+9

	10
	336,000
	+2*
	+1
	+1
	+1
	+9

	11
	448,000
	+2*
	+1
	+1
	+1
	+9

	12
	560,000
	+2*
	+1
	+1
	+1
	+9

	13
	672,000
	+2*
	+1
	+1
	+1
	+9

	14
	784,000
	+2*
	+1
	+1
	+1
	+9

	15
	896,000
	+2*
	+1
	+1
	+1
	+9

	16
	1,008,000
	+2*
	+1
	+1
	+1
	+9

	17
	1,120,000
	+2*
	+1
	+1
	+1
	+9

	18
	1,232,000
	+2*
	+1
	+1
	+1
	+9

	19
	1,344,000
	+2*
	+1
	+1
	+1
	+9

	20+
	+112,000/lvl
	+2*
	+1
	+1
	+1
	+9/lvl


* Con Bonus no longer applies from this level onwards.

**Plus Int & Wis Bonuses (minimum 1) only at first level
The Witch-Mark

All Psions are marked out in some way as being 'different' from others around them. These changes are seemingly random - some good, some bad, depending on your point of view. They do set the Psion's as a breed apart and something that can be recognised - and feared. Roll a d100 to see how your character is 'marked'. If it doesn't apply due to the nature of your species or your Games Master allows you a re-roll because he doesn't like seeing you cry, you can always try again.

1. Tears of Blood: You are always bleeding (from your eyes, nose, mouth etc). This makes you weak but cannot kill you. -1 Con, -1 Cha, -1 Com.

2. Fanged: You are fanged, your mouth filled with particularly sharp and vicious teeth. You can bite as a close combat attack for d4 damage. If your species can already bite raise the die-type of the damage by one (EG: D4 up to D6).
3. The Claw: You have a gigantic, hideous crab claw (roll for which hand, left or right). This reduces your Dex, Com and Cha by -1 but can attack for D4 damage. If your species already has natural weapons such as claws, step the dice of damage up by one.
4. Unibrow: You are a Cyclops with but a single, giant eye where you would normally have at least two. This affects your senses and your appearance. Reduce Wis, Com and Cha by -1.

5. Mushtool: You are infested with a psychic fungal symbiote which covers you in faintly glowing growths and tendrils. -1 Com.

6. Infested: Your body crawls with insectoid pests that live in and outside of you. They do not harm you but the effect is unsettling and disgusting. -1 Cha & Com.

7. Decay: You are ever-rotting, surrounded by a sweet scent of decay and the constant sloughing of skin and flesh. It doesn't seem to do you much, direct, harm. -1 Con, -1 Cha, -1 Com +1 hp/lvl.

8. Ooze: You drip with a viscous slime, a slippery mucous that oozes from your pores. -1 Cha and Com, +2 Close Defence.
9. Cobra: You are venomous.  Your hand to hand attacks force a Toughness save or the target suffers an extra D6 damage. If you already have a poison attack, step up the damage by a dice type (D6 to D8).
10. Inedible: You are poisonous, anything biting you or tasting your blood or flesh must make a Toughness Save or suffer d6 damage. If you're already poisonous step up the damage by a dice type.
11. Grasping Arm: You have a tentacle replacing one of your normal limbs. -1 Cha, -1 Com, +1 to grapple attacks.

12. Trippy: Your appearance is somewhat psychedelic. Your skin and hair are a mass of swirling colours and patterns. +1 to close and ranged defence.
13. The Fog: Your body surrounded you with a fine mist that obscures you from direct view. +1 Ranged Defence.

14. Charge: Your body builds up a high, natural, static charge. You constantly hum and crackle with power. Bare handed attacks or those with metal weapons do +1d6 damage, but anything you touch is charged/burnt/electrified.

15. Glowing: You are bioluminescent and glow with a dim light - just enough to read by. You may not use Stealth in darkness.

16. The Darkness: You are wreathed in Shadow and the shadows you cast or hide in are deeper and larger than others. Gain a free point in the Stealth skill.

17. I am the Fire: Your body gives off a cloud of choking smoke. +2 Ranged Defence, +1 Close Defence. You can suppress this as an act of will but it takes some effort.
18. Gummy: Your touch is tacky and gooey, clinging to things such as walls and weapons. +1 free level in the Climb skill and to any appropriate Save rolls.
19. Stalks: You are supplied with additional antennae that enhance your senses even if they make you look strange. +1 Wis, -1 Cha.

20. Rapture: You have an unnatural degree of beauty, so much so it can even be unsettling – +1 Cha and Com.

21. Out on a Limb: You have an extra manipulating appendage such as an arm. +1 Str and Dex, -1 Cha and Com.

22. Devolver: You have a bestial and primitive appearance – +1 Str and Con, -2 Charisma, -1 Com.

23. Wooden: You are part plant either through transformation or symbiosis. As a result you are tough and woody. +1 Con, +1 Armour, -1 Cha.

24. Melodious: Every movement you make creates chimes and sounds of a hypnotic and meditative nature. You may not have the Stealth skill and can put those Skill points elsewhere.
25. Long Nails: You have claws at the end of your hands. These wicked talons can attack for 1d4 damage, or step up your hand to hand damage by a dice type. -1 Cha and Dex.

26. Mind's Eye: You have a third eye on your flesh, protruding from the 'front' of your brain. This is considered by many Psions to be an auspicious mark. +1 Wis +1 Psi Point, -1 Cha.

27. Damp: You are always dripping wet, your skin clammy and damp, the water seeming to come from nowhere. -1 Cha.

28. For the Birds: Instead of hair you have feathers like a bird. -1 Charisma.

29. Walk With Me: You are constantly aflame and cannot wear clothing, only hard armour that is fireproof. Anything or anyone hitting you takes 1hp of damage, anything you hit takes +1 hp of damage. -1 Cha.

30. Ribbit: Webbed – You have webbed hands and feet. -1 Cha. You get a +1 bonus to any rolls relating to swimming.
31. Pelt: You are covered in soft, downy fur. -1 Cha but +1 to Saves made against cold effects.

32. Enormulous: You are at least ten feet tall. +1 Str, +1 Con, -1 Charisma, -1 Dexterity.

33. Little Friends: Your flesh is inhabited by strange creatures absent in nature that somehow enhance your natural capabilities. These are often called homunculi but cannot live separate from your body. +2 to any Attribute, -1 Cha & Com.
34. Sexual Selection: You have exaggerated or missing primary or secondary sexual characteristics. Roll 1d6 1-3 exaggerated, 4-6 missing. -1 Cha and Com either way.

35. Horny: You have a sharp spike, or spikes protruding from your head. This spike can be used to make a hand to hand attack for d6 damage, -1 Cha, Com.

36. Jake the Peg: You have an extra leg beyond the normal number for your species. -1 Cha and in addition this makes you somewhat clumsy and unwieldy, movement reduced to 3/4. You do find it easier to keep your balance though and get a +1 bonus to any rolls made to do with balance.
37. Willing to Sacrifice: You are icy cold, your breath misting every time you exhale. Anything hitting you takes 1 hp of damage, any of your attacks do +1 damage. -1 Cha.

38. Killing B: You are covered in unsightly, cancerous growths. -2 Cha & Com.

39. Mostly Armless: You have a missing limb – 1-3 arm, 4-6 leg, 1-3 left, 4-6 right. -1 Dex or 1/2 movement.

40. Twister: Your limbs and flesh are twisted and deformed. -1 to a physical attribute of your choice. -2 Cha.

41. Omnomnom: You are covered in tiny mouths that chatter and whisper blasphemies, lies and the occasional hard truth. -2 Cha and Com.

42. Agape: Your mouth is full of fangs and your jaw can detach. You can give a massive bite for 1d8 damage and swallow something the size of a dog or child with ease. Cha -1.

43. Nosy: In place of a mouth you have a long, thin proboscis, you can only feed by drinking. Psions with this problem may cover it with elaborate headpieces and masks -2 Charisma.

44. Austin: Your flesh is dark and grey and resembles ston. You grind and drip dust as you move. +2 Armour, -1 Cha, you may not take the Stealth skill and can reassign the points.
45. Balanced: You are bald and covered in tough, flexible, interlocking scales. +1 Close Defence, -1 Cha and Com.

46. Wag: You have a floppy, wagging tail that telegraphs your mood. +1 Cha, -1 Com.
47. Monkey See: You have a tail that can grip and move to balance you. +1 Climb, +1 Reflexes Save, -1 Com.

48. Shock: Your back and chest are covered in a hardy shell into which you can withdraw your limbs and head. +2/+4 Close Defence (withdrawn is +4), +1 Armour, -2 Charisma.

49. Auld Reekie: You have a foul smell. Close Defence +1 in close combat against enemies with a sense of smell. -1 Wis, -2 Cha.

50. Cry Me a River: You are covered in weeping Sores: -2 Cha and Com, -1 Con.

51. Shades: You have a shiny, reflective skin like a mirror.

52. Norman: You are covered in spines that do d4 damage to anyone who hits you. -1 Cha.

53. Jasper: Somewhere in your body you have a sting. It can attack for d4 damage and force a Toughness save or inflict an extra d6 damage.

