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INTRODUCTION

'WELCOME TO INFINITY

Infinity is epic science fiction. The Second Great
Space Race swept humanity out among the

stars. We have emerged from the womb of our
homeworld and scattered across the galaxy, only to
find ourselves balanced on the brink. Society has
fractured into powerful factions sharing a tense
truce in the wake of colonial wars. Beneath the
delicate peace they’ve wrought, a seething turmoil
of covert operations constantly test interstellar
relations. Direct action military operations explode
in flash conflicts. Remote dronbots dart between
bioengineered super-soldiers. Hackers dance
through the invisible tactical maelstrom of hellfire
military cybersystems. Titanic TAGs —Tactical
Armoured Gears — tower above infantry wearing
military-grade exoskeletons.

Infinity is a wonderland of technological marvels.
The quantronics revolution remodelled a society
which was already heavily dependent on its
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electronics. Humanity now lives in a true symbiosis
between tool and toolmaker. Pervasive domotics
have automated virtually every aspect of modern
life. Comlogs implanted into the forearm provide

a link to local holoprojectors, mesh nets, and the
interstellar Maya network. Augmented reality tech-
nologies mean that the physical world is no longer
the limit of the human experience. Social clouds
broadcast by every individual — made up of meme-
tags and patina cues — allow simultaneous physical
and digital interactions between people, rooms,
buildings, streets, and even entire communities.

Infinity is an adventure on the frontiers of space.
Alien warriors seek victory on the battlefields of
broken worlds. Space pirates cruise through the
shattered planetoids of the Human Edge. Scientist
adventurers delve the oceans of Varuna. Mysterious
hassassins dance among the desert sands of
Bourak. Deep in the jungle battlefields war




THE ROLEPLARAYING GAME

a

correspondents dash amidst gunfire and bounty
hunters pursue rogue Als through the shadowy
corridors of Nomad Motherships.

Infinity is the destiny of mankind. Our bodies are
pushed to the transhuman cusp through bioen-
gineering and cybertechnology. Our memories

are recorded in quantronic Cubes and hosted in
artificial Lhost bodies. The creation of ALEPH,
humanity’s first true Artificial Intelligence, is an
enigma which promises either the great hope of
human civilisation, its greatest existential crisis, or
both. And, from beyond the borders of our space,
the alien Combined Army has invaded, threatening
to destroy everything which we have built.

Three key technologies have propelled mankind
into the vast voids of the Milky Way, expanding the
scope and power of the Human Sphere while trans-
forming the very definition of humanity in their
wake: The discovery of wormholes and their trans-
formation into gateways to other solar systems.
The discovery of neomaterials and the quantronics
revolution they unleashed. And the discovery of Silk,
which has revolutionised biotechnology and the
meaning of what it is to be human.

THE GATEWRY

TO THE STHRS

Following the discovery of GA6037283, the first
viable wormhole, as its turbulence tore through the
misty outer reaches of the rings of Saturn in the
early 21st century, there was a general upheaval

in the academic halls of physics. The unique and
unanticipated properties of the wormhole, as
observed by the rapidly retasked Cassandra probe,
were radically inconsistent with the so-called
“Standard+ Model” of particle physics which had
become the accepted view of reality over the previ-
ous twenty or thirty years. As the Brazilian physicist
Leandro Rocha famously remarked, “The storm
around Saturn was Einstein’s guillotine. It lopped
the head off of physics”

Saturn’s Storm raged for ten years before the Sorel
sisters — Cécile and Emeline —realised that within
the spatial topography of the wormhole it was pos-
sible to derive a partial theory of quantum gravity
based around what would later become known as
Sorel fields. More importantly, they were able to
hypothesize how these fields could be manipulated
in order to “smooth” the unstable topography of
the wormhole.

Without Sorel field manipulators, ships encounter-
ing one end of a wormhole would simultaneously
become refracted throughout the total volume of
the wormhole and tidal forces would rip the vessel

apart into degenerate matter. But with a field
manipulator, the wormhole could be contained and
stabilised, allowing for safe passage.As Cécile Sorel
would later commemorate it while receiving the
Nobel Prize with her sister, the wormhole had been
transformed from a violent enigma into a Gateway
to the Stars.

By this time several other wormholes had been
found in the outer reaches of the solar system. The
earliest Sorel manipulators only allowed for the
transit of small probes (followed by short bursts
of information before the field channel collapsed),
but these probes were diligently sent through the
wormholes, giving mankind their first close-up
peek at alien star systems.

As the first reports from the probes captivated

the solar system, new technology was granting
superior control over the Sorel fields. The larger
field channels they created raised the possibility

of sending manned ships through the ‘holes. The
result was Project DAWN: a joint effort between
NASA, the European Space Agency, and the Russian
Cosmonautical Agency to establish an extrasolar
colony. The early Lapérouse probe had already iden-
tified the system on the far side of Saturn’s Storm
as Delta-Pavonis, and, using the new Sorel field
manipulators, Project DAWN launched Lewis & Clark,
a pair of probes designed to survey the system and
ascertain the potential for terraforming.

The biophysical reports were even more promising
than had been hoped: The fourth planet of the
system was actually capable of supporting human
Llife. Named Dawn, this planet became a symbol
for the dawning of a new age for Humanity. Huge
colony ships were constructed and colonists were
recruited from across the European Union, United
States, and Russia.

Sadly, however, Project DAWN ended in tragedy.
During the wormhole transit of the Aurora, the
second colony ship sent to Delta-Pavonis, there was
a catastrophic failure of the ship’s field manipula-
tors. Not only did the ship’s channel rupture (almost
certainly resulting in the instant death of everyone
onboard), but the entire wormhole collapsed and
vanished. Saturn’s Storm had at last been calmed,
and the entire human race mourned its loss.

For most of the world, the failure of Project DAWN
clearly spelled the end of humanity’s extrasolar
ambitions. The rising superpower of PanOceania,
however, saw opportunity. Under the auspices of
the Cretan Enterprise, perhaps the greatest of the
PanOceanian empresas, a team of military physicists
and engineers created a theoretical breakthrough:
Instead of directly manipulating the Sorel fields

at the mouth of the wormhole, they could use

uBlQUITOUS
NEXUS

The ubiquitous nexus is the
semi-unpredictable zone
around a wormhole in which
ships arrive and depart. Even
though arriving ships can be
detected through the nexus’
activity flux, for the first several
decades of interstellar travel
the risk of a “catastrophic
arrival” due to random arrival
points was relatively high and
significantly reduced the rate
at which ships could safely
pass through the wormhole.
Later scientific advances have
allowed for the creation of the
Ubiquitous Nexus Stabilisation
Platforms, which artificially
cohere a wormhole’s entrance
field and reduce (but do

not completely eliminate)
unpredictable arrivals. Such
platforms can be shut down
during times of war, making it
more dangerous and difficult
for enemy fleets passing
through the nexus. The ability
for PanOceania to suborn nexus
platforms played a significant
role during the Mahisa Total
Offensive in the Second
NeoColonial War, and virtually
every major power has a black
ops research centre trying to
perfect technologies that would
allow arriving ships to stabilise
the nexus for themselves.

The size of a ubiquitous nexus
can vary considerably between
wormholes. It is known, for
example, that for wormholes in
which one end is nearer to the
galactic centre than the other,
travel from the farther ‘hole is
more complex, unstable, and
dangerous, and the nearer ‘hole
has a much larger entrance
field. Thankfully the Acheron
wormhole in the Paradiso
system is one example of this,
providing the Human Sphere
with a vital natural advantage
in defending against the
Combined Army.

WELCOME TO INFINITY
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an energy lens near the wormhole that would bring

would become known as Neoterra, the future heart
of humanity.

it into “focus”. The result was the Minotaur Motor.

The fuse of the new space race had been lLit.

On the cusp of the 22nd century, PanOceania
launched the Mandella. Powered by the Minotaur

Experimental Compact Model Series 1 and built by
Giffard Industrial Motors, the Mandella was the first

THE QUANTRONICS
REMOL UTION

manned vessel to use a Minotaur Motor. Punching

through a trans-Plutonian ‘hole, the Mandella
discovered the lush and vibrant world which

Teseum was first discovered as an impurity in the
atmosphere of Jupiter by hydrogen skimmers in

THE HUMAN SPHERE

Earth: The cradle of Humanity. A place of natural and cultural
treasures. The cities here are full of history, but sparsely inhabited
as a result of the Star Tide. The Sol System in general, however,
remains more highly developed than any other system of the
Human Sphere.

Neoterra: The first system to be discovered and colonised by
PanOceanian explorers, Neoterra is now the capital of PanOceania
and the seat of the Christian Church. It is home to some of the
most important technology companies of the Sphere and is a daily
destination for business travellers and tourists alike.

Acontecimento: PanOceania’s breadbasket and the second planet
to be added to the Sphere (not counting Dawn), Acontecimento saw
massive colonisation by Latinos. Famous for its garotas, particularly
the spectacular women from the city of Portobelo, Acontecimento
is a planet of contrasts. Endless crop fields and pastures alternate
with vast, sprawling factory compounds that meet most of the
agricultural and industrial needs of PanOceania. Acontecimento
also has one of the largest Natural Parks in the Sphere, the Great
Arboreal Reserve, the last remnant of the planet’s original biome.

Varuna: The ocean planet. The fifth extra-terrestrial planet found
and the first populated with a semi-intelligent native species, the
amphibian Helots. Home to the water gods, Varuna is a planet

of small islands and soil is scarce. Visitors will be amazed by the
sea platforms, subaquatic buildings, and artificial islands. Varuna
harnesses the full potential of its oceans in the form of biotechno-
logical research and sea factories and farms that employ numerous
Helots. The quiet charm of the planet is disrupted, however, by the
violent acts of Libertos, a group of Helot insurgents.

Shentang and Yutang: Two tidally locked planets within the
habitable zone of their star, the first discovered and claimed by Yu
Jing as they struggled to catch up with PanOceania’s deep space
capabilities. The two planets were colonised at a rapid pace and
Yutang now serves as the capital of Yu Jing.

Bourak: A harsh world dominated by deserts, discovered by the
prophets of Haggislam and named after the Prophet’s Horse. In
struggling to master its harsh realities, the Bourak Academy of
Planetology has become the leading authority on terraforming
technologies. Their goal is to transform their sun-blasted world
into the gardens of Al-Andalus, or of lost Nineveh and Babylon. But
that reality lies far in the future.

8 INTRODUCTION

Concilium: Claimed by O-12, the international and pan-planetary
organisation which theoretically has ultimate jurisdiction over
the totality of the Human Sphere, Concilium is lightly populated.
However, it is also home to the O-12 Senate and the various 0O-12
bureau headquarters.

Svalarheima: Discovered by PanOceania, Svalarheima has become
a snowball of discord. It is so distant from its star that freezing
temperatures make life nigh impossible save between its tropics.
Despite its extreme climate, Svalarheima is coveted due to its
abundance of resources, particularly Teseum. During its early
settlement, despite PanOceania’s initial claim, Yu Jing established
a competing colony here. PanOceania now controls roughly
two-thirds of the planet and Yu Jing one-third. Svalarheima is
not a popular tourist destination due to its drab, snow-covered
landscapes, its functional, industrial-looking towns, and its status
as a contested land always on the brink of an open confrontation
between superpowers.

Human Edge: Also referred to as the Edge of Humanity, this
shattered system of asteroids and gas giants orbits at the furthest
reaches of human exploration. Human Edge is studded with zero-g
factories, deep space bases,and small orbital fortresses laying
claim to the rich resources which have whetted the mining appe-
tite of every power and corporation in the Sphere.

Paradiso: The emerald jungle. When it was discovered, Paradiso
was almost immediately fiercely contested between the Great
Powers, becoming a triggering point for the NeoColonial Wars. Its
wounds had scarcely had time to heal when the Combined Army
invaded, turning its jungles into an endless battlefield and the
testing ground of humanity.

Dawn: Nearly two centuries after the Project DAWN colony had
been lost, it was rediscovered by the PanOceanian scout ship

POS Nirriti and, much to the surprise of the rest of the Human
Sphere, the colonists had survived and even thrived. A conservative
people, driven behind defensive walls by the assaults of the native
Antipodes, the Ariadnans now strive to stave off the iconoclastic
assaults of the advanced societies they have fallen out of step with.
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the mid-21st century. Ironically, it was originally
considered an industrial nuisance, frequently
causing shorts in the magnetic skim-filters. Carol
Arnold was the first researcher to study the metallic
accretion in any detail, and she quickly realised that
it defied conventional explanations. She referred

to it as a “neomaterial” and named it after Teseu
(the Portuguese name for the Greek hero Theseus),
describing its subatomic structure as “maze-Llike”.

Teseum’s unique properties allowed for the
construction of sophisticated nanomolecular
interfaces, which made possible the first true
molecular assemblers and revolutionised the man-
ufacturing industry. But of even greater importance
was the ability for Teseum-based processors to
perform complex and precise computation using
quantum-mechanical phenomenon. The resulting
quantronics remodelled a society which was
already heavily dependent on its electronics and
moulded it into a true symbiosis between tool and
toolmaker.

Comlogs, quantronic processors often implanted
into the forearm, have become the common
interface between a citizen and the world around
them. Wrist-worn link bracelets provide a firewalled
connection between the comlog and various net-
works (Local holoprojectors and mesh nets, as well
as the global Maya network) while simultaneously
providing a limited haptic interface. The primary
interface, however, is through augmented reality
which is generally projected directly into the user’s
retina by means of special contact lenses or incon-
spicuous eye implants. These AR interfaces often
take the form of complex radial designs combined
with heuristic interfaces that use a combination

of physical input and eye focus for selection and
manipulation.

These AR technologies also mean that the physical
world is no longer the Llimit of the human experi-
ence. Instead, the world is made up of overlapping
digital patinas, delivered through Maya, the data
network of the Human Sphere. Named after the first
ubiquitous standard for augmented reality, Maya
not only delivers content (either by specific request
or subscription) to the individual user in the
fashion of the outdated internet, it also pervades
the user’s perception. Every individual broadcasts

a social cloud, made up of meme-tags and patina
cues, allowing them to automatically share in the
augmented perceptions of those around them
while simultaneously interacting both physically
and digitally. The same is true of rooms, buildings,
streets, and entire communities.

This comprehensive reweaving of the social fabric
only set the stage, however, as the second phase
of the quantronics revolution unfurled: Quantum

programming allowed for major breakthroughs in
artificial intelligence and the creation of incredibly
intelligent microminds. Shockingly sophisticated
heuristic systems allowed microminds to be
almost instantly retasked for any purpose and

they quickly permeated Maya, serving as personal
assistants in the digital world and robotic servants
in the physical.