54-63. Strange Skin: Your flesh is an unusual and highly visible hue or texture.
64. Living Skeleton: your skin and flesh are tight to your bones. -1 Str, -1 Con, -2 Cha, -1 Com.
65. The Devil's Teat: You have an extra nipple or breast. This is common amongst human Psions.
66. Wire: Bou are covered in hooked thorns like a rose. 1 hp of damage to anyone hitting you in close combat, -1 Cha

67. Now With…: You have non-functional but pretty looking wings. They can help break your fall, halving the effective distance that you drop. -1 Cha.
68. Visible Man: You have transparent flesh through which can be seen your circulatory system and organs. -2 Cha, -2 Com.

69. Fuzzy: You are hard to see, your image a blurry smear to anything and anyone that tries to look at you. +2 to Close and Ranged Defence, -2 Cha.

70. Pestilence: Anyone you touch must make a Toughness Save or fall ill, losing -2 Con for a week after which they recover.
71. Oatmeal: You constantly have dry flakes of skin falling from your flesh. -2 Cha, -2 Com.

72. Studded: Your skeleton grows out of your skin in ‘balls’ and nubs that push against the skin. +1 Armour, -1 Cha.

73. Floaty: You hover an inch about the ground and never touch it.

74. You'll Never De-Foetus: You have a conjoined twin attached, prominently to your flesh. Sometimes it wakes up. -2 Cha, -2 Com, +1 Psi Point.
75. Neem: You have glowing eyes that flare brighter whenever you use your psychic power. -1 Cha.

76. Paisley: You have patterned skin. This can appear to be tattoos, abstract patterns, stripes or anything else. Some Psions are even born covered in strange sigils and writings. This pattern flares with light when you use your powers.
77. Eye See You: Your body is covered in eyes, -2 Cha and Com, +2 Wisdom.

78. Headcase: Your skull is swollen, barely containing the enflamed and massive brain within: -2 Cha, -2 Com +2 Int, +1 Wis.

79. Agony: You are in constant pain but you are learning to endure it: -2 Con, +1 Toughness/Will save at first level, +1 hp/lvl.

80. One Man Band: Your voice is choral, as though many were speaking at once. Unsettling but beautiful. +1 Cha.

81. The Bells: You are a hunchback. -2 Com.
82. Little Friend: You are a midget, dwarf or little person. -1 Con, -1 Str, -1 Cha, +1 Close and Ranged Defence.
83. Rapunzel: You have rapidly growing hair (or equivalent): It grows at a rate of at least three feet per day.

84. Wiggins: You have an unusual hair colour: d10: 1. Snow white, 2. Absolute black, 3. Primary red, 4. Flame orange, 5. Buttercup yellow, 6. Primary green, 7. Primary blue, 8. Imperial purple, 9. Glass transparency, 10. Roll twice and combine.

85. Angelic: Your head is surrounded by a glowing halo, leakage from the psychic plane.

86. Demonic: You have cloven hooves in place of feet: -1 Cha, no need for shoes.

87. Speak no Evil: Mute.

88. Hear no Evil: Deaf.

89. See no Evil: Blind
90. Locked-In: You cannot sense or speak in any sense other than with your mind which works over a radius of 5 metres replacing all these abilities.
91. Phat: You are grotesquely and freakishly obese. Half movement, +2 Con, +1 Strength, -2 Cha, -1 Com.

92. Friday Job: Your body is assymetrical, larger/different on one side than the other. Reduce Cha and Com by -1, reduce one physical attribute by -1 and increase another by +1.

93. Perfumed: You exude pheromones that make you seem more charming and irresistible than you are: +2 Cha, +1 Com.
94. Super Sonic: You have big bat-like ears that give you a great sense of hearing: +1 Wis, -1 Cha.

95. Karma Chameleon: Your flesh and skin can shift to hide you in most circumstances: Gain +1 free level in the Stealth skill.

96. What is that thing?: Your face has a hideous aspect: -2 Charisma, -4 Com.

97. All the Better to See You With: You have big, cat-like eyes and can see well in low-light conditions. +1 Wisdom.

98. Throwing the Horns: You have flexible, but tough, metal skin: 3/4 movement, +1d4 Armour.

99. Evergreen: Your body has a kind of twisted regeneration ability. Your wounds heal with cancerous growths but you must constantly ‘trim’ your renegade flesh. Regeneration 1 hp per turn. -2 Cha, -2 Com.

100. Evolutionary: You resemble a perfected, uncannily so, member of your species. +1 to all Attributes.

Scholar

The Scholar devotes themselves to learning, deep learning. To them the secrets of lost civilisations and ancient technologies are things to master and understand - not to gawk at or run from in terror. A Scholar can develop a near-mystical understanding of technology and alien societies and trains their mind to be able to think in a variety of different ways. This can often make them eccentric, to say the least.

Experts: Archaeologist, Consulting detective, Espionage agent, Librarian, Mad scientist, Researcher, Savant, Technician, Tomb raider, Xenobiologist.
Skills: Scholars can spend their Skill Points in Everyman, General and Scholastic skill categories.
Saves: At character creation an Scholar can raise any of the following saves by 1: Logic, Will.
	Level
	Experience Points
	Hit Points
	Attack Bonus
	Skill Points

	1
	0
	1d6
	+0
	3**

	2
	2,250
	+1d4
	+1
	+2

	3
	4,500
	+1d4
	+1
	+1

	4
	9,000
	+1d4
	+1
	+1

	5
	18,000
	+1d4
	+1
	+1

	6
	36,000
	+1d4
	+1
	+1

	7
	72,000
	+1d4
	+1
	+1

	8
	144,000
	+1d4
	+1
	+1

	9
	288,000
	+1d4
	+1
	+1

	10
	432,000
	+1d4
	+1
	+1

	11
	576,000
	+1*
	+1
	+1

	12
	720,000
	+1*
	+1
	+1

	13
	864,000
	+1*
	+1
	+1

	14
	1,008,000
	+1*
	+1
	+1

	15
	1,152,000
	+1*
	+1
	+1

	16
	1,296,000
	+1*
	+1
	+1

	17
	1,440,000
	+1*
	+1
	+1

	18
	1,584,000
	+1*
	+1
	+1

	19
	1,728,000
	+1*
	+1
	+1

	20+
	+144,000/lvl
	+1*
	+1
	+1


* Con Bonus no longer applies from this level onwards.

**Plus Int & Wis Bonuses (minimum 1) only at first level

Skills

Skills help differentiate and specialise your character in a similar way to racial traits. Everyone starts with some skills and everyone gains some skills when they level up. Skills can be things like lore and knowledge, specialisation with a particular weapon, well-practised combat moves or a honed ability to sneak around, break things or repair things.

When you roll against a Skill you roll a D6 and if you roll under the skill score you succeed. If you roll over the skill score then you fail. It's as simple as that. If your skill score is 6 you roll two dice and they both have to come up six for you to fail. Some skills provide special bonuses and capabilities and this is noted in their text.  Skills are a great opportunity to expand or specialise your character and to make them distinctive and useful.
Everyman Skills

Everyman Skills are the Skills that everyone starts with and that everyone can raise with their Skill Points regardless of their class.

· Climb

· Languages

· Search

· Security
· Sleight of Hand

· Sneak Attack

· Stealth

· Structure

· Survival

· Tinker

Climb:

Your ability to clamber up surfaces without the aid of climbing gear or equipment.

Everyone starts with this Skill at 1.

Languages:
Each point in the Languages Skill is another unlocked language that you know how to read, write and speak. You already know your own language and the first point gives you access to the trade pidgin used between different interstellar species and cultures. Even if you don't have a particular language you can roll under this Skill to get a vague idea or convey the general meaning of what you want to say through hand signals and charades. You can take this skill beyond 6 and learn even more languages and scripts.
Everyone starts with this Skill at 1.

Search:
Your Search Skill is how good you are at finding the non-obvious in your surroundings through actively looking. Search helps you uncover hidden caches, secret doors and to frisk people for concealed weapons. This Skill represents how well you have trained yourself to put yourself into the mind of someone trying to hide something and how meticulous and patient you are in your investigations.

Everyone starts with this Skill at 1.

Security:

Your Security Skill describes how good you are at bypassing mechanical and electronic locks and getting around or through alarm systems. It does not make a computer hacker, rather it is a suite of tips and tricks for getting into physical places that you're not supposed to be.

Everyone starts with this Skill at 1.

Sleight of Hand:
Your Sleight of Hand Skill represents your ability to do a number of deft and well practised moves with your hands. It is the art of distraction, of legerdemain, pick-pocketing and small tricks of stage magic such as producing coins from behind people's ears.

Everyone starts with this Skill at 1.

Sneak Attack:
The Sneak Attack skill gives you a bonus to hit and to do damage against a target you flank or attack unawares. A more powerful version of this skill is available as a Combat Skill and the two can be used together for a combined bonus. This is the one that's available to anyone. Each level in the Skill gives you +1 to hit and to do damage against a vulnerable target.
Everyone starts with this Skill at 1.
Stealth:
The Stealth Skill determines how good you are at moving, silent and unseen, avoiding your enemies and any trouble they might give you. Rolling under the skill means you are successfully sneaking. Failing - or doing something that might give you away - allows any guards or devices in the area to make a Logic Save to spot you.

Everyone starts with this Skill at 1.

Structure:
Structure represents your familiarity with a broad range of construction techniques and architectural styles as well as the practical demands of building on various types of world or in various types of spaceship. Structure will allow you to identify weak points, find novel or unusual ways to get in or out of somewhere and provide information about whoever - or whatever - built something.

Everyone starts with this Skill at 1.

Survival:
There are so many worlds with so many different ecologies and environments that learning any sort of universally applicable survival skill is incredibly difficult. Despite that many explorers and cosmopolitan travellers pick up an instinct for keeping themselves alive in difficult circumstances and the Survival Skill represents the ability to scrape together enough food and water to sustain yourself for a little while longer.

Everyone starts with this Skill at 1.

Tinker:
While it takes a great deal of knowledge and understanding to be a true technician everyone learns a few tricks to keep their technology going or to re-appropriate it for a new purpose. Your Tinker Skill represents your basic knowledge of technology. This governs things like changing a tyre, swapping a battery, building a new computer from plug-and-play parts or giving the viewscreen a Fonzie-style thump to get it working again.

Everyone starts with this Skill at 1.

Psi Skills
Psi Skills enhance and increase the scope of a Psion's power. Only Psions may develop these Skills as a complement to their psychic prowess. Some of these skills act like minor psychic powers themselves while others alter the description, range or power of psychic efforts.

· Distant Mind

· Intuition

· Mental Armour
· Penetrating Insight

· Power Reserve

· Psychic Training

· Ravaging Intellect

Distant Mind
You have worked upon your mind to extend the range of your powers. For each level in this skill you add two metres to the effective range of a power. You can take this Skill higher than 6 and it continues to provide the same bonus for each level.
Intuition
Your mind is attuned to your surroundings and to the threads of probability and possible futures. You can roll this Skill to get a 'Good' or 'Bad' feeling about a situation, person or item. Of course, up until you have the Skill at 4 you might as well just toss a coin. The Games Master is the one who makes the roll for you and provides you with the information. They can give you extra information, or disinformation, on top of how you feel about things, at their discretion.

Mental Armour
Your mind is strong, resilient and is able to unweave psychic attacks as they are directed at you. You can take energy out of telekinetics and protect your mind with a nigh-impenetrable psychic barrier. Any psychic attack that does damage is reduced in effect as though you had armour against it.

	Skill Level
	Mental Armour

	1
	1

	2
	D4

	3
	D6

	4
	D8

	5
	D10

	6
	D12


Penetrating Insight

You have a keen and adaptable brain and your mind is able to cut through or flow around the typical psychic defences that people throw up to thwart your powers. You take your Skill Level away from any Saves that they make against your powers. EG: If you had a Penetrating Insight Skill of three and tried to dominate the mind of someone with a Will Save of six, they would actually have to roll under three to ward you off.

Power Reserve
You have trained your psychic endurance over time and have learned to exert more effort with less power and to leave yourself a greater reserve of energy to tap into. Each point in this Skill increases your Psi Points by one. You may take this Skill above 6.
Psychic Training
Through dint of great effort and an even greater amount of practice you have been able to unlock more of the powers of your psychic talent. Each level in Psychic Training gives you another Power Point with which to buy new psychic powers. You still cannot buy any powers of a level higher than yours, though you may 'bank' these points to spend at your next level if you wish.
Ravaging Intellect

You have an unerring ability to tear things down, break them up and destroy them. When powered by anger and a vicious desire to do harm your powers are much more effective. Any psychic power you use that causes damage has its damage increased by your level in this skill. EG: You have two in this skill and unleash a psychic bolt that would normally do 2d4 damage. Now it does 2d4+2.

Combat Skills
Combat skills enhance and compliment a character's ability to 'jack people's shit up' in combat. They can represent familiarity with certain weapons, practiced techniques, martial arts or simple badassitude. Killers benefit the most from Combat Skills but Experts can use them to define specific areas in which they are particularly masterful. Most Combat Skills can be tried by anyone, but at a -5 penalty to their attack roll. Many Combat Skills offset this penalty and at level 6 even provide a +1 bonus when making such a manoeuvre.

· Ambush

· Armour Eater

· Bleeding Cut

· Chink

· Combat Dodge

· Combat Reflexes

· Cripple Attack

· Cripple Defence

· Cripple Movement

· Deadly Shot

· Defensive Gunfighter

· Double-Weapon

· Flurry of Blows

· Hail of Bullets

· Hold

· Juggernaut

· Knock-Out Blow

· Neck Hairs

· Power Attack

· Ready Blow

· Short Controlled Bursts

· Snipe

· Stun Attack

· Tactical Command

· Trip Attack

· Weapon Expert

· Wrestle

Ambush
Ambush is a more powerful version of the Sneak Attack skill and can be taken in conjunction with it. Each level of Ambush adds a D6 to the damage you deal on a successful flank, rear or surprise attack. EG: Hellen leaps out of the darkness and plunges her combat knife between the shoulders of Burbak the Planet-Slaver. She would normally do 1d4 damage but because she has a Sneak Attack skill of two and has an Ambush skill of two she ends up doing 2d6+1d4+2.

Armour Eater

You can strike blows against an enemy's armour (natural or otherwise) in order to reduce its effectiveness. You make an attack at -5 (offset by your Skill Level) and if you succeed you reduce the enemy's armour dice type one level. EG: An enemy with d12 armour is struck with an Armour Eater attack and this reduces it to 1d10. An enemy with 1 armour is struck and this reduces their armour value to zero.

Bleeding Cut

You can strike across an enemy's flesh - with a bladed weapon - opening a deep cut that causes them to leak vital fluid. You make an attack at -5 (offset by your Skill Level) and if you succeed and do at least one point of damage then your target must make a Toughness Save or start bleeding one hit point every turn until they are able to apply medical assistance to the wound. You can make multiple cuts and the bleeding is cumulative.

Chink

You can attempt to find a gap or weak point on an enemy's armour and to bypass it to hurt them directly. This only applies against one layer/dice of armour. If the enemy has multiple dice or layers of armour the remainder are rolled as normal. You make an attack roll at -5 (offset by your skill level) and if you succeed you ignore their armour when you roll damage.

Combat Dodge

In close combat you are damned difficult to hit. You are slippery and flexible and able to twist and move around blows that would take the head off anyone else's shoulders. Each point in this skill increases your Close Defence by one.

Combat Reflexes

Through bitter experience and honed reflexes born of a great deal of practice you have elevated your combat reaction times to a level of godlike ability. Each point in this skill increases your Initiative bonus by +1.

Cripple Attack

You know how to strike an enemy to take the power and effectiveness out of their own attacks. You make an attack at -5 (offset by your skill level) and if you succeed and do at least one point of damage then your target must make a Toughness Save or have their Close and Ranged attack penalised by -1. You may make this attack multiple times and the effects stack. First aid attention will restore lost attack points.
Cripple Defence

You know how to strike an enemy in such a way as to take the wind out of their sails, to slow them down and to make them more vulnerable to follow-up attacks. You make an attack at -5 (offset by skill level) and if you succeed and do at least one point of damage then your target must make a Toughness Save or have their Ranged and Close Defence penalised by -1. You may make this attack multiple times and the effects stack.

Cripple Movement

You know how to strike an enemy in order to make them move more slowly. A slash to the tendons, a cut to the muscle, whatever the cause they cannot run or move as fast after you have struck them. You make an attack at -5 (offset by skill level) and if you succeed and do at least one point of damage then your target must make a Toughness save or halve their movement. Striking twice with this attack renders your target unable to move.

Deadly Shot

You can line up a deadly shot with your ranged weapon of choice, aiming to strike a vulnerable or particularly deadly area on your opponent's body. You make an attack at -5 (offset by skill level) and add +5 to the damage should you hit. This is for making precise and deadly strikes even with relatively light weapons.
Defensive Gunfighter
You know how to make best use of cover and how best to anticipate enemy shots. You add your Skill level to your Ranged Defence making you more difficult to hit for enemies using blasters, lasers or other ranged weapons.

Double-Weapon

You have trained yourself to use a weapon in each hand with something approaching equal facility. When using dual weapons you make your attack roll at -5 (offset by Skill level). If you hit you roll damage for both weapons and pick the highest roll for damage.

Flurry of Blows

You have trained yourself to unleash a number of blows all at once in melee or hand to hand. You make your attack roll at -5 (offset by Skill level) but you can make two attacks on the same target or two different targets.

Hail of Bullets

You have trained yourself to unleash a number of shots all at once in ranged combat, a rapid onslaught that can leave many enemies dead. You make your attack roll at -5 (offset by Skill level) but you can make two attacks on the same target or two different targets.
Hold

Once you get someone into a wrestling hold it is hard for them to escape. Take your Skill level away from their Power save to try and break free of your grip (minimum 1).

Juggernaut

You are a powerhouse of scar tissue and pure grit that can keep going despite grievous-seeming wounds and immense physical hardship. Add your Skill level to your Hit Points and at level six add an extra +1 Hit Point per level.

Knock-Out Blow

You have trained yourself to knock out - or otherwise incapacitate - your enemies with a powerful blow to the skull, nerve ganglion or other vulnerable area. A concussion or the stunning effect of pain takes care of the rest. You make an attack at -5 (offset by Skill level) and if you strike and do at least one point of damage your enemy must make a Toughness Save or fall unconscious for 1d6 minutes. Any further damage will rouse them from their unconscious state.