The result is what experts refer to as pervasive
domotics, the intense automation of virtually every
aspect of modern life: Alarms that are keyed to
personal sleep cycles. Showers that turn on at
precisely the moment you need to step into them.
Kitchens that prepare meals before you become
hungry. Personal agents can often anticipate the
desires of their users so that, for example, their
automated car will arrive to pick them up at pre-
cisely the moment they decide to walk out of the
restaurant (where, it goes without saying, their bill
has been automatically attended to).

And all of that was before the creation of ALEPH,
the first (and only) true artificial intelligence.

The extreme networking demands created by

the combination of social clouds and pervasive
domotics —on top of the ever-rising computational
needs of the major governments, scientific projects,
and corporations —began to outstrip the existing
Maya infrastructure. Localised network collapses
known as whiteouts became increasingly frequent
and, in a world accelerating its dependence on the
network, increasingly dangerous.

Project: Toth was established to solve the problem.
Initially an effort to link supercomputers into a
geographically distributed mega-processor that
could be trivially expanded by adding additional
computers to the cluster in order to sustain
‘essential services” during whiteouts, the project
eventually became focused on developing an Al

to manage the massive amounts of data in the
network, discriminating the packets and prioritizing
difficulties and emergencies as they arose.

As Project: Toth grew in importance, however, it also
grew in quantity of hardware and complexity of
software. And it became apparent that the system’s
Al was rapidly evolving towards what had been
theorised as Artificial Life: an intelligence that not
only mimicked human learning and adapted to
new circumstances, but which was also self-con-
scious and capable of evolving noticeably beyond
human control.

The Project: Toth Al became ALEPH, named after
the first letter of the Kabbalah that symbolises the
place from which all other places in the universe
can be seen. Today it permeates every layer of

NEOMATERIALS
Neomaterials are possessed

of subatomic properties which
defy traditional chemistry.
Some of these are the result of
unanticipated complexities in
the behaviour of elementary
particles, but some materials
also appear to include dark
matter admixtures (particularly
those found in the VoodooTech
of the Combined Army).

ENGINES OF
CRERATION

In the late 20th century, the
futurist Eric Drexler predicted
amazing, self-replicating
nanomachines which

would become universal
assemblers — the Philosopher’s
Stone of the engineering
world —and usher in an age
of post-scarcity economics.
This vision of the future never
came to pass. Even with the
advent of fractal Teseum
assemblers, it still ended

up being cheaper to design
dedicated nanoassemblers
for specific tasks in huge,
robotic assembly lines. Given
the proper raw materials, the
creation of bespoke items

in Universal Teseum Cradles
(UTCs) is possible, but incredibly
expensive and relatively rare
outside of R&D prototyping.

MONEY

The vast majority of commercial
transactions are handled
quantronically via a citizen’s
comlog. In a few cases, flextabs
and flashbills — cardboard or
paper chits preloaded with
credits and a solar cell that
shows the current balance —are
used. Some of these ‘tabs are
locked to specific accounts,

but most are “burners” which
don’t care who's carrying or
using them.
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THE ARACHNE
COUNTER-
CULTURE

Not everyone has accepted
the Big Brother culture of
ALEPH’s watchful eye. The

counterculture of the Nomads
strongly resists ALEPH’s
attempts to infiltrate their

Motherships and they've

developed the darknet named
Arachne as an alternative to
the ALEPH-controlled Maya
network. Protected (some
would say hampered) by
layers of firewalls and security
systems, it has the appeal of
complete and utter autonomy
from ALEPH systems. The

Nomad Nation uses their

commercial activities across
the Sphere to spread and
conceal furtive Arachne nodes
throughout the totality of
explored space.

TESEUM CLAWS
In addition to nanotechnology
and quantronics, Teseum is
also often used for weapons
development. (And this has
become even more common
as large, extrasolar supplies of
the neomaterial have become
available.) The Antipodes of
Ariadna are even known to coat
their claws with it.

The reason for this is that the
same subatomic structure
which allows Teseum to be
used for atomic manipulation
also allows for magnetically
aligned Teseum to interact
with other materials
monomolecularly. Teseum
weapons, therefore, can cut
through most armour like

a knife through hot butter.
(And the purer the magnetic
alignment, the more effective
the Teseum is.)

society. It has not only been given control over
macro-systems (like traffic control, surveillance
networks, communications systems, terraforming
platforms, electoral processes, life support, and
social programs), but Aspects of ALEPH frequently
replace many of the roles formerly filled by dedi-
cated microminds.

ALEPH has been so successful in fractally sub-
dividing its attention that there is simply no need
for additional Als. ALEPH is more than capable

of addressing all of the human needs that can be
serviced by an Al. It would, in fact, be dangerous

to allow the creation of additional Als: Where
ALEPH has proven itself loyal to humanity, each
additional Al would carry with it the risk of creating
a powerful, unbridled Al hostile to its creators.As a
result, the Sole Al Law, passed by the 0-12 Senate
and fiercely enforced, prohibits the development of
self-aware artificial intelligences.

SILKEN. IMNMORTTAL LT Y

The colonisation of Bourak by Hagqgislam was
immediately followed by the building of a whole
network of bimaristans — research hospitals which
covered the healthcare needs of settlers while also
researching new technologies, healing protocols,
and pharmacological patents. Certain eminent
names, such as Qasim Azmi and Khalaf al-Atteba,
earned unmeasurable prestige in the scientific
community with their advances in the cultivation
and preservation of organic tissue. No other scien-
tist of the time, however, has become a household
name to the degree of Qayyim Zaman, the inventor
of the method to synthesize Silk.

Originally developed and sold as a gene therapy
courier, Silk invisibly weaves its way through a
host’s body (like silken threads through a tapestry),
creating a non-disruptive network which can
interact with individual cells down to a genetic
level while being controlled and monitored
remotely. This allowed for unprecedented precision
in gene delivery and activation, utterly dwarfing
the precision capable with the previous retroviral
technigues. Radical new gene therapies and
anti-agathic techniques began pouring out of medi-
cal laboratories from across the Human Sphere.

But it was the Silk 2.3 software updates that were
delivered twelve years later that were the true
revolution. These allowed a Silk network to be
manipulated in heretofore unimaginable ways:
Selective stem cell reversion. Replacement organs
grown in situ. Programmable immune responses.
Nerve regeneration.

Of course, Silk’s applications weren’t limited to
merely therapeutic treatments. Cosmetic appli-
cations like targeted fat flushing and 24-hour

face morphs casually re-sculpted humanity into
seasonal beauty fads (or their counterculture
equivalents) while military augmentations like
bone-lacing and lactic-acid cleansers supercharged
soldiers across the planetary battlefields.

Nothing more fundamentally altered the human
condition, however, than Silk’s ability to track neu-
ronal synapses and record perfect digital images of
the brain using the specially designed quantronic
implant known as the Cube. The first Cubes

offered the promise of true immortality, and these
promises were fulfilled when the consciousness of
Annie Xanthopoulos was successfully transferred

" MONOPOLY DEFENCE

When Qayyim Zaman first discovered Silk, the leaders
of Haqggislam were quick to realise that it repre-
sented one of the greatest technological revolutions
in human history. It was the key to a brighter future,
and if they were not careful it would be stolen from
them by the rapacious hypercorporations, aided

and abetted by the empire-hungry governments of
PanOceania and Yu Jing.

Instead of allowing the sale of Silk on the

open market, Hagqislam created the Silk Route.
Carefully regulated trade companies transport Silk
to individual buyers using courier ships guarded
by the Haggislamite Armada. In addition, each
limited batch of Silk requires a unique catalysing
agent, thwarting efforts to reverse engineer it.
(PanOceanian and Yu Jing specialists have only
managed to conclude that Silk is a biogenic
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substance operating on chemical principles
apparently derived from the new theories of
physics spinning off from the Teseum revolution.
Its sheer, unprecedented complexity makes it
unlikely to have been discovered independently of
Nassiat, the organism native to Bourak on which it
is based. A few samples of raw Nassiat have been
successfully smuggled off-world in an effort to
crack Silk’s secrets, but with no success.)

The secured patent rights on Silk have long

since ended, of course, but the cult of secrecy
surrounding it continues. In addition to its many
miraculous powers, Silk has also become a
political weapon. The Silk monopoly is used as the
ultimate bargaining chip in Hagqgislamite inter-
national trade, with the threat of Silk embargoes
quickly bringing foreign powers to heel.
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THE RESURRECTION INDUSTRY

Once the secret of Resurrection had been
unlocked, the scarcity of Silk drove costs high
enough that only the richest of the rich could
afford it. The inevitable result was widespread

unrest that rapidly threatened to become outright
class warfare. Fortunately, O-12 intervened before

a crisis point could be reached and passed laws
regulating access to Resurrections, requiring
anyone receiving a Resurrection to be authorised
through official organisations appointed by the
national governments.

Today, most people live with implanted Cubes that

keep an up-to-date recording of their brain state.

(Responsible people who can afford the procedure

will also regularly have their brain state backed
up.) Resurrection licenses are primarily obtained
through the national bureaus — managed by the

SECTOR

into a Lhost— a clone-like biosynthetic body rapidly

grown onto an artificial skeletal structure using
overlapping Silk networks.

The Lhosts, in turn, opened new doors. Under the
auspices of Project: Maid of Orleans, A PanOceanian
empresa, ALEPH developed a lesser artificial
intelligence (LAI) to serve as a military leader

capable of inspiring modern troops. The personality

of the Recreation was modelled on Joan of Arc, a
French saint and heroine of the 15th century. Once
Joan was in the field, however, it quickly became
apparent that ALEPH had delivered more than the
symbolic propaganda personality that PanOceania
had requested: Joan was possessed of a keen stra-
tegic and tactical insight,and once she was in the
field she quickly rose through the ranks.

Party in Yu Jing, the Church in PanOceania, and
so forth — on the basis of merit, although some
licenses can also be won in the Resurrection
Lotteries.

Unlicensed deceased are stored in Cube Banks.

It is possible, for some minor expense, to tempo-
rarily load the stored personalities and converse
with them through simulations. But otherwise, the
deceased simply wait for their turn in the almost
impossibly long licensure queues.

Of course, if you're particularly wealthy and
unscrupulous, you can seek a reincarnation
through the black markets of the Nomad’s
VaudeVille. But unless you know what you're
doing, you won't always get what you expect in
that sort of place.

PanOceania was also surprised when ALEPH imme-
diately followed up on Joan’s success by developing
Project Counsellor —a Recreation of the legendary
Sun Tze — for Yu Jing.

Spearheaded by the huge propaganda successes
of the early military Recreations, ALEPH began
developing additional personalities to serve as
diplomats, soldiers, spokespeople, and artists for
any nation or corporation capable of justifying and
financing their creation. Criticised by historians as
being nothing more than glorified caricatures, the
extremely charismatic and talented Recreations
have nevertheless proven extremely popular

on Maya and ALEPH is riding the wave of their
celebrity to continue wedging them into every facet
of society.

ARTIFICIAL
wOMBS AND THE
BIG BABY BOOM
The first artificial womb was
developed by the Natalya
Corporation from the intersection
of quantronic controllers and
molecular assemblers. The
freeing of women from the
literal labour of childbirth, the
glorious sense of excess arising
from the iota-scarcity economy
of Teseum assemblers,and the
advent of micromind nanny-bots
reversed the long-standing trend
of declining birth rates in the
first world. Yu Jing referred to this
as the “Star Tide” (2. %42 72.%)
echoing the “Child Tide” of the
20th century baby boom and

the “Grey Tide” of the aging
workforce which followed.

The population explosion of
the Star Tide radically increased
tensions on Earth, creating the
pressure front that gave rise

to the planetary exodus of the
Second Great Space Race.

THE DARK

SIDE OF SILK

The unparalleled control Silk
grants over the human body has
created medical miracles, but

that kind of control also offers
opportunities for those who would
exploit and abuse it. For example,
the Silk-derived drug nitrocaine
directly binds itself to the user’s
synapses, resulting in a long-term,
mood-tailored high that can also
be directly controlled through
custom hacks installed on the
user's Cube. The synaptic-binding,
however,also makes the drug
incredibly addictive and,despite its
great expense, it is being massively
abused by more and more youth of
the PanOceanian elite.

There are also fears of future
‘nightmare technologies”, like
the so-called “Silk drones” in
which implanted Silk-networks
are used to physically control
a person’s body as if it were a
puppet. Authorities, of course,
are quick to point out that,
given how expensive Silk

is, these are urban legends
without any tie to reality.
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INTRODUCTION

CHRONOLQOGY OF
THE HUMAN SPHERE

CRUCRSUS
CONFLICTS

Typical of the era were the
Caucasus Conflicts —a motley
array of ignoble and mostly
forgettable wars on the border
between Europe and Asia
fought by local warlords in a
squabble over the dwindling

energy resources of the region.

UNITY,
COOPERATION,

SUPPORT,
PROGRESS'

The loss of the United States,
the transformation of China,

the decline of Europe,and
the emergence of PanOceania
finally broke the doddering
institutions of the United
Nations. The death blow was
its replacement, the new
pan-national organisation of
0-12,founded upon the four

Pillars of Unity, Cooperation,

Support,and Progress. Yu
Jing and PanOceania, eager
to realign global politics
around themselves, strongly

backed the formation of 0-12,

little realising that they were
creating a perpetual thorn in

their own sides.

A decade before GA6037283 was discovered,

the world had already begun to change. China’s
so-called Jingji Imperialism saw the economic
powerhouse gobble up a half dozen ASEAN nations,
transitioning them rapidly from economic satellites
to politically annexed provinces. In response,
Australia, New Zealand, Indonesia, and Malaysia
formed the Neo-ASEAN alliance to counter China’s
economic hegemony.

Few realised it at the time, but the seeds of the
new superpowers had been planted.

ENERGY CRISIS

Meanwhile, the old world was beginning to
crumble away.

The transition from fossil fuels and other legacy
sources of energy was badly mismanaged at

a global level and the damage wrought was
complicated by the devastating consequences of
unchecked climate change. This was particularly
true in the United States and Project DAWN was,
in many ways, the last great work of a dying
superpower. When the post-service economy Stock
Market Crunch arrived, the bloated North American
economy collapsed, dealing a crippling blow to the
already receding European markets.

PRANASIAN ALLIANCE

On the other side of the planet, in response to
increasing Chinese belligerence, additional nations
were flocking to the Neo-ASEAN banner. This nota-
bly included the Philippines and, shortly thereafter,
India. These brought the critical mass of manpower
necessary to keep pace with China’s immense
population and the resulting motley assortment

of nations supplemented their economic ties with
a series of mutual defence treaties which rapidly
developed into a centralised military command
known as the PanAsian Alliance.

Japan and South Korea were left as the only two
independent nations in the region. The economies
of both countries had been wrecked by the Stock
Market Crunch, however, and were perched on

the brink of complete collapse. Although they, too,
might have sought support from the PanAsian
Alliance, unfortunate diplomatic mistakes had
alienated Japan while South Korea’s leaders
believed that the PanAsian Alliance would not be
strong enough to defend them against the military
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might of China (which had already occupied North
Korea and were perched on their border). As a
result, both nations decided to tie their futures

to China’s.