Neck Hairs

You have a knack for knowing when you're under attack - or about to be under attack. When you are targeted by an attack that you should be unaware of (a sniping attack or sneak attack typically) roll under your Skill level and you're able to use your full ranged (or close) defence.
Power Attack

You know how to unleash your full power in a single, devastating blow. You make an attack at -5 (offset by your Skill level) and do +5 damage with a melee or hand to hand attack.

Ready Blow

You can circle your enemy, preparing to strike. When you do unleash your blow it is usually with unerring accuracy and timing, almost guaranteeing a hit. You can hold your melee attack up to a number of turns equal to your Skill level and gain a bonus to hit equal to that number of turns. EG: If you have a Ready Blow Skill of three and hold on without attacking for two turns you can then attack with a bonus of plus two.

Short Controlled Bursts

You are trained to conserve ammunition, only using it when you're certain and controlling your automatic fire so that it doesn't eat through all your munitions in one go. You add your Skill Level to the Ammo Save of the ranged weapons you are using (maximum nineteen). If you are using exact ammo tracking then Short Controlled Bursts is added to your magazine size.

Snipe

You can line up your shot over several turns, preparing to shoot. When you do fire your shot it is usually with unerring accuracy and timing, almost guaranteeing a hit. You can hold your ranged attack up to a number of turns equal to your Skill level and gain a bonus to hit equal to that number of turns. EG: If you have a Snipe Skill of three and hold on without attacking for two turns you can then attack with a bonus of plus two.
Stun Attack

You can make an attack against a vulnerable and painful area on your enemy to try and stun them, preventing them from acting for a turn. Make an attack at -5 (offset by skill level) and if you hit and do at least one point of damage your target must make a Toughness Save, penalised by your skill level (minimum one) or be unable to act on their next turn.

Tactical Command

You are a good combat leader, able to bring your experience and tactical acumen to play in combat. Your Tactical Command skill provides a pool of points which you can dole out to yourself or your companions during combat to add to attack scores, defence scores or damage scores.

Trip Attack

You can make a blow to bring an enemy down to their knees or flat on their back, which makes them vulnerable to further attack. You make your attack at -5 (offset by Skill level) and your target must make a Reflexes save or be knocked prone. They can still attack or shoot, but it will take an action for them to get up and while flat on their back their defences are reduced to the basic level.

Weapon Expert

You are an expert with a particular kind of weapon (pistol, rifle, heavy, one handed melee, two handed melee) and you add your Skill Level to your attack score when using that particular kind of weapon. You may take this skill multiple times for different kinds of weapons.

Wrestle

You are an expert wrestler, compensating - perhaps - for a lack of raw physical power with the knowledge of a wide variety of moves, holds and tricks. You add your Skill level to your attack score when wrestling and also add it to your Power save (maximum nineteen) to keep hold of people.
Scholastic Skills

Scholastic skills are representative both of intuitive understanding of technology and of hard graft learning how to apply academic knowledge to the real world. It can represent both a savant level of understanding and the effort of many years honing one's craft. Scholastic skills are only available to the Scholar class.

· ExoTech

· Experimental Tech

· Hacker

· Human Computer

· Medicine

· Repurpose

· Robotic Companion

· Supercharge

· Trained Animal

· Xenoarchaeology
· Xenopsych

ExoTech
The universe is full of the outlandish relic-technology of lost races and golden-ages past. Much of this technology is incomprehensible or seems to work by magic.  You have devoted a great deal of time to trying to understand these lost technologies and have gained an almost intuitive grasp of even the most outlandish technologies. You can roll this Skill to understand the purpose and effect of a piece of ExoTech without having to switch it on and try it.

Experimental Tech

You are a tinkerer with an unusual ability to enhance and fine tune equipment that you can get your hands on. These changes are all high maintenance and you can only upkeep so much equipment. You can improve weapon damage, range, accuracy; you can make starships fly further and faster, you can even enhance force-fields far beyond their normal capabilities. For each point in this skill you can apply a +1 bonus, increase a dice type or boost something by 10%. EG: Jake has this skill at one and uses it to enhance the Hit Points of his starhopper, boosting them from one-hundred to one-hundred-and-ten. In effect this is a pool of points that you can distribute around your kit and that of others to boost their capabilities. It just takes a lot of time and maintenance.
Hacker

Computers run on a bewildering array of different hardware and software bases across the universe. Some are primitive and simple silicon or valve-based computers, others are positronic artificial intelligences or even sunk into the quantum substrate of the universe itself. Machines are machines though and artificial 'thinkers' follow a particular kind of logic. Provided you can get access to a means to directly interact with a computer you can add, remove or modify programs or even thoughts when it comes to AIs, though they don't take kindly to this. From a certain point of view the sophont brain is really just a biological computer, perhaps if you had a way to interface with it…?

Human Computer

Your mind is highly trained and conditioned to process and take in vast amounts of data at a speed and rate that matches that of advanced computers. In many ways you are like an autistic savant, minus the emotional and social problems. You can roll this Skill to sift or sort through massive amounts of data, replacing the need for a computer - albeit more unreliably.
Medicine

Going beyond the simple palliatives of First Aid, medicine is a deeper understanding of biology and the man-machine interface. With Medicine you can attempt to treat - or to at least find possible cures for - diseases, poisonings and exotic and peculiar maladies. You can also fit cybernetics, perform surgery, amputate limbs and perform transplants. Better to do it with a full medical suite than a butter knife and your fingers crossed though. With a successful roll - and access to a decent medical facility - you can restore a number of Hit-Points equal to your Skill level to a subject.
Repurpose

You have a remarkable degree of technical savvy in that you are able to break down one kind of machine and turn it into another. With enough time and some help to do the heavy lifting you can A-Team a tank out of scrap metal, turn a laser into a rocket or convert a blaster into a coffee machine. Failed rolls destroy components, so you'd better be sure you know what you're doing.

Robotic Companion

Anyone can buy a robotic servant if they have enough money. Yours, however, is a custom job, the result of a great deal of tinkering, one-off parts and cannibalisation. Your companion has:

+1 Close Attack, D4 Damage, 1 Hit Dice (1d8) and a single Skill point at level 1 and Saves of 6.
Each level in this Skill that you have you can bump one of these things up by one or give it a robotic species trait. You can give it a ranged attack but will have to buy both Ranged Attack from +0 and damage dice (D4, D6, D8 and so on).
Supercharge

You can push a machine far beyond its normal capabilities and double its effective range/speed/damage or other characteristics for one action. You roll your skill to activate this effect and it is available on the next turn whether you succeed or fail. If you fail on your Skill roll the device burns out after having been pushed too far. EG: Dani supercharges her blaster pistol and rolls a failure. It normally does D8 damage, when she fires it next it will do 2d8 damage but then burn out and be useless.

Trained Animal

You have a trained animal companion, an exotic alien creature that is loyal to you and your constant friend. Your companion has:

+1 Close Attack, D4 Damage, 1 Hit Dice (1d8) and a single Skill point at level 1, three Species traits and Saves of 6.
Each point in this Skill can be used to boost these things up by one or give it another species trait. Animals cannot have ranged attacks unless these are taken from species traits.

Xenoarchaeology

It is impossible for anyone save a true expert who devotes their life to a single species to understand the lost civilisations of the past. There are general skills that can be applicable though, usually, in trying to gain a basic understanding of lost languages, mathematical systems and the purpose and nature of alien ruins. Xenoarchaeology allows you to make a 'best guess' on alien inscriptions and to fathom the possible uses of the giant ruins found on so many worlds. It is surprisingly easy to mistranslate 'This way to the Exit' as 'Doom upon all who enter this place' which can be a little distressing.

Xenopsych

Understanding alien minds is difficult enough amongst the humanoids of modern galactic society. Understanding the motivations and thought processes of less humanoid and more alien species, or long dead species, is even more difficult. There are a few techniques that can be learned though, to put oneself into the headspace of alien species or to make informed guesses about their evolutionary psychology from their biology. Xenopsych rolls let you get a general reading of the motivations and culture of an alien species you are encountering.
General Skills

General skills are available to any character and allow them to enhance their role-play through background abilities, crew skills and other capabilities that add a little flavour and colour to them.

· Drive

· First Aid

· Lore (Specific)

· Lover

· Make (Specific)

· Perform (Specific)

· Pilot Starship

· Riding

· Sail

· Savings

· Training: Saving Roll (Specific)

· Training: Attribute (Specific)

· Web of Contacts

Drive
Anyone can drive from 'A' to 'B' without much risk of crashing and dying. This Skill only needs to be rolled when you attempt to do something particularly outlandish or risky such as a jump, stunt or bootleg turn. This skill applies to any 'ground' vehicle, including cars, trucks, speeders and unicycles.

First Aid
The First Aid Skill is used to deal with injuries and wounds 'on the hoof'. Proper medical care is far more effective but requires all kinds of snazzy and expensive gear and an actual medical degree. First Aid can be used to stop bleeding, negate penalties and to restore a single Hit-Point immediately following the receipt of the damage.

Lore (Specific)
With this skill you 'know about stuff'. That could be anything from vintage racing starships to 'everything about bees'. The Games Master is the final arbiter of what is allowed and when your knowledge applies you can roll on it to get some useful insights.

Lover

You are a consummate lover, capable of bringing your partner to incredible heights of ecstacy. This isn't to say that sex between people who don't have this skill isn't pleasurable, it's just a lot more 'hit and miss'. This is the Skill of courtesans and catamites, Casanovas and mistresses. Making the roll guarantees an intense and potentially life-changing experience for your partner.

Make (Specific)

You make things, with your hands and with tools. What you make is up to you. Maybe you make guns, machining parts and putting them together to make custom firearms. Maybe you kick it old-school and hammer out swords ona  forge. Maybe you're an artist who makes pictures. You can turn out something average with plenty of time and without making a roll. If you want to go fast or make something better than normal, you'll need to roll.

Perform (Specific)

You have an act or talent that you perform in front of other people. Maybe it's dancing, maybe its stage magic (more than simple sleight of hand). Maybe you can sing or play the Arcturan Ukulele. Whatever the talent you can create an average performance without rolling but if you roll you really hit it dead on and make a memorable performance.

Pilot Starship

If it flies you can make it go where you want. Not just starships but aircraft, helicopters, vectored-thrust vehicles and everything in between. You'll likely mostly use it for piloting starships but since most of those can enter the atmosphere and land on planets too it's all much of a muchness. You can land in good conditions without making a roll but if you want to do any flashy manoeuvres or land in less than ideal conditions, you're going to need to make a roll.

Riding

Four legs? Two legs? Hell, even a uniped? So long as you can get a saddle on it, you can ride it - or at least learn to relatively quickly. You can get from 'A' to 'B' on the back of a living thing without having to roll but if you want to do anything flashy, engage in some dressage or force the animal to do something it really doesn't want to, then you'll have to make a roll.

Sail

If it float on or just above the water you can make it go. You understand the principles of water, or at least fluid, travel in a wide variety of gravities and variations. You're at home on the water of Oceanus or skimming a ski-ship over the ammonia slush of Gelida. You can get from 'A' to 'B' without any trouble or needing to roll. Dangerous waters or showy manoeuvres will need a roll though.

Savings

Machinations of the Space Princess is an unusual game in that when it comes to the riches you earn, steal or otherwise get hold of you 'Can't take it with you'. Every game is a fresh start, a new opportunity to earn and anything you don't spend at the end of the game will just disappear. You don't get to keep much money, it all goes on bad deals, blue milk, space prostitutes, drugs and gambling. Every session, then, you have the motivation to grab as much wealth as you can. With the Savings Skill you can counteract that a little and start each game with a little bit of cash to spend, gratis. Characters can always pawn their bling or weapons if they need a bit of extra moolah at the start of a session.
	Skill Level
	Cash (GP)

	1
	50

	2
	100

	3
	250

	4
	500

	5
	1,000

	6
	2,500


Training: Saving Roll (Specific)

You have learned to focus your abilities and to go beyond their normal reach for someone of your standing and capability. Pick a Saving Roll each time you take this skill (Charm, Looks, Toughness, Reflexes, Logic, Power, Will) and for each level in the Skill you raise your Save by +1.

Training: Attribute (Specific)

You are working on raising one of your attributes through hard training. Any attribute can be raised in this way, yes, even Intelligence or Comeliness. It's all a matter of learning to apply what you do have and to improve the way in which you go about things, not just adding muscle mass or gaining newly trained reflexes. When you have put six points into this Skill you can raise the attribute by +1. You can take this Skill multiple times and even many times for the same Attribute if you choose. A raised Attribute raises its bonuses and Saves accordingly.

Web of Contacts

Amongst any reasonably sized population there is someone you know, know of or whom is a friend of a friend with a relatively low 'Bacon number' to you. Rolling under this Skill doesn't mean that they're friendly, but it gives you an 'in' of sorts with the local scene and potential job/adventure hooks.
Saving Rolls
A Saving Roll is your chance to avoid the bad consequences of something that happens. If you're poisoned you might get to make a Toughness save to avoid the worst effects of the poison. If someone tries to coerce or convince you to do something against your better judgement you might make a Will save to resist their demands.

Saving Rolls can also be used as a catch-all by the Games Master when they want to know if your character wins an arm wrestling contest, makes the leap from one roof to the other or otherwise needs to make a roll to have a chance to do something that doesn't seem to be covered by the rest of the rules.
A roll of 1 on a Saving Roll (made on a d20) is always a success, a roll of 20 is always a failure.

Charm
A Charm Save may be made if someone tries to besmirch your reputation, talk you down or socially sabotage you. If you succeed then your personality is strong enough, warm enough or friendly enough that people find it hard to believe such claims about you (true or not). You might also roll under your Charm Save to make a positive impression on someone with your personality and wit.
Looks
A Looks Save may be made to avoid the effects of disfigurement (scars can make you look distinguished rather than hideous) or to defend yourself against attacks made about your physical appearance. Accusations of being fat, having a big nose and so on can make these things stick in people's minds and your genuine attractiveness offers some insulation against this. You might also roll under your Looks Save to attract a sexual partner, show off clothing or seduce someone in a nightclub where you can't be heard.
Toughness
A Toughness Save may be made to avoid the debilitating effects of poison, disease, concussion and anything else that directly affects your health. If you can grit your teeth and ensure it - like pain - then Toughness is the Save to roll. A Toughness Save might also be made to endure a trial by fire or to hold a weight for a long time without flinching or flagging.
Reflexes
A Reflexes Save may be made to react to a sudden attack, ambush or trap, to keep your balance and otherwise to use your physical athleticism to avoid falls, spikes and other nastiness. You might also make a Reflexes Save to leap heroically over a gap or slide under a closing door.
Logic
A Logic Save can protect you from illusions and psychic traps or can defend against effects that try to overcome your rational mind with emotion. You can also make a Logic Save to get clues to intellectual problems, solve them, or to use your native intelligence to try and at least figure out what the solution to a problem might be. Sometimes people can combine their efforts in this save. Take the highest value and add +1 for each helper.
Power
Your Power Save is a measure of how effective you are at applying your physical strength. You might need to roll your Power Save to avoid being overcome, swallowed or grappled. You might also roll your Power Save to move great weights or to win arm/fin/pseudopod wrestling competitions. Sometimes people can combine their efforts in this save. Take the highest value and add +1 for each helper.
Will
Your Will Save is a measure of your sense of self and strength of mind. While Logic can overcome many of the same sorts of effects, Will is more often used against things that attack who and what you are. Brainwashing techniques or direct psychic control would be resisted by Will. You might also roll a Will Save to force yourself to do something disgusting or squicky.
Sub-Statistics

Apart from your main Attributes and Saves you also have a bevy of sub-statistics calculated from what you've already worked out. I promise you all this mathematics is worthwhile in the end and will also mean you come away with a good, tough character . Sub-Statistics are the ones you'll probably deal with the most often.
Hit Points

Your Hit Points are a measure of how much punishment you can take and still keep going. This is a combination of your physical toughness, your occupation (which may toughen you up) and also the latent psychic power that every intelligent being has access to. The practical upshot of this is a numerical value which is whittled away by being punched, shot, electrocuted, set fire to or a million other hazards.

When your Hit Points reach zero you pass out and must make a Toughness Save or lose one more Hit Point per turn. When they reach -10 you are dead.

To calculate your Hit Points roll your appropriate dice according to your class and add your Constitution bonus. Each time you level-up you will get to do this again meaning that high level characters who have accomplished great deeds and whom have become important in the universe accumulate a large number of Hit Points. You always gain a minimum of one Hit Point per level.
Ranged Attack

Your Ranged Attack score represents how good you are at plugging targets with your gun (bow, spear, stone… whatever). When you make a ranged attack roll you will roll a twenty-sided dice, add your Ranged Attack and try to overcome their Ranged Defence in order to hit them.

Your Ranged Attack is equal to your Attack Bonus plus your Dexterity Bonus.
Close Attack

Your Close Attack score represents how good you are at landing a telling blow in hand-to-hand or melee combat. Whether that's a choreographed kung-fu fight sequence or rolling around on the floor pulling someone's hair. When you make a close attack roll you will roll a twenty-sided dice, add your Close Attack and try to overcome their Close Defence in order to hit them.

Your Close Attack is equal to your Bonus plus your Strength Bonus.
Ranged Defence

Your Ranged Defence score represents how good you are at getting the hell out of the way of incoming blaster bolts, bullets, arrows and other ranged attacks.  

Your Ranged Defence is equal to twelve, plus your Dexterity Bonus.
Close Defence

Your Close Defence score represents how good you are at ducking, deflecting or taking blows in close combat without so much as a grunt of pain or exertion.