The cultural transition of Japan, however, proved
more difficult than the political one. It quickly
became apparent that the majority of Japanese citi-
zens felt that their national pride had been sold out,
and China’s early attempts to apply their homoge-
nization programs only inflamed the problem.

And the truth was that Japan, although the fiercest
centre of resistance, was not alone in its protests.
Similar cultural movements were gaining strength
across China’s imperial acquisitions. At the same
time, under a corrosive barrage of Western influ-
ences, the cultural cohesion of China itself was
also eroding.

To solve both problems simultaneously, the Party
decided that the nation needed a new identity
which could blunt the inflamed passions both at
home and abroad. The result was a new Cultural
Revolution, creating a collective identity which
would aggregate the best virtues from the
entirety of the Far East: Koreans, Vietnamese,
Mongols, Thai, and all the rest could sustain their
unique cultures while also being citizens of the
new nation.

Although they remained the central authority of the
new nation, it was recognised that the Party had
also become inherently alienating to the new mass
of foreign citizens and young dissidents. In order

to find a unifying symbol of power around which
the new nation could coalesce, therefore, the Party
reached into the past and restored the Emperor.

Instilled with immense opulence and reinforced
through pomp and protocol drawn primarily from
the ancient Chinese Imperial court but also influ-
enced by the royal traditions of many Asian nations,
a potent mythology of power was woven around
the Emperors and their Jade Throne, forging them
into the focal point for a new nation which was
itself baptised Yu Jing (literally the Jade Capital).
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As China was reinventing itself as Yu Jing, the
PanAsian Alliance was also transforming itself.
Reaching across the Pacific Ocean, the PAA success-
fully drew Chile and Brazil into the fold. The new
treaties formally reorganised the economic and
military alliance into a unified nation state, which
christened itself PanOceania.

With the collapse of the United States and the
European Union continuing apace, it rapidly
became clear that these two new nations were
the global superpowers of tomorrow. But whereas
Yu Jing unified itself by looking to the past and
trumpeting economic surety, PanOceania — with
its global and transcontinental reach —became
gripped by the Destino Tecnoldgico: the belief that
technology was the road to the future and that the
destiny of mankind would belong to the nation
which relentlessly pursued that technology. This
philosophy would drive much of PanOceania’s for-
eign and domestic policy for decades to come,and
remains an indelible part of its national character.

The catalyst for the recovery of the still struggling
global economy was, much to the surprise of econ-
omists everywhere, the orbital elevator. A private
research consortium perfected the material science
required to construct the prodigious cable for the

elevator and then promptly open-sourced the tech-
nology. Construction almost immediately began on
a chain of orbital elevators all along the equatorial
girth of the world.

Even before they reached orbit, constructing the
elevators required a vast infrastructure on the
ground. A massive influx of would-be employees,
for both the orbital construction companies and
the support industries surrounding them, flooded
the regions around the elevators. This demographic
groundswell became known as the Equatorial
Surge, and while some of the nations involved
handled it well (smoothly rolling out infrastructure
and capitalising on the economic boom), many

did not. This was particularly true in the so-called

“host countries” allowing foreign nations to build

elevators on their soil: Inadequate, underfunded
reception camps were almost immediately over-
whelmed, triggering a humanitarian catastrophe
which destabilised many of the governments
involved. (It was during this time that Ecuador, for
example, became functionally a client state of
PanOceania.)

As the orbital elevators were completed, the
Equatorial Surge only grew in size as the popula-
tion of the planet was funnelled into the heavens.
The Lunar Colonies became a waystation to the
solar system, the population of Yu Jing’s Martian
colonies boomed, and the number of orbitals
reaping the wealth of the asteroid belt and outer
system multiplied.

CORREGIDOR

RORAD WRARS

The Road Wars in eastern Africa
boiled out of the Equatorial
Surge. Corporations competing
to construct the communication
and trade lines for the orbital
elevator enlisted and armed
rival tribes to expel the local
population and make way

for their new roads. These
mercenaries became known as
the Mkuku (“spear” in Swahili)
because they would impale
their victims to instill terror.
Many were declared war
criminals and sentenced to
Corregidor... where they would
eventually be recruited as the
first Wildcat squadrons.

When violence from narco-gangs collaterally crushed an inter-
national school bus carrying kids from the political and social

elite of the Americas, a conglomerate of South American nations
responded by creating Corregidor, a high-security prison in Earth
orbit where the most dangerous criminals could be sentenced to
“death-in-life”. Despite the outcry from numerous human rights
organisations, the inmates were held in states of induced sleep,
kept alive through intravenous nutrition and periodically awakened
in order to be psychologically afflicted by their plight.

Funding dwindled, however, after the Stock Market Crunch,and the
transnational bureaucratic apparatus running the prison was dealt
an additional blow when Chile and Brazil joined PanOceania and
withdrew from the project. Corregidor became starved for resources
and conditions worsened.

Seeking an exit strategy, the remaining nations decided to kill
two birds with one stone and initiated the Lazareto Expansion:
A pardon program was set up,and Corregidor inmates were used

CHRONOLOGY OF THE HUMAN SPHERE

.

to rapidly expand the station with new habitat and hydroponic
modules. Once these were ostensibly self-sustaining, the “surplus
population” of the Equatorial Surge was moved in. (The character
of Corregidor was not notably improved: These displaced masses
included rebel guerrillas, veterans of tribal wars, ethnic genocide
survivors,and headhunters.)

The Corregidor Foundation, insufficiently funded with the remain-
ing capital confiscated from convicts, was then “privatised” (i.e., cut
loose and left to fend for itself). Even basic survival was a struggle
for many years, but eventually the Corregidorans were able to
carve out a living for themselves by trading manpower — the one
resource they possessed in excess — for supplies and spare parts. In
the process, the Corregidoran meteor heads became the best damn
zero-g workers you can find. Corregidor itself has been transformed
into a massive Mothership, sailing across the Human Sphere and
bringing the expertise of its tough, pragmatic workers wherever
they may be needed.

N
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RED RUCTION

During the early years of
Corregidor, the station would
raise vital funds by selling the
prisoners who remained in
cryogenic storage — sometimes
back to the crime families
they’'d worked for; sometimes
to people who wanted revenge.
The Red Auction triggered
myriad gang wars across
human space,and also saw

a number of organisations —
including the Ybarra family

of the Mazatlan cartel, the
brothers of Maruizio Tessani,
European intelligence agencies,
and the Dygralsky clan —launch
either rescue, sabotage, or
elimination operations.

RELIGION CRISIS

The roots of what came to be known as the
Religion Crisis were laid decades earlier: The col-
lapse of the heart of the Muslim world during the
Energy Crisis. The fervour of transnational digital
revivalist movements fuelled by economic collapse.
PanOceania’s growing global influence stirring a
turbulent Pan-Pacific cultural mix. The vast popula-
tion migrations of the Equatorial Surge.

All of these contributed to a profound destabilisation
of global religions, particularly the two largest in
Christianity and Islam, and set the stage for the radi-
cal transformations of those religions which were to
come. But when historians speak of the beginning of
the Religion Crisis, they are almost always referring
to the Roman Apocalypse.

ROMAN APOCAHLYPSE

During a papal conclave, a biological weapon

was detonated in Vatican City. Most of the upper
leadership of the Catholic Church was killed (either
immediately or over the next five years from the
lingering effects). Vatican City itself (along with
part of Rome) was lost for a generation, inflicting a
substantial economic blow to the Church as well.

The images of the Church being led by frail figures
behind plastic sheets emblazoned with biohazard
sigils haunted the world for years to come.
Christianity was left reeling.
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BIRTH OF A NEW ISLLAM

The Muslim world was simultaneously undergoing
a schism into seemingly endless chaos. The
economic collapse of the Middle East in a post-oil
world was almost complete, and the power vacuum
left behind was echoed in Islam by a fractious the-
ological tumult of would-be prophets, micro-sects,
and extremist cults.

In the midst of this tumult, the religious leader
Farhad Khadivar spoke of the need to seek the
True Islam described by the Qur’an; an Islam that
was built upon the central tenet of the Search for
Knowledge. The result was Haggislam —a populist
movement which was, importantly, also successful
in reaching out to the Muslim elite who saw a
return to prosperity in its scientific and technologi-
cal idealism.

While wars of religion and deprivation still raged
back on Earth, in the depths of space at the
opposite end of the human experience, PanOceania
discovered the Earth-like world of Neoterra. It was
the ultimate realisation of Destino Tecnoldgico

and PanOceania enthusiastically concluded that
colonisation — expansion on a grand, interstellar
scale —was literally written in their stars.
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It wasn’t hard to find colonial volunteers eager

to escape the hellholes back home and these,
mixed with young PanOceanian patriots eager to
participate in their nation’s hegemonic rise, formed
a veritable tide of immigrants to the new world.

Six years after first sighting Neoterra, and as

the first colonies were being established there,
PanOceania’s Space Exploration Division discov-
ered Acontecimento. Additional colonies were soon
being established there, too, and the remarkable
economic benefits quickly began to accrue back
on Earth: PanOceanian unemployment, which had
been soaring, abruptly plummeted as population
pressures were eased. This resulted in a significant
economic stimulus even before the raw wealth

of two virgin planets began flowing back into
PanOceania’s coffers.

NANOTECH WHRS

The discovery of Teseum’s unique properties caused
the nascent field of nanotechnology to explode and
unlocked undreamt of possibilities. As is human
wont, however, these wonders were quickly turned
to the practice of war. The military arsenals of the
world were soon stocked with devastator swarms,
genome plagues, microscopic drones, nano-poisons,
monofilament munitions, and other heretofore
unknown horrors.

The United States had spent half a century
attempting to recover its glory: After the expensive
boondoggle of Project DAWN, their SDK destroyer
program (which they had hoped to use to ensure
U.S. interests in the inner solar system) had also
failed. Now they doubled down on nanotechnology,
but their laboratories — no longer at the cutting
edge — couldn’t keep pace.

A failed attempt by the CIA at industrial espionage
in the labs of Harris NanoSciences in Canberra
resulted in a nanocatastrophe with casualties

in the hundreds. The scandal rapidly escalated
into a casus belli between the once and future
hyperpowers.

PARCIFIC CAMPRIGN

When the First Nanotech War broke out,
PanOceania’s naval fleet quickly won the Battle of
Hawaii and then erected a blockade of the United
States’ west coast. As the blockade took its toll,
the United States, in a desperate effort, attempted
to release an experimental nanodevourer from

a secret lab near Monterey. Unfortunately, the
nanomachines were unstable and another nanoca-
tastrophe resulted.

AD ASTRA PILGRIMAGE

When Neoterra was discovered, Pope Pius XIII —ruling over a wounded Church
from the Cathedral of Brasilia — was seeking a way to unify his fractured flock
and turn their gaze from the wounds of the past to the promise of the future.
He seized the opportunity by declaring the Ad Astra Pilgrimage: As Adam and
Eve had journeyed forth from the Garden of Eden, so it was the destiny of

God’s children to emerge from the flames of their homeworld to be reborn as
citizens of the galaxy. In addition to becoming a key ideological component of
the PanOceanian colonial drive —the Church’s message of holy responsibility
reinforcing the idealism of destiny and vice versa — the Ad Astra Pilgrimage also
succeeded beyond Pope Pius’ wildest dreams. It spread like a fire around the

globe and captured the imagination of all Christians.

As the faithful rushed to the stars, the bureaucratic organs which the Church

had established to facilitate the Pilgrimage exploded in size and importance.
PanOceania, for its part, took advantage of the burgeoning infrastructure by
incorporating it directly into the Colonial Administration (which further fuelled
the Pilgrimage’s growth). At the demand of other Christian denominations, the
Pilgrimage opened its doors to include them. And once the Pilgrimage served all
denominations, it grew larger than any of them. Shockingly, in its journey to the
stars, the Church itself was reborn: The new Christian Church, reversing centuries
of division, was the union of numerous denominations brought together by the

holy act of the Pilgrimage.

Unsurprisingly, the new Church soon made Neoterra its Holy See and journeyed

forth among the stars.

At the request of 0-12, the PanOceanian blockade
fleet landed to lend humanitarian assistance.
Uncontrolled elements within the U.S. Army refused
to stand down and a series of guerrilla confronta-
tions ensued, but eventually the war was brought
to an end with the San Diego Truce.

ATLANTIC CAMPRIGN

In the Battle of the Bloody Gulf, the American and
PanOceanian surface fleets fought to a devastating
stalemate. Neither fleet would fully recover before
the end of the war, and the Atlantic Campaign
became a quiet-yet-deadly struggle of submarines
beneath the waves.

ey
REVOToR .
Russia, Llike the United States, had seen its prestige
fade. It attempted to force its way back to being a
superpower by creating a massive military machine.
The weak central bureaucracy was unable to
directly control the military monster they had cre-
ated, however, and attempted to keep it in check by
factionalising the army under a number of largely
independent generals. All they succeeded in doing
was creating a series of rebel generals seeking to
aggrandise power to themselves as brutal warlords
armed with tactical nukes (often several at a time).

CHRONOLOGY OF THE HUMAN SPHERE
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THE GREAT
NOSTALGIA

The expansion away from

a “dying” Earth was the
greatest diaspora in human
history. It was almost
immediately followed by the
Great Nostalgia — a sort of
pan-cultural reflex that found
interstellar society reaching
back to Old Earth history

for inspiration. The result is
known as Hiraeth Culture.
(Hiraeth is a Welsh word with
no direct English translation.
It's a yearning ache that’s a
mix of homesickness, grief,
wistfulness, and nostalgia.)
You can see evidence of
Hiraeth Culture throughout
the Human Sphere — from
ALEPH’s Recreations to
official organisations like the
Knights Hospitaller to cultural
movements like the Bosozoku
street gangs. Names, imagery,
concepts,and even ideologies
are plucked from across history
and reimagined for a new age.

N
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CONVENTIONAL
AUTHORITY

Among the agreements
contained in the Concilium
Convention was a statement of
basic human rights. Although
originally intended as an
additional guide to the proper
treatment of foreign civilians
during a time of war, the
0-12 Courts have ruled that
it applies to all citizens of the
Human Sphere. Therefore, the
enforcement powers granted
to O-12 under the Concilium
Convention also allow them
to uphold those basic human
rights anywhere and at any
time. This is what, ultimately,
grants O-12 the majority of
its authority.

RAPID URBAN
CONSTRUCTION
(RUC)

Chinese Communists in the
20th century had originated
the practice of building entire
metropolises en masse, but

it was PanOceania which
perfected these techniques
during the Second Great

Space Race. A combination

of nanotechnology and Al
labour allowed entire cities

to be erected on alien worlds
seemingly overnight, ready

and waiting for the arrival

of new colonists. The rapid
construction naturally lent itself
to the bloc settlement policies
which resulted in cultural
groups arriving as largely intact
communities, particularly in Yu
Jing where maintaining cultural
divisions was Party policy.

Although most RUC
construction was conservative
in predictably state-controlled

ways, in some places it
also allowed extreme
experimentation with

the basic form of the city.
(Although, of course, many
of those experiments were
ultimately failures.)

SECONDNENOTECH WHR

At the end of the First Nanotech War, a cabal of
American nanotech engineers (many guilty of war
crimes) fled and took refuge in Russia’s Siberian
provinces. With Moscow’s central control weakened
by the Fifth Revolution, these provinces became
concerned by Yu Jing expansionism and launched
an assault using the terrible weapons developed in
their secret nanotech labs.

The war, although relatively brief, descended

into a hellish broil of technological terrors and
uncontrolled nanoweapons unleashed upon fellow
soldiers and innocent civilians alike. Yu Jing even-
tually won a clear victory against the dysfunctional
provincial governments, but only at the cost of the
Jishu de Béi'ai (the Technology Sorrow).

CONCILIUM CONVENTION

The world had looked on in seemingly helpless
horror at the atrocities of the Fifth Revolution and
the Second Nanotech War, but as the wars came to
an end it was clear that action needed to be taken.

At the end of the First Nanotech War, 0-12 had
been instrumental in negotiating the Nanotech
Limitation Protocols and it had then accrued the
muscle necessary to make sure the Protocols were
enforced on both Earth and beyond. It took the
opportunity of the Second Nanotech War to expand
its power and prestige even further by negotiating
the Concilium Convention —a comprehensive treaty
governing the rules of war and, particularly, the
weapons which nations are allowed to use in its
prosecution whether internally or abroad.

The implicit legal authority of both the Protocols
and the Convention, combined with the hefty, inter-
stellar enforcement powers granted to 0-12, made
the pan-national group a de facto government of
humanity, possessed of far greater independence,
authority, and practical strength than the League of
Nations or the UN had ever dreamed of.

BIRTH OF HALEPH

Another technological upheaval, however, awaited
humanity when Project: Toth created ALEPH. The
disparate Neo-Luddite movements which took
root during the Nanotech Wars reacted poorly to
what the most deranged panic-mongers referred
to as a “posthuman Baal” and a “digital Antichrist”,
but as ALEPH permeated itself throughout the
Maya datasphere as a pervasive, helpful presence
that proved —repeatedly and en masse —that it
had nothing but altruistic intentions towards the
Human Sphere, these fears were quickly lampooned
as ludicrous.
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Where the ideology of the Neo-Luddites did

find mainstream credence, however, was the fear
that the next Al might prove less beneficent. In
response, O-12 passed the Sole Al Law (which
banned the research or creation of self-aware Als)
and the Utgard Accords (also known as the Non-Al
Proliferation Treaty, which notably authorised

the creation of the Special Situations Section

for enforcing the Sole Al Law throughout the
Human Sphere).

EXQDUS

As the influence of ALEPH spread, the rivalry
between Yu Jing and PanOceania had not dimmed
due to their independent struggles in the Nanotech
Wars. PanOceania’s success on Neoterra made it
clear to Yu Jing that they had miscalculated in
dismissing the search for exoplanets as a foolhardy
fad. Yu Jing’s economists had considered deep space
investment a black hole capable of consuming
federal budgets and destabilising entire economies.
While they had invested heavily in developing
colonies in the inner system (particularly on Mars),
they had allowed PanOceania to effectively leap-
frog past them to Jupiter and Saturn, using them as
launching pads for exploiting the trans-Plutonian
wormholes.

The StateEmpire was at least a decade behind the
Hyperpower, but their centralised economy turned
on a dime. Research funds were redistributed and
entire universities were repurposed in concert with
private industry to close the gap.

The effort, with a little bit of luck, paid off when a
Yu Jing probe discovered a pair of binary planets
orbiting each other in the habitable zone of their
star. In a blaze of propaganda, the new worlds were
christened Shentang and Yutang, and all of Yu Jing
celebrated that the ‘gap had been closed”.

INTERSTELLAR EMPIRES

In reality, of course, the gap remained. Yu Jing may
have discovered two habitable worlds to match
PanOceania’s, but the Hyperpower's development of
their colonies still outstripped Yu Jing’s efforts.

In fact, PanOceania’s confidence and investment in
their colonial worlds was about to be dramatically
demonstrated. The activation of Russia’s nuclear
arsenal had terrified world leaders: Earth had
become too small a playground and, as existential
threats proliferated during the Nanotech Wars, it
became clear that even the mightiest of nations
could no longer protect their capitals. PanOceania
decided to solve the problem by literally putting their
government on a different planet and declared that
San Pietro,on Neoterra, would be the new capital.
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This was somewhat easier for PanOceania to
achieve because it had never really invested
strongly in an Earth-side capital due to its
amalgamation of formerly national interests. But
once the precedent had been set, Yu Jing (perhaps
fearing that PanOceania would exploit the strategic
strength of their new position) followed suit within
just a few years. (This required some muscling from
the StateEmpire’s strong central control, but it was
also consistent with their cultural imperatives of
investing Yu Jing in an identity separate from its
member states.)

WORLDS OF WATER AND ICE
Within a few years of moving the national

capital to Neoterra, PanOceania discovered and
established its third exoplanet colony (although
the term ‘exoplanet” was dropping out of popular
use for much the same reason that America was
no longer referred to as the “New World”). Varuna
was an aquatic planet, which posed certain unique
challenges for the colonial effort. It was also home
to the Helots, the first alien sentients encountered
by humanity (at least, as far as they knew).

Nine years later, Midgard —a PanOceanian
exploration vessel — discovered the icy world of
Svalarheima. Although most of the surface was
only barely habitable, it was yet another jewel in
PanOceania’s colonial crown. Frustrated by the
continued failures of their own planetary searches,
Yu Jing sent a massive fleet to the planet two
years after its initial colonisation and claimed the
Niflheim region for itself (renaming it Huangdi).

IMPERIAL TRIAD WAR

Although PanOceania quickly embraced the full
integration of ALEPH into their society, military, and
government, other nations were more cautious

in accepting the “foreign” Al. One by one, however,
they fell like dominos as the overwhelming advan-
tages of ALEPH'’s assistance became undeniable.
Unsurprisingly, one of the largest hurdles came in
the form of Yu Jing, where the Party felt that the Al
represented an incorrigible danger to their central
control. The door which finally opened Yu Jing to
ALEPH was the Imperial Triad War.

The aggressive acceleration of Yu Jing’s colonisa-
tion efforts had created a social disorder ripe for
the criminal activities of the Triads and their dark
influence over the StateEmpire’s society had waxed
to its greatest heights. In their pride, however, they
had aggrandised not only power but arrogance.
The pinnacle of their presumption came when the
Golden Dagger Society mounted an assault on the
StateEmpire Courthouse in order to liberate one of
their members during his trial. One hundred people
died in the attack, most of them civil servants of
the Empire.

Under immense public pressure, the Party
demanded that the Emperor —a kind and even-tem-
pered man named Shao Ming —resolve the
situation: The Emperor’s job was to control the Yu
Jing system of justice. And if the Emperor could no
longer accomplish that, then the Imperial Service
had become redundant and would be eliminated.

An old Chinese proverb advises, ‘Beware the wrath
of a gentle man.” Emperor Shao Ming seized the
carte blanche authorisation being offered by the
Party and issued an internal memorandum: “Hostile
situations demand vigorous action. We must cease
our hollow words and indirect approaches. The
time has come to send a clear message’”

By Imperial Edict, the Imperial Service was restruc-
tured. The first Imperial Agents were recruited, the
first Special Reclusion Units (Invisible Prisons) were
built, and, crucially, a strategic alliance was formed
with ALEPH and the Special Situations Section in
order to analyse the Triad’s criminal enterprises and
cut them off from off-world safe havens.

FATE OF THE
GOLDEN DAGGERS
Although the Emperor made
peace with most of the Triads,
the grand exception was

the Golden Dagger Society
itself. Shunned as a public
enemy, they were ruthlessly
obliterated by Imperial Edict —a
warning to all others of what
happened when the authority
of the Emperor was affronted.
(Rumours persist, however, that
members of the secret society
survived, swearing to destroy
the Imperial System.)

A curtain of silence was drawn over the early
stages of the Triad War. The Police Organised Crime
Department started losing track of Triad leaders
and lieutenants. Thousands of low-level members
were simply never seen again. The Imperial Service
was wielding Orwellian powers to track them down
and eliminate them (either through secret arrest or
summary execution).Journalists making inquiries
found them turned aside.

Despite the full weight of the Empire being
brought to bear, the Triads didn’t simply surrender.
The war boiled out onto the streets of the Three
Nations. There were assassinations and shoot-outs.
People were caught in the crossfire.

The resolution of the Triad War, however, was as
quiet as its beginning. In a show of realpolitik, the
new bossmen realised the true goal of the Emperor:
It had never been to eliminate the Triads entirely.
Such a thing would be impossible, for the Triads
were entwined into the very fabric of Yu Jing society.
He simply wanted them to resume the invisible—
and tolerable—presence they had once possessed.
One by one, the Triad societies swore oaths to the
Emperor and vanished back into the underworld.

In addition to opening Yu Jing to ALEPH and break-
ing the pride of the Triads, the Triad War was also
an important cornerstone in increasing the real
power of the Imperial System. Even the strongest
Emperors prior to Shao Ming had been kept on a
leash by the Party. After Shao Ming, the Emperors
had enough power to stand on their own (albeit
within the strictures of Party doctrine).

CHRONOLOGY OF THE HUMAN SPHERE

.
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FIRST CUBE
UPLORD

After Silk was invented in the
bimaristans of Bourak, the first
true personality upload came
less than two decades later. The
brain waves of a Haggislamite
nurse named Hafizah Shammas
were read, recorded, and

the retention of her identity
confirmed by ALEPH.

CENTRAL
AMERICAN
CAMPAIGN

The battlefields of the Central
American Campaign are
remembered chiefly for the
first use of Tactical Armoured
Gears (TAGs): single-manned
armoured weapon platforms
usually humanoid in
appearance, but arachnoid and
bird-like shapes are also used
for all-terrain designs. Using
these new weapons platforms,
PanOceania expanded from the
axis of Chile and Brazil, pushing
up the Central American
isthmus as far as Mexico City.

Caravanserai, p. 160:
Haqgislamite outposts where
anyone can do business. The
Winter Hall at the centre of
each caravanserai is a place to
buy and sell, rest and resupply,
in as much comfort and luxury
as local conditions allow.

CLAW, p. 352: Control
program used in offensive
Infowar attacks.

THE THIRD NATION

To the surprise of many, it was Hagqislam which
became the third interstellar nation.

In the destabilised Middle East, Haggislam’s
khanigahs — social service and educational centres —
had expanded in scope until they were providing a
network of essential social services. They were the
foundation on which Haqgislam had established
itself as a stateless nation.

In time, however, it became clear that this state of
affairs could not continue indefinitely: Hagqislam
needed a land to call its own, and there was no
space for them on Earth. Instead of turning to

war in order to carve out a place for themselves,
however, Haqgislam turned to the stars. Following
a mixture of science and prophecy, they used the
wealth of their religion to purchase or hire the
mothballed remnants of NASA and began a search
for a new homeworld.

They were not immediately successful, but eventu-
ally a stable wormhole was located and the Nailah
probe was sent through. On the far side they found
Bourak, which was named after the mystical crea-
ture which had transported the Prophets to Heaven.

CONCILIUM

In the wake of the Concilium Convention, 0-12
launched Project Odisseia. The goal of the project
was to find a location beyond Earth on which 0-12
could establish their headquarters —a truly neutral
location that would isolate 0-12 from the corrup-
tive legacies of Earth and embrace the new, galactic
legacy of mankind.

It was the height of the Second Great Space Race
and it seemed as if success were assured. But while
PanOceania, Yu Jing, and even Haqgislam discov-
ered new worlds, Project Odisseia dragged on for
decades without success. When a suitable planet
was finally discovered, it was named Concilium
Prima in honour of the diplomatic treaties which
had brought 0-12 to such prominence a generation
earlier. 0-12, however, lacked the resources neces-
sary to directly develop a full-scale colony.

The G-3 interstellar nations all competed fiercely
to get a toehold on the new world, further delaying
the colonisation effort. Eventually a compromise
was struck in which Haggislam withdrew from the
dispute (in exchange for diplomatic concessions
granted to its caravanserai across the Human
Sphere), and the Tripartite Colonisation Accords
would ensure that both PanOceania and Yu Jing
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interests were equally represented in the develop-
ment of the planet under 0O-12 control.

Thirteen years after its initial discovery, 0-12 finally
moved its central bureaucracy to Concilium Prima.
The heart of humanity had finally left Mother Earth.

The transition of humanity into an interstellar
species also saw the emergence of robust coun-
terculture movements embracing the newfound
liberties made possible by the rapid advance of
technology and space travel. Of these, two were
most significant.

First, a collective of anti-establishment groups
which considered themselves oppressed by ALEPH
issued the 1st Radical Bakunin Manifesto (named
after the influential anarchist Mikhail Bakunin).
Following the precepts of the Manifesto, they
bought a military surplus transport, loaded it to
the brim with habitation modules, and paid for
the entire enterprise by selling space to a variety
of spherewide cults and political movements that
were being harassed by various authorities.

The movement captured a seething zeitgeist of
resentment and their anarchist shipbuilding project
bloomed to truly mammoth proportions. They
called the bulging monstrosity a Mothership and
they named it the Bakunin. Then they issued the
2nd Radical Bakunin Manifesto, which launched the
Legal Entity Establishment Campaign and declared
them to be an extra-national territory subject to
the laws of no nation.

The other was Tunguska. A group of crooked
investors specialising in tax exploitation, ghost
companies, leveraged buyouts, the transfer of
extra-official goods to licit soil,and other forms of
money laundering created a Mothership of their
own to serve as a financial safe harbour. Their
need was great: with the aid of ALEPH —which
was rapidly burrowing into every computer system
and transaction —the governments of the Human
Sphere were cracking down on their activities.

ALl of this might have been largely irrelevant (just
another criminal enterprise), except that the need
to keep their financial escapades free from ALEPH’s
ever-grasping CLAWs caused them to ally with
several groups of cryptohackers (including the
Zone of Truth and the mythical Deep Divers). The
cryptohackers transformed the ideological core

of the Tunguska project and drastically expanded
its scope by creating a mobile, independent, data
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crypt—the largest ever built. Their goal was noth-
ing less than to solve the underlying faults in the
socio-economic systems of the Sphere by freeing
them from the whims of the State and the stifling
control of ALEPH.