Your Close Defence is equal to twelve, plus your Constitution Bonus.
Psi Points

Psi Points determine how much of a psychic power reservoir someone has. For most characters this is almost entirely irrelevant but for characters able to use psychic powers Psi Points become very important. You have a number of Psi Points equal to your Level, plus your Intelligence Bonus, plus your Wisdom Bonus.
Ranged Damage Bonus

Doing damage at long range is a matter of placing the shot in the right place. A headshot - in most species - is far more devastating than a shot to the shoulder. Your Wisdom Bonus is added to the damage you do with ranged weapons, an instinctive and reactive shot aimed for what seem to be vital areas.
Close Damage Bonus

Doing damage at close range is much more a matter of personal, physical power than precision. The force with which you wield a weapon increases its effectiveness. You add your Strength bonus to the damage you do with melee weapons and your fists.
Social Reaction

Most sentient species are pretty damn shallow when it comes to their interpersonal interactions. If someone is good looking and charming then they're far more likely to elicit a positive reaction than someone who is ugly and grumpy. Your Social Reaction score is equal to your Comeliness and Charisma bonuses added together. Most people you encounter will have a default reaction to you (murderous, hostile, suspicious) your Social Reaction score may temper that. This is an optional rule but if you do use it, roll a d20 and add your Social Reaction bonus. Anything over twenty indicates a more positive reaction while anything less than ten indicates a more negative reaction. A roll of one is always a disaster and a roll of twenty always a positive.
Initiative Bonus
Your Initiative Bonus determines how quickly you react in combat, determining who gets to act and in what order (highest to lowest). You roll a d20 for your Initiative, adding your Initiative Bonus which is equal to your Attack Bonus plus your Wisdom Bonus.
Are you Experienced?
Characters grow and change over time, become more powerful, develop new skills and become more psychically anchored to the universe. Personality development is left to how you choose to play your character, how bad or good experiences can shape how they feel or act in the future. Otherwise you earn experience points based on what you kill, the problems you solve, the adventures you complete and anything that your Games Master thinks is worth a reward.
Levels are not the be-all and end-all of everything. Low level characters can overcome the odds of a galactic scale threat while high level characters can have problems with the most mundane of tasks. A lot comes down to luck. Even simple combat encounters can be dangerous to a character of any level if their luck turns against them.

Earning Experience Points
You can earn experience points in a number of different ways and these tot up until you pass a level at which point you get all your shiny new level benefits. Levelling-up happens at the end of a session or the beginning of a new one, not during play.
You Keep What You Kill

One of the chief ways in which your band of badass adventurers is going to grow in power and reputation is by the slaughter of alien beasts, pirates, mercenaries and - frankly - anyone who gets on the wrong side of them in a seedy space-ranger bar. You only gain experience points from the kills of entities that are a genuine threat to you according to the following table (divided amongst the characters in the group).

	Enemy Level/Hit Dice
	XP Award

	1-
	5

	1
	10

	2
	25

	3
	50

	4
	75

	5
	100

	6
	250

	7
	500

	8
	750

	9
	1,000

	10
	1,250

	11+
	+250/Level


You Can't Take it With You

Another big source of experience points is the accumulation of wealth which is, after all, why a lot of mercenaries and adventurers are in this business in the first place. Treasure that you retain at the end of the adventure valued in GP (grams, palladium) is divided by ten and converted into experience points which are shared amongst all the characters. This award is only for money gained during adventures and times of peril, not for mundane deals, selling gear and so on.

At the end of each adventure you get the opportunity to spend your cash and after this, and this is the important part…

What you don't spend disappears.

That includes whatever cash reward you were given for undertaking and completing the adventure or mission. Where does it go? Ale and whores, expensive hotels, ship repairs, drugs, extravagant tips to strippers, sent home to support your family. It doesn't really matter, but the point is that as people of action and an endless desire for moolah this provides great motivation for characters to get back out there and keep adventuring, just to keep the wolf from the door.

I am Legend

Completing an adventure or mission is worth a few experience points as well. At the end of every session the characters gain 100 experience points per hour of play, divided by the number of characters involved. When a mission or adventure is completed they also gain a bonus amount - again to be divided amongst the characters.

	How well did that go?
	Adventure Bonus XP

	Epic Fail
	0

	Fail
	50

	Draw
	100

	Win
	200

	Epic Win
	500


Example: The crew of Man's Ruin have just completed a bit of mercenary work where they boarded a cloaked asteroid and slaughtered Brigand Doon and his band of Invisible Bastards. Their kills were worth a total of three-hundred experience, they looted three-thousand GP of loot which is worth another three-hundred experience points. The game session took two hours for two-hundred experience points and they won - if just barely - which is worth another two-hundred experience points on top of that. Their total experience gain for this mission is a thousand experience points, divided between the four players gives them two-hundred and fifty experience points each.

Power-Ups
As you accumulate experience points you gain in level. Each character class has their own chart showing how many accumulated experience points it takes for them to gain a level. At the end of an adventure, if they have over the amount needed to trip a level up then they get to power-up their character ready for the next session. Humming the Final Fantasy victory music or shouting 'DING!' at ear-splitting volume is, of course, optional.
Levelling Up
Different character types have different advantages given out to them when they level up. These include:

· Increase hit points: Roll the stated dice or add the stated value, modified by Constitution bonus. You're getting tougher, wresting control of your own fate and otherwise becoming harder to kill.

· Gain additional skill points: According to your levelling table. You must spend them now.

· Raise Attack Score: Your Attack may (or may not) go up. This will also increase your Close and Ranged attack score.

· Psi Points: Your Psi Points go up by one as you level.

· Manifest Psychic Powers: If you're a psychic then your new level is the number of points you have to spend in order to acquire new psychic abilities. Getting to level five would give you five points. Enough for one level five power, or five level one powers.

Starting Gear
A new character starts with seven-hundred and fifty GP (grams, palladium) to spend on their starting gear or to invest in a ship hire or purchase. This starting amount is complemented by their Savings skill, multiplied by a hundred. Money left over from buying starting gear is kept, for the first adventure but is then disappears if unspent, as normal.

Example: Gerta has a Savings skill of two on her new, starting character. She starts with nine-hundred and fifty GP to spend.
Game Gear

At the end of each game session the characters get to divide up their loot amongst themselves and cash in the bits and pieces that they want to. They then gain experience points according to how much loot they have and then have to spend it. Anything they don't spend vanishes into the ether, never to be seen again.

At the start of each game, each character begins play with fifty GP, plus their Savings skill multiplied by one-hundred. They don't have to spend it straight away, they can keep it to tide them over during the game but it does disappear at the end of the session if it goes unspent.
Fill Your Hand
A character is nothing, well, usually nothing, without equipment. This is especially true in an environment where, without a space suit, you'd swell up, explode, implode, boil, freeze or all of the above simultaneously. You'll need armour, weapons, force-fields, ammunition, rations, a space-ship, explosives, climbing gear and a change of underwear for the adventures that you are about to face. To buy those you'll need money and to make money you'll need to go on adventures.

See how this works?
Money, Money, Money

The universe is a huge, big, vast and fractured place. Even on a single planet you might find that its surface is divided into a hundred or more nations, factions or other divisions. One of the ways a government, tyrant or great leader likes to stamp their authority is to have their face on the money and, oh my, what a bewildering array of different types of money there are. Then there's those annoying societies that have replication technology, have done away with money altogether or have transcended this plane of existence for one made entirely of hemp, tie-dye and jojoba.

Currency is such a headache for space travellers that they tend to fall back on barter. If there's one thing people always want it's quality goods and shiny things. Find something that somebody wants and trade it for something they have that you want. This is all so much easier than all that tedious mucking about with exchange rates, bank charges and taxation and all nicely hidden away on the down-low.

When there's a relatively widespread empire, such as the Urlanth Matriarchy, currency regains a little of its allure. After all, you can spend an imperial currency anywhere within the empire and a lot of places outside. The stuff retains its value. Even with the empire crumbling the Urlanthian 'Gramp' remains a commonly used standard of currency even outside the confines of the empire as it was.

The Gramp, Queen or 'Gee-Pee' (GP) is the currency of the Urlanth Matriarchy and derives its value from being 99.9% pure palladium. Palladium was, and is, used widely in electronics, catalytic converters, hydrogen production and purification for fuel cells and fusion plants and many varieties of warp drive. It's useful, precious stuff.

· A single GP is a thin token about ten millimetres by twenty millimetres by about one millimetre thick.

· A ten-GP piece is a little larger, twenty millimetres, by forty millimetres by one-and-a-quarter millimetres thick.

· A hundred-GP piece is larger still, forty millimetres by eighty millimetres by six-and-a-quarter millimetres thick.

· Smaller coins do exist, round coins at a hundredth and a tenth of a GP in value. These are black discs with the palladium suspended in them as a dust.

· All the coins are stamped with the head of the Empress or, more recently, the heads of the various warring princesses.

Larger ingots do exist. The 0.01% that is not palladium is a coating of advanced technopolymer that hardens the coin and makes it self-cleaning.

So you can relate to it, the GP is worth approximately equivalent value to £15 GBP or $20 USD
Armour
Personal armour runs the gamut from form-fitting spandex body-condoms made from exotic materials, to bulky, powered suits that are just short of a vehicle in terms of scale. The basic statistic for any form of armour is its protection, which is expressed as a die-type in the same way that weapons are rated for damage. You roll this to determine how much damage is negated from the attack. Some forms of armour have additional abilities and modifiers such as being more protective against certain types of damage or providing bonuses to Saves or certain statistics.
Simple Armour

Armour is defined by several characteristics. Bulky armour may slow you down while light armour may not. This can have a negative effect on some of your saves or your Close and Ranged Defence. The following statistics are for some very basic types of armour which can then be customised as you see fit.

· Armour Type provides a general description of the armour.

· Protection tells you what die to roll to reduce incoming damage.

· Defence Penalty is the amount that wearing the armour reduces your Close and Ranged Defence by. This penalty also reduces your Reflex Save while wearing the armour.

· Cost tells you how much the basic armour costs in GP.