NOMAD NATION

(6,NC)

Even as Bakunin and Tunguska grew, however,
ALEPH was using a variety of guises — cracking
down on rogue Als, eliminating illegal nanotech-
nology, responding to national security threats —to
put relentless pressure on the plethora of extra-na-
tional entities which had taken advantage of the
limitless infinities of space to carve out independ-
ent fiefdoms for themselves free from State (and
Al) control.

The leaders of Tunguska proposed a third way:
Instead of facing a choice between destruction or
kowtowing to ALEPH, a strong coalition could peti-
tion O-12 to recognise them as a legitimate nation
state, with all the protections that came with it.

Initial scepticism at Tunguska’s proposal was swept
away when Corregidor enthusiastically endorsed

it. The venerable Mothership of hardened meteor
heads brought much-needed industrial weight to
the coalition, and they had political and corporate
connections forged from a century of “building the
Human Sphere”.

It was more difficult to convince the Bakunin to

come onboard, but no less important. The crypto-
hackers of the Tunguska knew how to protect data,
but the techno-anarchists of Bakunin knew how to
use it. They were the ones who coined the name

“Nomad Nation” and they seized the attention of

the Human Sphere when the 4th Radical Bakunin
Manifesto—signed by the Praxis Revolutionary
Intervention Committee—was broadcast throughout
Maya in the form of an instant message virus.

The vigorous campaign which followed was
one-part ruthless, backroom political dealing and
one-part grassroots guerrilla meme-slinging. But
in the end they were not only recognised by 0-12
as an independent nation but, with the unexpected
aid of Haqgislam, they were placed on the G-4
council (on the basis that the three Motherships
constituted a legitimate interstellar power).

EQUILIBRIUM PHRASE
The Equilibrium Phase of the Nomad Nation dates
from the founding of Bakunin in 1 NC.

The first half of the Equilibrium Phase was char-
acterised by the vicious conflicts which erupted
within the Mothership as the number of habitation
units rapidly rose, creating unpredictable, multi-
dimensional ideological conflicts. The 1st Radical
Manifesto had triumphed the “manifold heteroge-
neity” of the Bakunin ideal, but the reality proved
more problematic.

A resolution was reached, referred to as the Simple
Law, which banned radical behaviour in the ship’s
common areas: Each ideological faction could do

B TR W
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FIRST
RESURRECTION
Just eight years after Hafizah
Shammas’ personality was
uploaded into a Cube,
PanOceanian scientists
succeeded in transferring the
stored consciousness of Annie
Xanthopoulos into a Lhost.
Human resurrection was now
a reality.

NEW CALENDAR
0-12 also instituted the New
Calendar (NC), with the year 0
NC being set to 0-12’s arrival
on Concilium Prima. While
retaining many features of the
traditional Western calendar
(days, weeks, months, and

so forth), the substructure

of the New Calendar was
designed for Al-enhancement,
making it easier for people
moving between planets with
different day-night cycles,
different relativity frames, or
ships with disparate clocks.
On most planetary surfaces
these features are fairly
straight-forward but in many
deep space scenarios they can
become incredibly complex
(with the Al algorithms using
social clouds to try to keep
people on similar schedules).
These features of the New
Calendar were deliberately
designed to be as transparent
as possible, however,and most
people can simply go about
their daily routines without
ever worrying about it. (Which
has undoubtedly assisted in
the widespread adoption of
the system.)

N
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THE NINETY-NINE
The exact number and
identity of people killed by
the Bakunin hull breach was
never positively determined.
Despite this, they have become
known as the Ninety-Nine

and are honoured as a sad
reminder of the difficulties of
the Equilibrium Phase and the
shame which many Bakunians
still feel to this day.

BLIND EYE
MILITARISM

The passivity of other
governments in responding
to the Violent Intermission
demonstrated the viability

of using untraceable military
forces, particularly outside of
their normal area of influence,
in order to achieve foreign
policy aims. In addition to
precipitating the Phantom
Conflict, this also caused a
methodological shift in the
relations between PanOceania
and Yu Jing.

DERTH OF A
WORLD

The Lunar Colony Revolts
were the setting and subject
of Death of a World, a long-
running Maya drama which
is still much-loved and held
up as a classic example of
Hiraeth culture. Although the
title is hyperbolistic, there’s
no question Lunar civilisation
is a pale reflection of what it
once was.

whatever they wanted within their own habitation
units, but a code of “mundane conduct” would be
honoured in those spaces (both physical and digi-
tal) where those ideologies were forced to interface
with each other.

Despite the law’s simplicity, conflicts continued

to erupt. After a disastrous flash mob conflict
degenerated into a common riot which ended in a
hull breach that killed nearly one hundred people,
the leaders of Bakunin—in order to “seek equilib-
rium”— founded the Moderator Corps to enforce the
Simple Law and govern the ideological interfaces
of the Bakunin.

The second half of the Equilibrium Phase is
generally understood to date from either the
Mothership’s decision to join Tunguska’s political
alliance or from the first announcement of their
identity as the Nomad Nation. Bakunin’s struggles
continued (with harsh punishments being meted
out by the Moderators and the expulsion of several
groups), but the Nomad Nation as a whole recog-
nise the Equilibrium Phase as being a time of slow
cultural cohesion between the three Motherships.

It was during the latter end of the Equilibrium
Phase that Arachne was first created. Originally
meant as a common, secure data network for the
three Motherships, the Nomads quickly realised
the opportunity for it to be something more. Using
their commercial contacts and the new powers of
diplomatic immunity granted to them by 0-12, they
began spreading Arachne nodes throughout the
Human Sphere, creating a completely alternative
datasphere immune to ALEPH’s interference.

VIOLENT INTERMISSION (18 NC)

It is likely that the proliferation of Arachne was

a primary instigator of the Violent Intermission.
Although no “valid proof” ever substantiated
ALEPH’s direct involvement, and despite the
alternative theory promulgated by ALEPH-aligned
agents that it was the action of disaffected
elements alienated by the tyrannical actions of
the Moderator Corps, no Nomad has any doubt
about the truth of what happened: During the
tenth anniversary celebration of the founding of
Bakunin, ALEPH infiltrated S.S.S. commandos onto
the Mothership with the goal of crippling the
Nomad Nation.

Disparate Bakunian militia forces managed to repel
the assault, but not before multiple Praxis modules
were destroyed and thousands of Bakunians

were killed.

PHANTOM CONFLICT (14 NO)
In the wake of the Violent Intermission, the
Nomad Nation enjoyed a peaceful lull of sorts,
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although they suspected it wouldn’t last for long.
The Bakunian militias, brought together by the
Violent Intermission, formalised their relationship
into the Nomad Military Force (NMF) and began
coordinating with the other Motherships to assure
mutual defence.

The neophyte NMF was still being put through its
paces when the first skirmishes of the Phantom
Conflict broke out. The failure of the Violent
Intermission had convinced ALEPH that the threat
of the Nomad Nation could only be eliminated by
all-out assault, but rather than formally declared
hostility, Yu Jing and PanOceania launched a secret,
undercover war.

The Nomads, of course, were a mobile and disparate
nation. They were spread across the Human Sphere,
and the major powers pursued them wherever they
went (with a particular focus on major Arachne
nodes in an effort to disrupt the Nomad data-
sphere). Although the Phantom Conflict was never
officially acknowledged, it boiled away just beneath
the surface on every planet and in every system of
the Human Sphere.

The Phantom Conflict was a very real threat to the
existence of the Nomad Nation. They had no hope
of winning a full-scale war, and the military leaders
of the NMF realised that the only possible solution
was to relentlessly escalate the scale and severity
of the conflict: PanOceania and Yu Jing, unwilling to
declare open warfare, stepped down in an impasse
which ultimately bolstered the Nomad Nation’s
legitimacy as an interstellar power.

The Nomads were not the only extra-national
newcomers to wormhole diving. A number of the
larger hypercorps funded small exploration corps
to seek out exotic resources in alien solar systems.
It was expensive work, but—as neomaterials and

a vast wealth of bio-resources had already amply
demonstrated — the rewards that could be reaped
were equally large.

It was a corporate probe which first discovered

the Human Edge system in 10 NC. It contained

no human-habitable worlds (and therefore held
little initial importance for the colonial interests
of PanOceania or Yu Jing), but its shattered
planetary accretion disc was overflowing with
asteroids rich in resources. The wormholes in the
system were also discovered to be in a particularly
advantageous alignment, effectively trimming
weeks off of a key trade route. This meant that a
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Circular was scheduled to pass through the system,
making transportation into and out of Human Edge
incredibly cheap.

HUMAN EDGE CORPORATE CRISES
Hypercorps and megacorps from PanOceania, Yu
Jing, Haqgislam, and a multitude of minor nations
flooded in, eager to exploit the virgin territory.
Dozens of orbitals became hundreds. Claim-
jumping and piracy grew common. The corps called
in mercenaries to protect their interests. The mer-
cenary forces grew, clashing with both each other
and the pirates. The major powers became involved,
using covert military teams to further the interests
of their favoured corporations.

Many predicted that the Corporate Crises would
escalate into full-scale war, but they never did.
Instead, they made “crisis” the watchword of the
decade — complex conflicts that confusingly mixed
corporate and national interests into a potent mix
of brushfire militarism, mercenary actions, and
politionele acties.

INNER SOL CRISES

The long-suffering Negotiation Phase of the Solar
System Inner Area Free Trade Accords proved to
be a slow-burning powder keg which directly or
indirectly triggered the cascading Inner Sol Crises
when the various major powers involved began
taking what were referred to as “coercive actions”.
(The ironic use of the term “negotiation phase” to
refer to intelligence operations and special ops
missions dates to this time period.)

Perhaps the most significant of the Inner Sol Crises
were the Lunar Colony Revolts. These were the last
gasp of the Dome Cities which had been bypassed
and rendered obsolete by modern transportation
technology, and the damage wrought by the con-
flicts only served to seal their fate.

JOVIAN CRISES

Further out in the Sol system, the Jovian Crises
were a struggle for industrial primacy, with various
corporate interests serving as a proxy for Yu Jing’s
desire to dislodge PanOceania’s influence over
Jupiter and its moons.

The Crisis Decade came to a close with the discov-
ery of Paradiso in 29 NC. The cynical, but probably
accurate, assessment is that the fractious conflicts
which had previously been scattered across the
galaxy instead became solely focused on the new
colonial prize.

PanOceania was once again responsible for the
discovery but, as with Svalarheima (and despite
PanOceania’s best efforts to keep the planet’s
location classified), Yu Jing soon arrived with
their own colonisation ships. Unlike Svalarheima,
however, Paradiso was the best colonial prospect
since Acontecimento. That meant the stakes were
higher and over the next decade tensions in the
Paradiso system slowly ratcheted up. Although
open warfare had not yet broken out, it will per-
haps never be known how much blood was shed
beneath the jungle canopy during the first decade
of colonisation.

Ironically, the quiet conflict between PanOceania
and Yu Jing was an opportunity for Haggislam. As a
“neutral” party they were able to lay claim to several

equatorial regions in the name of building an
uncontested space elevator (which also expanded
the reach of their mercantile empire).

ROAD TO THE
NEOCOLONIAL

WHRS

Tensions in the Paradiso system were growing, but
the first flares of violence were found elsewhere.

BLIZZARD SKIRMISHES (35 NC)
Occurring mostly along the borders of Huangdi
(the province Yu Jing claimed on Svalarheima), with
the exception of a few minor naval engagements
and the significant Submarine War in 39 NC, the
Blizzard Skirmishes were a prelude of the wars to
come. Collectively, their outcome had little impact
on the political borders of the planet, but the prop-
aganda teams of both nations painted the major
incidents as nationalist triumphs.

HELOT REBELLION (48 NC)

In 40 NC, there was a major uprising of the native
Helot population on Varuna. Minor uprisings

had occurred before, but this rapidly proved to

be something different: a coordinated, global
organisation calling itself Libertos claimed credit
for the attacks. Although the PanOceanian Military
Complex was able to quickly quash the Rebellion,
the Hexahedron discovered that Yu Jing had

been secretly funding and supporting the Helot
terrorist group.

SILK REVOLTS

In 30 NC, dissident Silk Lords,
seduced in their greed by the
immense riches generated

by the Silk trade, sought to
overthrow the government

of Hachib Mudassar. The Silk
Revolts raged up and down
the Haqqislam trade routes,
reaching into every system

of the Human Sphere and
seemingly turning every
caravanserai into a battlefield.
One of the crucial turning
points early in the conflict
was when the Sekban —the
volunteer naval corps of
Haqgislam — refused to join
the plutocrats. A small Sekban
fleet was able to come to the
Hachib’s relief and ferry him
back to Bourak, where he was
able to rally support.

JOAN OF ARC

Joan of Arc, the first Recreation,
was delivered to PanOceania

in 32 NC. She entered the
Hospitaller Order as a publicity
stunt, but was able to rise in
rank and fame quickly during
the Blizzard Skirmishes. Blazing
a trail through the NeoColonial
Wars, her numerous successes
were a major influence on the
cult-like popularity enjoyed by
Recreations today.

Circulars, p. 396: Immense

craft which circulate through
the wormholes of the Human
Sphere on fixed routes. Smaller
ships can attach to them in
order to traverse the ‘holes.

Hexahedron,p. 181:
Headquarters of
the PanOceanian
intelligence service.
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BATTLE OF THE
DIVIDING LINE

The deadliest engagement

of the NeoColonial Wars was
the Battle of the Dividing

Line. During the Second Siege
of Acontecimento, Yu Jing
mounted an assault on the
Nomad Orbital Commercial
Delegation at Aparecida

and secretly seized Nomad
intra-system vessels. These
were used as Trojan horses

to penetrate the defences of
the Neoterra system, bringing
the war to the doorstep of the
Hyperpower. PanOceania had
also become overconfident

in the advantages of their
Metatron systems: Yu Jing EVOs
used reverse-engineered Darao
transponders to launch surprise
attacks which killed hundreds

of PanOceanian infowarriors.

PanOceania held, but only at
the highest of costs. And with
the defences of their capital
badly damaged, they were
forced to pull troops back from

other fronts.

A rapid intervention by O-12 on Varuna managed
to avert immediate war, but it was only a tem-
porary delay. The sabres were rattling and both
PanOceania and Yu Jing, frustrated and bellicose,
were merely waiting for a clear-cut casus belli.

On April 3rd,42 NC, the PanOceanian cargo

ship Wink of the Rohini was destroyed above
Svalarheima. Despite protestations of innocence,
PanOceania blamed the StateEmpire Armada. It was
an act of war and would be answered in kind.

INITIAL STRGE

(FIRST NEOCOLONIAL WRR)

The war erupted simultaneously on several fronts.
Although the First NeoColonial War was largely
restricted to Svalarheima, Paradiso (which became
known as the “Meat Grinder”),and Human Edge,
theatres of operation were spread out across entire
star systems.

It was the first total war of the interstellar era.
Humanity had never seen anything like it before,
and thanks to Maya images and experiences from
the front lines it could often be viewed in real time
(particularly when civilian population centres were
involved). Public opposition to the conflict swelled,
and O-12 was able to capitalise upon it to force
PanOceania and Yu Jing to agree to a ceasefire in
the neutral city of Accra.

INTRODUCTION

CENTRAL STAGE

(SECOND NEOCOLONIAL WAR)

But the ceasefire only lasted ten months.
PanOceania discovered that Yu Jing was continuing
to supply the Libertos terrorists on Varuna with
weapons and gear, a direct violation of the Accra
Truce. 0-12’s diplomatic teams might have been
able to resolve the situation except for the Libertos
bombing of a Tidal BioResearch facility. One
hundred and eight people died, half of them Helots
(Libertos condemning them as collaborators),
inflaming PanOceania’s citizenry and abruptly
swinging popular opinion in favour of the war.

In the beginning, however, the Central Stage

of the NeoColonial Wars proved a struggle for
PanOceania. During the Initial Stage, Yu Jing’s old
military paradigm of fielding massive quantities
of barely trained infantry soldiers were exposed
as inadequate for the realities of modern warfare.
Tseng Huan, their Minister of Defence, author-
ised an aggressive overhaul of their military
paradigm, investing heavily in the development
of servo-powered armours. The results were the
Invincibles — flexible, mobile, and well-protected
troops which amply demonstrated their effective-
ness during the Shé (Snake) Offensive.

Yu Jing simultaneously used their superior naval
power to force the war to the Sol, Varuna, and
Acontecimento systems. PanOceania was reeling.
The war had been unexpectedly carried to their
homeworlds and there were some who felt the
Hyperpower’s dominance of the Human Sphere was
coming to an end.
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That’s when PanOceania launched the Mahisa

Total Offensive. Hexahedron’s top-secret military
research programs had perfected the Metatron
transponders, allowing them to launch inter-system
infowar attacks. Now they used them, launching
more than three hundred simultaneous attacks on
Yu Jing positions across the Human Sphere. With

its civilian and military dataspheres crippled, Yu
Jing was caught completely off guard, and the Total
Offensive eventually culminated in bombing Yutang
itself. This was the beginning of total quantronic
war, and it forced Yu Jing to sign the Peace of

Rio Negro.

TERMINAL STAGE

(FINAL NEOCOLONIRL WAR)

A new conflict was sparked when a PanOceanian
research team discovered a pair of pre-human ruins
on Paradiso. At the behest of the other G-4 nations,
0-12 attempted to arrange an international group
to study them, but PanOceania refused their
overtures and claimed sole ownership of the site
(dubbed ZuluPoint). Yu Jing launched an assault

on the site in an effort to claim it, triggering the
bloodiest (and last) stage of the NeoColonial Wars.

Several factors contributed to bring an end to the
slaughter: A Hagqgislamite-Nomad alliance formed
within 0-12 to stage a direct intervention. The Yu
Jing Emperor died unexpectedly. In response to
social and media pressure, key PanOceanian lobbies
withdrew their support.

The NeoColonial Wars ended with the Peace of
Concilium. The final, negotiated balance of power
closely resembled the pre-war situation, with

the exception that the area around the ZuluPoint
ruins became an O-12 protectorate known as

the NiemandsZone. PanOceania and Yu Jing both
agreed to share colonisation of Paradiso, and their
naval presence in the system was severely limited
to ensure the peace.

One year after the Peace of Concilium, the
PanOceanian scout ship POS Nirriti jumped through
a previously unexplored wormhole and found itself
in the long-lost Ariadna system. And much to the
surprise of the entire Human Sphere, the original
colonists on the planet Dawn had not died out.
Overcoming tremendous odds, in fact, they had
conquered a large swath of the planet.

ARIADONAN COMMERCIAL
CONFLICTS (53 NC)

Two months after the rediscovery of Ariadna, the
Yu Jing military ship Lei Feng arrived in the system
to “secure the interests of the StateEmpire and

to ensure PanOceanian compliance with interna-
tional law”. Fearing the outbreak of another war,
Haggislam and the Nomad Nation moved quickly
to have O-12 declare the Ariadnan government a
major power.

The action stalled out for several months, how-

ever, until the StateEmpire proposed the Yu Jing
Compromise: The Ariadnans would be declared a
major power, but they would only be able to claim
ownership over the portion of the planet which they
actually controlled. The Ariadnans considered this a
travesty, but they literally had no say in the matter.

Unfortunately, even with Ariadna added to the new
G-5, the situation on Ariadna was not resolved: The
Colonial Commission was almost instantly corrupt
and favoured Yu Jing land claims. PanOceania con-
tinued operating under the legal pretense that the
planet actually belonged to the native Antipodes.
Haggislam and the Nomads bought deeds from the
Ariadnan government. ALl of these claims conflicted
with each other,and megacorps with conflicting
leases or purchases began fighting by proxy:
Mercenaries would be hired by the corporations,
the Ariadnan government would attempt to disarm
the mercenaries, and one of the other G-5 nations
would use the confrontation as a pretext (or would
be forced by their corporate interests) to intervene.

After half a decade of fighting, Bureau Aegis
dispatched troops to lock down the situation. O-12
took possession of the border areas originally
covered by the Yu Jing Compromise, establishing an
Exclusion Zone around the Ariadnan sovereignties.
The economic and logistic damage wrought on
Ariadna, however, left the local government in a
weakened position from which they have never
fully recovered.

LOCAHL WRARS

After the end of the Ariadnan Commercial Conflicts,
there were several years in which the great powers
were each primarily dealing with small, localised
conflicts. These included the Outer Mercantile
Crisis between PanOceania and Haqgislam, the
Union Revolts of the Jupiter-Pluto Circuit, and the
Fourth Antipode Offensive on Ariadna.

This, however, was merely the calm before
the storm.

SECOND

PHANTOM CRISIS
During the Ariadnan
Commercial Conflicts, ALEPH
took advantage of the increased
discretionary powers it had
been granted to peacekeep

on Dawn in order to divert
S.S.S. forces to covertly attack
the Nomad Nation. Although
not as protracted or violent as
the original Phantom Crisis, in
many ways it was even more
insidious, featuring a number

of infowar operations aimed at
allowing ALEPH to permanently
subvert the Arachne datasphere
(instead of merely destroying it).

ZULUPOINT

The only thing more shocking
than the discovery of pre-
human ruins on Paradiso was
that one of them actually was
human: The Aurora colony ship,
thought lost on its journey to
the doomed colony of Ariadna,
had apparently crashed on
Paradiso. (The ultimate fate

of the original colonists
remains uncertain.)

The other ruins, however, were
definitely alien in origin. Known
as the cosmolites, they were
stone structures. They contained
no signs of technology
(although there were traces

of what might have been
decayed biotech) except for the
Ur-Probe: a single,unmanned
military vehicle of some sort.
The Ur-Probe contained signs
of nanite activity, although its
ultimate purpose would not be
discovered for several years.

AY
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Yanjing,p. 191: The Eyes. The Yu
Jing intelligence agency.

ARIADNAN
EXPEDITIONARY
CORPS

Paradiso had once again
become the Meat Grinder. 0-12,
having formed the Paradiso
Coordinated Command, was
vitally aware that they needed
more boots on the ground. They
agreed to assist the Ariadnan
government with territorial
reclamation on the frontiers of
Dawn in exchange for troops.
The result was the Ariadnan
Exploration Corps, which thrust
the backwater Ariadnan youth —
still adjusting to the culture
shock of recontact — directly
into the middle of modern
warfare. Their first action was
in relief of Yu Jing’s Green
Banner Army at the Siege of
Bai Hai. From the mouth of the
Longxi River, they engaged in

a series of vicious battles with
Morat forces and successfully
forced them to withdraw.

EXRAH AFFAIR

The Combined Army is made up
of many different alien races,
all fighting for the Evolved
Intelligence. In the Paradiso
system, this included the Exrah
Concordat. In 67 NC, however,
the Concordat betrayed the El
by channelling weaponry away
from the Paradiso front for
later resale. The El responded
by completely wiping out the
Concordat. The Exrah are now
ruled by the Commissariat
business group, which is
currently abstaining from direct
military actions.

At the height of the Terminal Stage of the
NeoColonial Wars, PanOceania abruptly lost all
contact with the ZuluPoint Research Centre. The
security team sent to investigate discovered the
staff dead and the lab almost totally destroyed.
PanOceanian High Command attributed the inci-
dent to a Yanjing intelligence operation, although
even after the war Yu Jing denied all involvement.

At roughly the same time that the ZuluPoint
Research Centre was being destroyed, several ships
throughout the Paradiso system detected a strange
stellar phenomena moving at astounding speeds.

Only years later,and with the benefit of hindsight,
did anyone in the Human Sphere piece together
what had happened: The Ur-Probe, the only
technological alien artefact found at ZuluPoint, had
somehow been activated by the research team. Its
advanced nanotechnology had infected the ZRC’s
systems and used them to create a drone rigged
with an impulsion engine and a trans-system emit-
ter. The drone had then travelled to the wormhole
that the Ur-Probe had originally used to enter
Paradiso and sent a signal back to its master: the
Evolved Intelligence and its Combined Army.

FIRST PARADISO

OFFENSIVE (68 NC)

The Combined Army arrived in the Paradiso system
through a previously unknown wormhole. The POS
Terpsichore, POS Olhada do Bom Jesus, and the Yu
Jing frigate Long Qi were obliterated as soon as
they attempted to greet the unidentified fleet, and
the small naval presence in the system allowed
by the Peace of Concilium could do nothing as the
invaders landed at ZuluPoint and established a
beachhead.

Humanity was caught completely off guard. All of
their defensive efforts were focused on guarding
against each other, leaving them unprepared for
an existential threat and incapable of coordinating
their actions. Things might have gone much worse
if not for the heroic actions of the Paradiso Control
Force. The PCF was the PanOceanian planetary
army and, by virtue of where the aliens had

staged their invasion, they were on the front lines.
Although they were ill-equipped to deal with the
fearsome Morat legions, they fought hard and dis-
tinguished themselves with an honour and tenacity
that echoed across human space.

When the end came for the short-lived ZuluPoint
Campaign, it came fast and hard. The exhausted
PCF, already buckling and running out of room for
their strategic retreats, suddenly collapsed into

24 INTRODUCTION

complete chaos. Only later was it discovered that
the PCF had become the first victims of the sinister,
shapeshifting Shasvastii. They had infiltrated

the PCF and systematically dismantled it from

the inside.

The PCF was functionally extinct, but they’d bought
precious weeks of time during which millions of
civilians were evacuated from threatened areas and
the reeling Human Sphere had rallied its forces.
The First Paradiso Offensive ground on, with the
conflict also spreading to the Septentria Continent.

SECOND PARRADISO

OFFENSIVE (64 NC)

The end of the First Paradiso Offensive wasn’t
the result of the ground battle, however. Instead,
it was the naval forces of humanity, pouring in
through the wormholes leading to the rest of
the Sphere, which won decisive victories — first
at the Second Battle of the Outer Orbit and then
again in the Acheron Attrition —to establish the
Paradiso Blockades which cut off Combined Army
reinforcements.

Once the Blockades were raised, the Combined
Army forces on Paradiso pulled back from their
hyper-aggressive campaign and settled into a
quiescent period during which they reinforced the
gains they had made during the First Offensive.

Paradiso Coordinated Command realised, of
course, that this would only be a temporary respite.
Despite their best efforts to prepare, however, they
nevertheless struggled to contain the Combined
Army when it boiled out of its strongholds
eighteen months later. Multiple cities fell across
the Norstralia and Septentria Fronts before their
advances could be slowed.

On August 9th, 66 NC, a massive spaceship of clearly
alien design docked with the EveningStar Orbital,
the Paradiso headquarters of O-12. It was impossible
to hide. Aurelia Cardoso, a freelance journalist with
the Maya investigative aggregate Eye on the Sky,was
the first to break the story, but soon the orbital space
around the EveningStar was swarming with report-
ers while others focused powerful telescopic lenses
skywards from Damburg and Horselberg.

Panic began to spread as rumours flew that 0-12
was negotiating a surrender with the Combined
Army. All the worst horror stories of how badly
things were going on the front began to circulate
anew. For a long, horrible moment a terrible reality
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began to be accepted as the truth: Humanity had
lost the war.

Ninety minutes later, 0-12’s Paradiso High
Commissioner Natalia Hesse issued a public
address. The alien vessel was not from the
Combined Army. It belonged to the Tohaa Trinomial.
They, too, were at war with the Evolved Intelligence.
Humanity had just gained a powerful ally. “This is a
new time, Commissioner Hesse announced. “Full of
opportunities”

PARADISO AFFAIRS (65 NC)

In a series of events referred to as the Paradiso
Affairs, 0-12 came into possession of an alien device
known as the “Black Box”. Efforts to fully decrypt
and interpret the contents of the Black Box continue
even today, but among the earliest information
obtained from the Box was the knowledge that
there was another race at war with the El, a race
named the Tohaa. The Black Box also yielded coor-
dinates leading to a new wormhole in the Paradiso
system which apparently led to star systems
controlled by the Tohaa. This information was turned
over to the 0-12 Oberhaus and, following a series
of tense, secret debates, the Oberhaus ultimately
decided that,“The enemy of my enemy is my friend”
Or, as Senator Eduardo Baez infamously declared

as the vote was called, “In the darkness, even the
unknown light is welcome” Humanity needed an ally.

Construction began almost immediately on the facil-
ities required to open a portal through the wormhole.
The portal, now codenamed Daedalus, was opened. A
message probe was sent. The Tohaa responded.

TOHRR CONTACT TRERATY (66 NC)
After three weeks of intense negotiation on the
EveningStar Orbital, the Tohaa Contact Treaty was

INFOFLUK: REALITY JUST FOR YOU!

signed on August 30th, 66 NC. This was only the
beginning, with the Alliance Summit which would
hash out the exact operational parameters and
responsibilities of the agreement scheduled to last
for at least several more weeks.

A sneak attack on the EveningStar by Combined
Army forces, however, destroyed the orbital before
the Summit could be completed. Despite the
catastrophe, the cowardly attack only stiffened the
resolve of the Tohaa, and humanity’s new allies
poured onto the battlefields of Paradiso. It was the
end of the Second Offensive.

TODAY (61 NC)

The battlefront on Paradiso has stabilised, but the
Combined Army still controls vast swaths of terri-
tory and the Acheron Blockade is constantly tested.
There is no peace to be found here, and analysts
are certain that this is merely the prelude to an
inevitable Third Offensive.