	Armour Type
	Protection
	Defence Penalty
	Cost

	Ultralight
	1
	-
	10

	Very Light
	1d2
	-
	20

	Light
	1d3
	-
	50

	Medium
	1d4
	-
	100

	Heavy
	1d6
	-1
	200

	Very Heavy
	1d8
	-1
	500

	Ultra Heavy
	1d10
	-2
	1000

	Juggernaut
	1d12
	-3
	2500


· Ultralight Armour represents hard-wearing fabrics and minimum-protect skin-suits and similar. It could also represent cloth armour, workman's denim, wetsuits and the like. Ultralight armour can be worn under/over other armour to provide a +1 protection bonus.

· Very Light Armour is tougher material, military fabrics, biker jackets and so forth. Some Very Light Armour can be worn concealed under clothing but cannot be combined with other armour (other than Ultralight).

· Light Armour is the likes of sports armour - motocross or martial arts gear.

· Medium armour represents dedicated armour such as is worn by regular police or military on light duty. Typically an armoured vest and pads.

· Heavy Armour is frontline battle-gear. Vests and pads, helmets, gloves, the sort of thing that might be worn by SWAT teams or frontline military units.

· Very Heavy Armour is carapace, a set of hard, interlocking plates and a helm that provide near total body cover save for the joints.

· Ultra Heavy Armour is full articulated hard armour. It can be heavy and stiff without power assist but provides near-unrivalled protection.

· Juggernaut Armour is, in effect, a small 'mech suit'. Slow but nigh-unstoppable it affords the maximum in personal protection.

Armour Options

Basic armour is pretty boring, so you want to be able to juice it up. You can add options to your armour provided the Games Master thinks they make sense (and you can come up with an excuse). Options increase the cost of your armour by multiplying it, so have a calculator handy. Start at x1.0 and add on each option you choose. Then work out what the final suit costs.

EG: A +1 Reinforced +1 Power Assist set of Heavy Armour would cost 200 x 3.5 = 700gp

Active Camouflage: Your armour can change its colour and texture to hide you better against whatever you're hiding against. You can make a re-roll on a Stealth check once per encounter. x5.0
Battle Computer: Your armour comes with a state-of-the-art battle computer and heads-up-display. You are constantly bombarded with computerised information, targeting vectors and tactical suggestions. This gives you a bonus to Initiative. You can take this up to three times each time adding +1 Initiative when in the armour. x3.0
Brawler/Gunner: This armour is built with close combat in mind or with sensors that can detect the trajectory of incoming fire. Increase your Close OR Ranged Defence by +1 for each time you take this bonus. x3.0
Built in Weapon: Your armour has built in weapons in the arms, shoulders or elsewhere on the armour. These weapons pop-out when in use and pop-away when not. One-handed weapons add the cost of the weapon and x0.2. Two-handed weapons add the cost of the weapon and x0.5. (Multiply after total).
Camouflage: Your suit has special patterning and colours that help you conceal yourself in appropriate terrain. +1 to your Stealth Skill where appropriate. x0.1
Fashion Statement: Your armour makes a bold statement, beyond its ability to stop bullets and laser beams. Street Fashion x5, Designer fashion x10, Haute-Couture x100.
Flight Systems: Your armour has the limited ability to fly, or at least hover, twice as fast as your normal ground-speed. x5.0.
High Speed: Your armour has movement systems of some kind that let it move much more rapidly. This might be skates, limited anti-gravity or transformation into some sort of motorbike. Double speed x2.0 Triple speed x3.0 Quadruple speed x4.0.
Invisibility: Through high-tech means your armour is able to render the wearer truly invisible. If you take damage the effect shorts out for one turn leaving you vulnerable. Otherwise you're considered to be invisible and any attacks against you suffer a -5 penalty. You are also considered to have +1 Stealth while in this armour. x10.0
Jump Jets: Your armour has small jets which under standard gravity can jump you twenty five metres along or twelve metres straight up with ease. x1.5.
Life Support: Your armour is sealable and can maintain a breathable atmosphere for some time. x1.0.
Power Assist: Your armour has a powered skeleton to offset some of its weight and clumsiness. Only armour with a Defence Penalty can have Power Assist and it can only be taken to offset that penalty to zero. Each penalty offset is x1.0.
Power Enhancement: Your armour's servo-motors and power-assistance allows you to perform great feats of strength while wearing it. You may take this up to three times, each one increases your Power Save by +1 and your Melee damage bonus by +1. x2.0.
Reinforced: The armour gains a +1 to its protection roll, reducing the amount of damage you take further. You can take this up to three times. Each time the cost multiplier is x2.5.
Simple Forcefields

Forcefields increase your Ranged Defence by deflecting incoming shots or absorb the energy of incoming attacks and bleed it off slowly. The best defence against a ranged attack is not to be hit.
· Forcefield describes the kind of power field that it is, deflection or absorption.

· Protection tells you how much of a bonus it provides to Ranged Defence or the number of Hit Points it can absorb per combat.

· Cost tells you how much it costs in GP.

· You may not wear more than one forcefield.

· Forcefields are normally invisible - unless hit. You can opt to make them visible in any sort of colour or pattern by increasing the cost by half.
	Forcefield
	Protection
	Cost

	Light Deflector
	+1
	5

	Medium Deflector
	+2
	50

	Heavy Deflector
	+3
	500

	Light Absorption
	5hp
	10

	Medium Absorption
	10hp
	100

	Heavy Absorption
	20hp
	1000


ExoTech Armour & Shields

ExoTech armour and shields have capabilities beyond the bounds of 'normal' galactic science and are often relics of ascended or extinct species. Nobody really, quite, understands how these things work. Here's a few examples.

Energy Armour: Energy armour is a combination force-field/armour. It deflects ranged shots and against close combat attacks instantly creates a plate of 'hard-light' to block the incoming blow. It provides +3 Ranged Defence and 1d4 protection in close combat but has no visible armour.

Explosion Shield: An explosion shield is an absorption shield but unlike a normal absorption shield it doesn't last for a single encounter at each charge. Rather when it takes its full damage it 'explodes' with a five metre radius doing 1d8 damage to anything in that area that can't make a Reflexes Save. It can absorb 25hp before exploding (on your turn). Any damage over 25 and before the explosion is done to the target.

Living Armour: Living armour symbiotically bonds with the wearer and advances with them. It acts as normal armour but with one less Defence Penalty. It also has a buffer of 'hit points' that are taken before the wearer loses theirs. One Hit-Point per level of the wearer.

Weapons
Sooner or later you're going to want to hurt someone and this is where smacking people around with your bare hand, or better yet a weapon, comes in handy. The universe is a big place with a huge amount of variety when it comes to weapons, anything from a pointy-stick dipped in animal excrement to a telekinetic mountain-blitzer can find itself employed in combat and, in the right circumstances, the stick may be a better choice. The weapons presented here, in the core book, are generic and can be modified and changed through the options or as the Games Master sees fit.
Damage Types
Damage can come in a variety of 'types'. Most of the time this makes no difference whatsoever but occasionally a particular character, alien or robot will be vulnerable, invulnerable, weak or strong against a particular kind of damage. This list is by no means exhaustive and ExoTech weapons are likely to have wilder and stranger effects and damage types than these.

· Cold: Cold weaponry, freeze rays, cryo-beams, beakers of liquid nitrogen and so on, cause damage and harm by sucking energy and heat out of the things they hit, making flexible structures rigid and brittle and pushing metabolisms below the temperature at which they can work. Cold attacks may cause lowered initiative, extra damage or other side effects.
· Energy: Almost all forms of harm come from energy of some sort, but this is a generic category that includes everything from lasers to radiation and particle beams. It’s a broad catch-all for all the death-rays and blasters you can think of.
· Heat: Heat can be fire or a way of increasing the energy in the target to the point of combustion or scalding/oxidisation. This could be from a petrol bomb or a Martian heat-ray. Sudden increases in heat can even vaporise liquids in flesh and cause rather messy, bodily explosions.
· Impact: Whether it's a fist, a club or a bullet. A lot of things cause harm by simple transferral of kinetic energy. This can burst blood vessels, break bones and crush organs.
· Penetrating: Sharp, pointy things concentrate a lot of power on a tiny area and punch through. Whether an arrow or a flechette these attacks cause damage by busting through defences and tearing into the soft, gooey bits beneath.
· Slashing: Slashing weapons have sharp edges that cut through outer surfaces and allow vital fluid to leak out. Even against targets where this isn't a problem a slashing weapon can act like a 'thin club', the sharp edge focussing the damage.
· Volt: Electricity can stun organic beings and scramble robotic ones. Therefore it deserves its own damage category.
· Multiple damage: Some weapons may do multiple damage types. Either use both - if they do damage separately - or the most effective one of the two if it only does damage as a single hit.
Close Combat Weapons
Close combat weapons can be impact, slashing or penetrating damage type for free. Choose which when you buy the weapon.
Small One-handed Close Combat Weapons
	Weapon
	Damage
	Cost