Elsewhere, while the Paradiso Offensives have
created an apparent calm throughout the Human
Sphere, tensions are arguably higher than they
have ever been. Secret operations, fast missions,
infiltrations, exfiltrations, and special actions have
proliferated. The G-5 nations inflict murder, theft,
aggressive espionage, sabotage, and kidnappings
upon each other.

In some circles, Paradiso seems far away and pales
in comparison to the dangers of a Sphere in a
position every bit as precarious as the days leading
up to the NeoColonial Wars.

And through it all, 0-12 struggles to keep the peace.

AINGDAO REPORT
The Qingdao Report was
originally created by Bureau
Hermes. Named after the

city where the Bureau’s
investigation started, it revealed
that Yu Jing was engaged

in a Spherewide infiltration
campaign using a consortium
of Yutang companies, agents of
the Yanjing, and Triads. Through
indirect means, the StateEmpire
had taken control of multiple
corporations with key strategic
relevance and was positioning
itself to directly manipulate

the PanOceanian economy
(with indications that they
were planning to do the same
with Haggislam).

Concerned that the contents
of the report could prove
destabilising during a time

of war, Bureau Noir buried it
(while taking quiet action to
defuse the ticking Yu Jing time
bomb). The report was leaked,
however, and published by
Truth Pills,a show produced
by the PanOceanian Maya
channel Autofocus in 64 NC.
The resulting scandal —which
also implicated O-12 by
association — has contributed
materially to tensions

across the Human Sphere
ratcheting up.

The Amalthea Accords conclude with surprising results. Several non-aligned nations unexpectedly move towards the PanOceanian sphere of influence. The
government of Yu Jing is garnering support in the international community in order to strengthen its position after this major setback...

Ariadna delivers rebuke in the berhaus to the establishment of new PanOceanian and Yu Jing settlements on the continent-islands of Dawn. Their respec-
tive governments defend themselves by defining these deployments as research centres covered by international agreements...

The PanOceanian corporation Vulcain has collapsed in the Turoqua Stock Market. The recent escape —which some sources have tagged as kidnapping — of
its Projects Director, Henryk Mahlke, to rival company Jizhong has caused shares to collapse...

The murder of the Chancellor of the University of Quebec has fanned the flames of controversy regarding the activities of the Hassassin Society. Chancellor
Jean-Louis Parent was accused by the sect of closing all departments dedicated to pure research...

Candy Double evades the Bureau Aegis blockade. Celebrated fugitive Candy Double has once again escaped justice, thus guaranteeing the continuation
of her Maya sensaseries. Spectators will be able to continue to enjoy the adventures of this young woman accused of being the illegal copy of a high

society heiress...

PanOceania to propose severely modified version of Maidan Basha Intrasystem Trade Treaty. Delegations from the Nomad Nations and Haqgislam have

spoken out against what they consider “abusive behaviour”.
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CODE INFINITY
(0-12 Tiered Response Code)

A CODE INFINITY is one of
the alert states which exists
immediately prior to full-scale
war. It is one of the worst
possible situations which

can exist during peacetime:
a complicated, interlocking
network of extreme political
tension suspended between
mutually contradictory
astropolitical concerns. In a
CODE INFINITY, attempting
to defuse one area of tension
can directly result in the
eruption of another crisis

or a complete collapse into
violent catastrophe.

PanOceanian intelligence
analysts refer to long-term
INFINITY situations as the
“Chinese Curse” (and dread the
announcement that Interesting
Times may be upon them). Yu
Jing analysts, on the other hand,
refer to them as the Dog Days.
(“Better to be a dog in peaceful
times than to be amanin a
time of chaos.”) Bureau Noir
has inherited a little bit of both
espionage cultures, with their
operatives often referring to

missions as the “dog pound”

while sarcastically signing off
with the saying, “May you live
in interesting times.” But Noir
agents know that unravelling
the Interesting Times is their

raison d'etre.

G-5 NATIONS

The five “major powers”

distinguished by establishing
interstellar colonies and
granted seats on the 0-12
Security Council. The original
G-3 were PanOceania, Yu Jing,
and Haggislam. The Nomad
Nation and Ariadna have joined
more recently.

INTRODUCTION

RDVENTURES IN A
WILDERNESS OF MIRRORS

The Infinity roleplaying game gives you all the
tools you need to create an exciting campaign

set anywhere within the Human Sphere: Play as
Hassassin Govads seeking to recover the lost Cubes
of their former brothers from the Equinox terror-
ists who stole them. Join the crew of the Go-Go
Marlene! Show as location scouts. Journey into the
depths of Acontecimento’s oceans in aquatic Nabia
Lhosts. Hunt Shasvastii Speculo Killers through
the shattered planetoids of Human Edge. Sign up
for a PanOceanian mercenary company fighting
Libertos rebels on Varuna, then steal a spaceship
and become Haqgislamite privateers!

The default mode of play for the game, how-
ever, assumes that you are agents working for
Bureau Noir, 0-12’s Secret Service. Bureau Noir’s
operative teams are flexibly liaised through

the other O-12 Bureaus, which means that their
duties can effectively take them anywhere in the
Human Sphere.

Theoretically, Bureau Noir — like O-12 itself—is a
neutral agency and its agents are impartial and
unaligned. In reality, the Human Sphere is wracked
with factions and every PC will belong to one of
them. Their loyalties will be divided and their true
agendas will be hidden.

==} INTRODUCTION

We call this the Wilderness of Mirrors.

COVERT OBJECTIVES

In addition to their primary mission objective,
scenarios for the Infinity roleplaying game are
designed with multiple faction goals. (For example,
the primary mission objective might be to protect
media tycoon Charles Angleton from threats made
by the criminal Al Svengali. Yu Jing agents, however,
have a faction goal to insert an eavesdropping
virus onto Angleton’s comlog, and Nomad agents
have a faction goal to retrieve intel on Angleton’s
suspected collaboration with Svengali.)

Player characters who are assigned a covert objec-
tive by their faction handler will feel the weight of
the increased stakes in every action that they take,
and the conflicting agendas will heighten the dra-
matic tension of every decision. The Wilderness of
Mirrors will bring the broken alliances and fraught
tensions of the Infinity universe to burning life at
your gaming table.

Gamemasters looking to implement the
Wilderness of Mirrors in their own campaigns will
find more information on creating and integrating
covert objectives in Part V: Gamemaster, start-

ing on p. 399.
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FACTIONS OF THE FUTURE

Ariadna: Long years of bloody war — against both each other and
the native Antipodes — forced the four nations of the lost colony
world together through the imperfect weld of violence. These
disparate national factions are united, however, in their struggle to
catch up with the rest of humanity. Their agents seek technological
advantage and astropolitical leverage.

Haqqislam: The neo-Muslim renaissance of Haqggislam followed
their Search for Knowledge to the hostile alien world of Bourak,
but their economy has become dominated by the byzantine
Merchant Guilds. Their commercial interests extend throughout
the Human Sphere along the trade routes which they founded. And,
above all, they strive to protect the secrets of Silk.

Nomads: The Nomads have no planet to call their own, instead
being primarily a coalition of three colossal Motherships — the
Bakunin, Corregidor,and Tunguska. Some applaud their fierce
advocacy for personal liberty, while others name them dangerous
anarchists who threaten to weaken the Human Sphere when its
strength is most needed. Some see their resistance to the insidious,
tyrannical control of ALEPH as a bastion defence of humanity’s
identity, but others point to their illegal gene-experimentation

and radical body modifications as a relentless drive towards an
incomprehensible post-humanity. Regardless of your point of view,
the Nomads stand apart from the rest of human society, even while
their far-flung Commercial Missions — which serve as embassies
and trade delegations — insinuate their presence throughout the
Human Sphere.

PanOceania: The Hyperpower. Larger, richer,and stronger than any
of the other Great Powers. The people of PanOceania put more
trust in ALEPH than anyone else in the Human Sphere,and as a
result, life in their lush, garden-Like Living Cities is automated, com-
fortable, and luxurious. Unsurprisingly, they champion a defensive
astropolitical agenda which strives to sustain the status quo which
they currently dominate.

Yu Jing: PanOceania’s largest rival is Yu Jing, the Pan-Asian alliance
which has forged its diverse cultural groups beneath the unified
banner of the new Imperial System. The StateEmpire of Yu Jing
has been rapidly closing the gap with PanOceania by aggressively
seeking out every possible advantage and ruthlessly exploiting it.

£\
N/

Ariadna Haqgislam
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PanOceania

ADVENTURES IN A WILDERNESS OF MIRRORS

ALEPH: The Human Sphere would not exist without the Al's
oversight. It is mankind’s beneficent protector, managing their daily
necessities, ceaselessly seeking to improve their lives,and provid-
ing for their common defence (particularly now that they face the
existential threat of the Combined Army). Those loyal to ALEPH see
its will as the will of the Human Spheres. Many serve openly in the
Special Situations Section, but the galaxy is a dark and dangerous
place,and ALEPH needs eyes and agents that can go to all the
places it cannot yet reach.

Corporations: The chartered companies used by PanOceania to
rapidly develop its colonial prospects, the Merchant Guilds of
Haggislam which blazed the trade routes of the starways, and

the keiretsu spun-off from the centrally controlled economy of Yu
Jing’s StateEmpire became the seeds of the new hypercorporations.
Corporate agents seek technological revelations, trade secrets,
unique access to natural resources, and anything else that might
yield a profit.

Mercenaries: In an era of interstellar war, the free mercenary
companies (FMCs) and private military corporations (PMCs) have
flourished. In the employ of state armies, 0-12, and private corpo-
rations they can be found almost anywhere: capitals and colonies,
orbital stations and deep space patrols, the battlefields of Paradiso
and the security of corporate compounds. Their services are traded
on the well-regulated War Market, a mercenary stock exchange in
which employers can find companies available for hire and the
mercenary companies can find individual soldiers or squadrons
ready for recruitment. Characters receiving covert objectives from
a mercenary faction may be loyal to a specific Warmonger, or they
may be an independent freelancer with multiple markets for the
information they have to sell.

Submondo: Petty and violent crimes obviously have not vanished
in the wake of interstellar flight, but if you're talking about crimi-
nals as a faction, then you're talking about organised crime. Some
of these organisations have become incredibly large, spanning not
only planets, but the interstellar breadth of the Human Sphere.
0-12 uses the codename Submondo (meaning “Underworld” in
Esperanto) to refer to these criminal syndicates, which include mob
families (like the Acontecimento Mafia), criminal brotherhoods
(Like the Triads), pirate consortiums (like the Grey Band of Human
Edge), terrorist groups (like Eko-Aktion),and Maya clusters (like
Aug-Neon).

0-12: As an international and pan-planetary organisation, 0-12
strives to hold humanity together. 0-12 is functionally a “neutral”
faction, but in practice that often means the faction goal of char-
acters loyal to O-12 is playing spoiler to the faction goals of the
other player characters.
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"HOW TO PLAY INFINITY

PLAYTEST TIPS
Throughout this rulebook you
will find sidebars labelled
Playtest Tips. These sidebars
call out common errors made
when using the rules or
suggest unusual applications
of the rules. They're lessons
learned from the thousands
of hours spent playtesting
Infinity and the 2d20 System,
presented in a quick-reference
format so that you don'’t have
to learn them the hard way.

Grab your Combi Rifle, hop on your mag-bike, check
your MediKit, and tell your comlog to load the
soundtrack of your life: The universe of Infinity is
waiting for you.

Because the Infinity roleplaying game is a game
of the imagination, you and your friends can
play it almost anywhere. Most games are played
around a table, but it’s just as easy to play the
game using email, a message board, or a chat
room. Playing Infinity requires at least two
players and can comfortably include up to six
(or more).

One player is the Gamemaster (GM). The GM is
responsible for describing the universe of Infinity:

Peeling back the thick, purplish growth of the
Paradiso jungle, you peer down into the ravine. You
can see a Morat patrol down there. There are three
of the huge, red-skinned aliens walking alongside
what appears to be some kind of dronbot. You can see
a weird, elongated parabolic dish perched on top of
the dronbot, and it’s skittering back and forth along a
scanning arc of some sort.

The other players must now tell the GM what
they're going to do: Will you ambush the Morat
with your Combi Rifles? Throw a gas grenade and

==} INTRODUCTION

hope to knock them out? Try to follow them and
figure out what they're doing? Hack the dronbot?
Attempt to take one of them alive for questioning?
Or will you try something else entirely? The deci-
sion is up to you!

WHAT YOU NEED
In addition to a Gamemaster and a group of
players,you’ll also need:

Player Characters: Each player should create
a character using the Lifepath system (start-
ing on p. 38).

Dice: Two d20s per player,a few dés,and a
dozen or more Combat Dice for the group. (You
can also use additional dés in place of the
custom Combat Dice.)

Paper & Pencil: To draw maps, track conditions,
and keep notes on important clues, events, and
characters you meet during your adventures.

Tokens or Beads: Five per player to track
Infinity Points, a dozen or more for the
Gamemaster’s Heat pool,and an optional third
set to track Momentum.
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ROLLING THE DICE

You'll often need to roll one or more dice while
playing Infinity. This will be indicated in the
text with the notation XdY, where X indicates
the number of dice to roll and Y indicates the
type of dice to roll. For example, 3d20 would
mean to roll three twenty-sided dice and 5d6
would mean that you roll five six-sided dice.

COMBAT DICE

Combat Dice, or @, are a particular way of
rolling a d6. They are used for determining
damage and governing special effects. When
rolling @), ignore any results of three, four,

or five. Results of one and two are counted
normally, while sixes are referred to as Effects,
which trigger certain special abilities.

REROLLS

A number of circumstances and abilities will
allow a character to reroll one or more dice.
When a reroll is allowed, the player chooses
which dice from the original roll to reroll (up
to the number of dice listed, if any). The new
result of rerolled dice replaces the original
result entirely (even if theyre worse than the
original results).

CHARACTERS

Of course, you won'’t be playing as yourself looking
down at those Morat soldiers. Instead, you'll use the
Lifepath system (starting on p. 38) to create a
character by simulating their life story. Starting from
the moment of their birth, you’ll walk a few miles

in their shoes (or their Teseum-laced combat boots,
whatever the case may be): Perhaps you'll be an
investigative journalist for a Maya media aggregate,
journeying to the far corners of the Human Sphere
to get your exclusive stories. Or maybe you'll be a
member of a Glilang special forces unit, trekking
across the icy fields of Svalarheima in service of Yu
Jing. Or a bounty hunter tracking dangerous criminals
through the colonial domes of Mars. Or a fearsome
Dogface athlete who suffered a career-ending injury
while playing Dog-Bowl on Ariadna.

Each character is defined by a collection of seven
attributes. These attributes indicate a character’s
inherent abilities, and their physical and mental
limitations. Most attributes for player characters
have values from six to twelve, with eight rep-
resenting the human average. Higher attribute
ratings represent greater ability.