	Simple
	D4
	1gp

	Martial
	D6
	2gp

	Deadly
	D8
	5gp


Medium One-handed Close Combat Weapons
	Weapon
	Damage
	Cost

	Simple
	D6
	5gp

	Martial
	D8
	10gp

	Deadly
	D10
	20gp


Large Two-handed Close Combat Weapons

	Weapon
	Damage
	Cost

	Simple
	D8
	20gp

	Martial
	D10
	50gp

	Deadly
	D12
	100gp


Close Combat Weapon Options
Armour Defeating: Weapons defeat armour in a variety of different ways. There might be a tapered, sharp point, a super-dense or hard material or a particular oscillation of energy. Whatever the case, this reduces the effect of any armour his by one die type (D6 becomes D4 protection for example). You can take this multiple times. Cost multiplier: x2.0 each time.
Concealable: The weapon is small, foldable, concealable and made of materials that are less likely to be detected by sensor devices. Cost x5.0.
Damage Selector: First you must purchase multiple damage types for the weapon. Then, with this option, you can switch the weapon between the various modes. Each mode Cost x1.0.
Damage Type: To take a melee weapon to a different damage type costs extra. The first damage type costs x1.0, additional damage types cost x2.0 for the next one, x3.0 for the next and so on. The weapon can mix up to two damage types or switch between them if you take the Damage Selector option.
Double: The weapon has two ends, two blades or is simply so light, fast and usable that it can attack more than once. You can make two attacks with the weapon per normal attack but at a -5 penalty. Cost x1.0.
Freezing: You must first take the Cold Damage Type. Adding this option means the weapon has a freezing effect. Targets hit must make a Toughness saving roll or their initiative is dropped by -1 for the rest of the encounter. This effect stacks with multiple hits. Cost x1.5.
Igniting: You must first take the Heat Damage Type. Adding this option means the weapon can ignite and set fire to the target. Targets hit take an extra D4 heat damage per turn they're on fire, unless and until they make a Reflexes saving roll to put it out. Cost x 1.5
Shocking: You must first take the Volt Damage Type. Adding this option means the weapon can stun organic or robotic targets. They must make a Toughness saving roll or be unable to act on their next turn. Cost x1.5
Thrown: The weapon is designed and weighted to be thrown. Small weapons can be accurately thrown up to twenty metres, medium weapons ten and large weapons five. Add your Strength bonus to the number of metres. Cost x0.25.
Vicious: The weapon may have a chainsaw blade, a vibrational effect or just a supercharged battery. Whatever the case increase its die type of damage by one. Boosting something that already does d12 damage puts it up to d20 damage. Cost x3.0.
Ranged Weapons
Ranged weapons can be Impact, Penetrating or Energy damage type when they are first bought, for free.

Ammo Save is rolled after a combat scene is concluded to see if you have used up a magazine or 'load' for the weapon.

Ranges are abstract, but if you need something a little more definite…

· Point Blank: Up to 25m

· Close: Up to 50m

· Medium: Up to 100m

· Long: Up to 200m

· Extreme: Up to 500m

Pistols

	Weapon
	Damage
	Range
	Ammo Save
	Cost

	Small Calibre
	D4
	Point Blank
	18
	25gp

	Medium Calibre
	D6
	Close
	16
	50gp

	High Calibre
	D8
	Medium
	14
	100gp


Carbines

	Weapon
	Damage
	Range
	Ammo Save
	Cost

	Small Calibre
	D4
	Close
	18
	50gp

	Medium Calibre
	D6
	Medium
	16
	100gp

	High Calibre
	D8
	Long
	14
	200gp


Rifles/Shotguns 
	Weapon
	Damage
	Range
	Ammo Save
	Cost

	Small Calibre
	D6
	Close
	18
	100gp

	Medium Calibre
	D8
	Medium
	16
	200gp

	High Calibre
	D10
	Long
	14
	500gp


Heavy Weapons 
	Weapon
	Damage
	Range
	Ammo Save
	Cost

	Small Calibre
	D8
	Medium
	14
	200gp

	Medium Calibre
	D10
	Long
	12
	500gp

	High Calibre
	D12
	Extreme
	10
	1000gp


Ranged Weapon Options

Armour Defeating: Weapons defeat armour in a variety of different ways. There might be a special material, a particular energy modulation or pulse or a beam that passes through armour and explodes inside. Whatever the case, this reduces the effect of any armour his by one die type (D6 becomes D4 protection for example). You can take this multiple times. Cost multiplier: x2.0 each time.

Autofire: The weapon is capable of firing on fully-automatic. Against a single target this means you roll damage multiple times and take the highest. The number of rolls is also the number of separate targets you can hit. This can also be used to represent weapons with a 'spread' of shot or a fan of beams. Each extra die/target increases the cost multiplier by x2.0 and reduces the Ammo Save by -2. If the Ammo Save is reduced to zero then the weapon expends an entire magazine on each shot.
Concealable: The weapon is small, foldable, concealable and made of materials that are less likely to be detected by sensor devices. Cost x5.0.
Damage Selector: First you must purchase multiple damage types for the weapon. Then, with this option, you can switch the weapon between the various modes. Each mode Cost x1.0.
Damage Type: To take a ranged weapon to a different damage type costs extra. The first damage type costs x1.0, additional damage types cost x2.0 for the next one, x3.0 for the next and so on. The weapon can mix up to two damage types or switch between them if you take the Damage Selector option.

Extra Capacity: Each time you take this option boost the Ammo Save up by one, to a maximum of 20 (infinite ammo). Each time this is taken put the cost multiplier up by x0.5.

Explosive: The weapons effect is explosive. Each time you take this option makes the radius of the explosion one metre larger. Explosions do one less die-type than a direct hit (an explosive pistol doing D6 damage would do D4 to everyone in the radius). The targets may make Reflexes saving rolls to avoid the explosive damage. Each time you take this the multiplier is x1.5.
Freezing: You must first take the Cold Damage Type. Adding this option means the weapon has a freezing effect. Targets hit must make a Toughness saving roll or their initiative is dropped by -1 for the rest of the encounter. This effect stacks with multiple hits. Cost x1.5.
Igniting: You must first take the Heat Damage Type. Adding this option means the weapon can ignite and set fire to the target. Targets hit take an extra D4 heat damage per turn they're on fire, unless and until they make a Reflexes saving roll to put it out. Cost x 1.5

Inaccurate: Reduce the accuracy of the weapon imposing a -1 penalty on Ranged Attack rolls. You may take this up to three times. Each time reduces the cost of the weapon by -0.25.
Long Range: The weapon is pushed up a range band each time you take this option. Extreme range is upgraded to 'line of sight'. Each time you take this option the weapon's cost is pushed up x0.5.
Melee Attachment: Increase the cost by 3gp for a small attachment and 5gp for a medium attachment. Buying the melee weapon costs its own amount. Attacks with a melee attachment are made at -1 unless you make it integral, which increases the cost of the weapon by x0.1.
Overload: You can overload the weapon, burning it out or destroying it but doing tremendous damage (double). This increases the cost by x1.5. If you take this option twice then the weapon can intentionally be overloaded without being destroyed but, instead, using up an entire magazine.
Reduced Capacity: Reduce the Ammo Save by -2 and the cost by -0.25 each time you take this option.

Shocking: You must first take the Volt Damage Type. Adding this option means the weapon can stun organic or robotic targets. They must make a Toughness saving roll or be unable to act on their next turn. Cost x1.5
Targeter: The weapon is finely made and/or has integral targeting software and hardware that make it more accurate. Each time you take this option increase the cost by x2.5 up to a maximum of +3.
Vicious: The weapon may have a chainsaw blade, a vibrational effect or just a supercharged battery. Whatever the case increase its die type of damage by one. Boosting something that already does d12 damage puts it up to d20 damage. Cost x3.0.

ExoTech Weapons
ExoTech weapons can break all the rules and do very strange and odd things. The remnants of ascended or extinct civilisations, the effects that these weapons have largely defy examination and explanation.

Example Close Combat ExoTech

Force Blade: The force blade is a dagger whose edge is a projected forcefield, smaller even than an atom in width. Its preternatural level of sharpness allows it to completely ignore armour and, with the blade switched off, it seems like a harmless technological gadget. D4+3 damage, ignores armour.

Warp Dagger: The warp dagger's blade moves into subspace when used to stab and emerges from a tiny wormhole behind - or otherwise 'around' - the target to strike at vulnerability. The Warp Dagger is always considered to be making a sneak or flanking attack and can be used to melee attack someone up to ten metres away.

Zombie Sword: A one-handed blade something between a sabre and a cleaver the Zombie Swords end with a fractal edge and house a nano-factory in the hilt. Nanites are transferred to the target in the wounds that the sword causes and rapidly try to take control of their nervous system, turning the enemy - temporarily - into an ally. The target must make a Will saving roll or become your combat ally until they can make the roll. D8+1 damage.

Example Ranged ExoTech

Gravity Pistol: The Gravity Pistol increases the local pull of gravity on the target. The first hit massively changes the gravity in a small area and can rip flesh from bones. Longer term - for the length of the encounter - each hit also halves the target's movement. D10 damage, -1 accuracy, Close Range, Ammo Save: 12.
Healing Gun: A peculiar device the Healing Gun resembles a polished bone 'hair dryer'. It fires a beam of 'life energy' that can restore health, knit bone and seal wounds. -D4 damage, Close Range, Ammo Save: 10.

Time Rifle: A problem deferred can sometimes be a problem solved. The Time Rifle projects the target it hits 1d4 turns into the future, at which point they reappear. Travel through time causes temporal damage to the target as well as knocking them out of synch. D4 damage, Long Range, Ammo Save: 6.
Ammunition
A reload for a weapon normally costs a twentieth 1/20 of the cost of the weapon. ExoTech weapon ammunition costs are massively prohibitive as producing or finding ammunition for these weapons is difficult and expensive. Magazine costs for ExoTech weapons start at 500gp and rise much higher at Games Master discretion.