ATTRIBUTE LIST
e Agility: Physical and manual dexterity, sense of
balance, body control, and reflexes.

e Awareness: Perceptions, sensory acuity, gut
feelings, and instincts.

* Brawn: Strength, toughness, endurance, and the
ability to apply physical force.

« Coordination: Hand-eye coordination and spatial
awareness.

« Intelligence: Wit, intellect, logic, reason, and
the ability to apply knowledge or interact with
technology.

¢ Personality: Charisma, comfort in social
situations, and the ability to be threatening or
charming as required.

 Willpower: Grit, determination, and psychological
resilience.

SKILLS |

Skills represent a character’s specialised training
within a particular field — knowledge, proficiency
with tools or devices, conditioning, special
techniques, and so forth. Each skill is tied to a
particular attribute, representing the most common
association between that skill and the character’s
basic capabilities. (For example, Education and Tech
are skills based on Intelligence.)

Skill Expertise: A character’s Expertise in a skill is
their mastery of the subject. Expertise with a skill
increases the likelihood of success.

Skill Focus: A character’s Focus in a skill is achieved
through constant practice, superior discipline, and
deeper insight. Focus with a skill improves the
quality of success.

SKILL TESTS

Whenever a character attempts a task where the
outcome is in doubt, you will make a skill test to
determine whether the task succeeds or fails.

TAHARGET NUMBER

Determine the target number of the skill test by
adding the character’s relevant attribute to their
Skill Expertise. (This will usually be the default
attribute associated with the skill, but not always.)

EXPERTISE

VS. FOCUS

A fast, sloppy mechanic with
years of experience might have
a high Expertise in Tech, but

a low Focus: When you bring
your half-slagged TAG to them,
they will almost certainly get it
working again... but it will be
slathered in duct tape. On the
other hand, a gifted amateur
might have a lower Expertise
than the old hand, but a higher
Focus: They won't always be
able to get your TAG running
again, but when they do it's
more likely that they’ll also
figure out a way to optimise the
engine or add extra armour to it.

SKILL LIST
Acrobatics (Agility)
Analysis (Awareness)
Animal Handling (Personality)
Athletics (Brawn)
Ballistics (Coordination)
Close Combat (Agility)
Command (Personality)
Discipline (Willpower)
Education (Intelligence)
Extraplanetary (Awareness)
Hacking (Intelligence)
Lifestyle (Personality)
Medicine (Intelligence)
Observation (Awareness)
Persuade (Personality)
Pilot (Coordination)
Psychology (Intelligence)
Resistance (Brawn)
Science (Intelligence)
Spacecraft (Coordination)
Stealth (Agility)

Survival (Awareness)
Tech (Intelligence)
Thievery (Awareness)

ROUNDING

Unless specified otherwise,
when dividing numbers in
Infinity,always round up.

HOW T0O PLAY INFINITY
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PLARYTEST TIP
ROUTINE TASKS

Characters in Infinity are
competent professionals and
unlikely to fail at routine tasks.
If they aren’t threatened or
distracted and if there is no
consequence for failure, it’s
usually better to simply assume
that they succeed instead of
calling for a test. If the roll
doesn’t matter, don’t roll!

EXAMPLE
BASIC SKILL TEST

Roberta is making a Tech check
with an Intelligence of 8,an
Expertise of 3,and a Focus of
2. Her target number is 11 (8

+ 3) and when she rolls 2d20
she gets results of 13 and 1.
The result of 13 generates no
successes, but the result of 1
generates two successes: one
for being equal to or lower
than the target number and a
second for being lower than the
character’s Focus in the skill.

HEAT AS
COMPLICATION

If the GM has difficulty thinking
up a good complication in the
moment, he can choose to add
2 Heat to his pool instead. If a
non-player character suffers a
complication, the players may
similarly choose to have the
GM remove 2 Heat from his
pool. If multiple complications
are generated, then their
effects are resolved individually
at the GM’s discretion, so

some could be turned into
Heat while others have an
immediate effect.

HIGHLY-SKILLED
CHARACTERS

If the target number for a skill
test is 20 or higher, each die
roll automatically counts as

a success. These dice can still
generate complications and
additional successes due to
Focus normally.

DIFFICULTY

A task’s difficulty (a value from zero to five) is
determined by the Gamemaster. The levels of
difficulty, and some examples of what tasks might
fall into each level, are described on the Difficulty
Table (see below).

BRSIC SKILL TEST

The player rolls 2d20. For each die that rolls equal
to or less than the test’s target number the charac-
ter scores a success. Each die that rolls equal to or
less than the character’s Focus in the skill used for
the test generates an additional success.

If the character scores a number of successes equal
to or higher than the difficulty of the test, then they
succeed at their task.

GRINING MOMENTUM

When the number of successes scored on a skill
test is greater than the difficulty rating, the
excess successes become Momentum. Momentum
can be spent immediately to perform the task
faster or more effectively, or it can be saved and
applied to subsequent actions (with one success
paving the way to the next). For more details on
using your Momentum effectively, see Heat and
Momentum on p. 32.

COMPLICATIONS

When making a skill test,a complication occurs for
every natural 20 rolled on a d20. Complications are
explained in detail on p. 33, but this basically
means that something unfortunate has happened
to make the character’s life more difficult.

The inconvenience of this complication is inde-
pendent of the success or failure of the action. It
is entirely possible to succeed at a skill test while
simultaneously generating a complication. (The
complication should never turn a success into a
failure, however. For example, if the complication
causes a character’s gun to run out of ammunition
on a successful attack test, then it only happens
after their last shot strikes the target.)

If more than one complication occurs on a test—
because multiple 20s are rolled — then these may
be used to produce multiple complications, or they
can be combined into major complications.

Complication Range: Some circumstances and
effects may increase the complication range of a
roll. This will expand the range of rolled numbers
which will trigger a complication. For example,
increasing the complication range by one would
result in complications occurring for each 19 or 20
rolled on any d20.

COMPLEX SKILL. TEST

A complex skill test is used when a character is
attempting a complicated task with many individ-
ual steps to success. It is resolved as a series of
basic skill tests, with the character succeeding at
the task when they have spent a certain amount
of Momentum.

A complex skill check is defined by the difficulty

of the test, the total amount of Momentum which
must be spent in order to achieve success, and the
maximum number of failures which can be suffered
before the attempt fails.

DIFFICULTY TABLE

Overcoming a complex lock in a hurry, without the proper tools.

Overcoming a complex lock in a hurry, without the proper tools,and in the middle of a firefight.

NAME SUCCESSES EXAMPLES
Opening a slightly stuck door.
Simple (DO) 0 Researching a widely known subject.
Hitting a target at a shooting range with a bullet.
Overcoming a simple lock.
Average (D1) 1 Researching a specialised subject.
Shooting an enemy at optimal range.
Overcoming a complex lock.
Challenging (D2) 2 Researching obscure information.
Shooting an enemy at optimal range in poor light.
Overcoming a complex lock in a hurry.
Daunting (D3) 3 Researching restricted information.
Shooting an enemy at long range in poor light.
Dire (D4) 4 Researching classified information.
Shooting an enemy at long range in poor light and heavy rain.
Epic (D5) 5

30 INTRODUCTION

Researching a subject where the facts have been thoroughly redacted from official records.
Shooting an enemy at extreme range in poor light and heavy rain.




THE ROLEPLARAYING GAME

a

COMPLICATION TEST

Sometimes, a character’s ultimate success at a
particular task is assured. The only question is how
long it will take them to accomplish the task or
what quality of success they will enjoy.

On a conditional success test, the skill test is made
normally. On a failure, however, the GM triggers a
complication: The character still succeeds at the
task they were attempting, but they have failed

to prevent some additional problem from arising
as well. (This complication will stack with any
additional complications generated on the task as
result of rolling 20s.) A character cannot failsafe on
a complication test.

FRACE-TO-FRCE TESTS

When two characters are in direct opposition to
each other, each character involved in the task per-
forms a skill test. The character who achieves the
greatest quantity of Momentum succeeds, achieving
their goal. In the case of a tie, the character with
the highest Expertise in their skill wins.

If there are no other factors involved, the difficulty
of a face-to-face test is usually Simple (DO). For
example, if two characters are running a race the
winner will simply be whichever character has the
better skill test.

Face-to-face tests with higher difficulties represent
situations in which it is possible for everyone
participating in the task to fail. For example, if two
characters are both trying to be the first person to
solve a Challenging (D2) puzzle, it is possible that
neither of them will be able to solve the puzzle.

If either side has some circumstance which would
make the test more challenging for them than

for their opponent, simply adjust the difficulty of
their check. (Remember that success is determined
by the total Momentum generated; not the total
number of successes rolled.)

FRILSAFE TEST

There may be some situations where a player feels
it may be better to embrace a failure which other-
wise feels inevitable. (This may be the case with a
skill test using a skill the player’s character has no
training with, or where the difficulty is high enough
that success is unlikely to begin with.)

With agreement from the GM, the player may
choose to have their character fail a skill test
automatically, where there are meaningful
consequences for failure (such as being pursued,
attempting to perform a complex task under
pressure, avoiding an attack, etc.). To fail a skill
test voluntarily, the player pays the GM 1 Heat.
In exchange, the character immediately gains

one Infinity Point (up to the normal maximum). A
character may never choose voluntary failure for a
Simple (DO) skill test.

GROUPRP TEST

If the situation, time, and GM allow, several charac-
ters can work together as a team while attempting
to perform a task by making a group test.

One character is designated as the leader, and the
other characters are designated as assistants. In
order to assist with a skill test, each player must
describe how their character is assisting the test’s
leader. If the GM approves, each assistant rolls 1d20,
using their own attributes and skills to determine if
any successes are scored. Individual assistants may
use different skills than the leader, representing a
group effort in which each character contributes
different knowledge or proficiency.

If the leader scores at least one success, then any
successes generated by the assistants are added
to the leader’s total. If the leader fails, then any
successes scored by the assistants are lost.

Complications rolled by the leader and their assis-
tants are all totalled and take effect regardless of
the leader’s outcome.

Assistants can gain bonus dice on their roll
normally (by spending Momentum, Heat, or Infinity
Points, for example), but the maximum bonus of
+3d20 applies to the group as a whole. (The single,
base d20 rolled by each assistant does not apply to
this limit, however.)

PROGRESSIVE SKILL TEST

A progressive skill test is resolved in the same way
as a complex skill test, with a series of basic skills
tests on which the character must accumulate a
certain number of successes in order to accomplish
their objective. On a progressive skill test, however,
each roll which fails to generate at least one suc-
cess adds +1 difficulty to the test (the test becomes
progressively more difficult) to a maximum
difficulty of 5.

UNTRAINED SKILL TESTS

Sometimes a character may be required to attempt
a skill test using a skill that they don't have any
Expertise or Focus ranks in. These tests are said to
be untrained. Untrained tests are resolved exactly
like any other skill test, except the complication
range of the test is increased by one.

DIFFICULTY

ZERO TESTS

Atask may be so simple that it
does not require a test in the
first place. These are also Simple
(DO) tests. If a test is Simple
(DO0), it does not require a test

to be made—it is automatically
successful with zero successes,
requiring no effort whatsoever,
and with no risk of complications
(see p. 33),and without any

dice being rolled. However,
because no test is made, it can
generate no Momentum, not
even bonus Momentum from
talents, gear, or particularly
advantageous situations.

A character can still choose

to make a test for a Simple

(DO) task, but this takes the
normal amount of time, can
generate Momentum as normal,
and comes with the risk of
generating complications.

IMPROVING

THE 0DDS

While succeeding at

most common tasks is a
straightforward matter, even
the most proficient character
cannot succeed at the most
difficult tasks without effort,
opportunity, or assistance.

Infinity provides a number

of ways to do this,and most
of those methods are fairly
similar — providing additional
d20s for a character to roll on
a skill test. Extra dice allow

a character to score more
successes, and thus hit higher
difficulties or simply generate
more Momentum. These extra
dice come from Momentum or
Heat (p. 32), from spending
Infinity Points (p. 35), or from
using Resources (see Part IV:
Gear).

Methods for improving the odds
can be mixed-and-matched

as the characters require.
Regardless of the methods
used, however, a character

can never gain more than

three additional d20s on any
skill test.

AY
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THE HERT-
MOMENTUM
CYCLE

Generally speaking, getting
yourself out of the trouble
generated through Heat creates
Momentum that will propel
you forward to your next set of
actions. Taking those actions
will cause Heat to grow again
as you pay for additional

dice to bolster the chance

of success, take Reactions to
survive,and the like. And then
it will shrink once more as the
GM'’s NPCs are forced to react
or activate powerful weapons
and abilities. In this way, the
amount of “pressure” the player
characters apply to a situation
provides NPCs with the means
to push back commensurately,
ensuring that situations
remain challenging and adjust
themselves to the players’
choices (and vice versa).

MOMENTUM FROM
OTHER SOURCES
Some talents, items, or
circumstances can grant a
character bonus Momentum.
This bonus Momentum is added
to any applicable skill test that
results in success (as specified
by the source of the bonus). A
failed skill test cannot benefit
from bonus Momentum.

PLAYTEST TIP

TRACKING
MOMENTUM

We recommend setting aside a
distinctive d6 or using a pool of
tokens to track the amount of
saved Momentum for the group.
Try to keep your Momentum
tracker visible to everyone at
the table to make coordinating
your actions easier!
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The cinematic action of the Infinity universe is
driven by the twin engines of Heat and Momentum.

Momentum is success building on success. As
player characters generate extra successes on their
skill tests, those successes become Momentum
which can be spent to improve the quality of the
current task or saved to improve their odds on the
next task.

Heat is the opposite side of that coin. It’s an
abstract measure of potential threats and dangers.
As player characters take reckless actions, push
themselves to potentially dangerous extremes, or
simply suffer bad luck, the GM’s Heat pool will
increase. The larger the Heat pool, the more likely
something will endanger or imperil the player
characters. When the GM spends that Heat, they
turn potential danger into actual problems.

STARTING HEAT
At the beginning of each session, the GM starts
with 3 Heat per player character.

SBPENDING NMOMEN.TUINM

The basic use of Momentum is to either make the
character’s next action easier or to make something
more difficult for an opponent. A player may

spend Momentum they have generated freely on
whatever benefits they wish. Momentum spends
may be used repeatedly and as often as the
character wishes (assuming they have sufficient
Momentum to pay for them), unless the spend is
noted as Non-Repeatable (NR). Non-Repeatable
Momentum spends can only be used once per task,
test, or action. A character does not have to spend,
or declare an intention for,any Momentum in
advance —you can spend it as and when it becomes
necessary or desirable.

Create Opportunity: The most basic use of
Momentum is to spend one point to gain an addi-
tional d20 to roll on a skill test. These dice must be
purchased prior to rolling any dice and the normal
maximum of +3d20 bonus dice on any test applies.

Create Obstacle: Similarly, a character can choose
to make things more difficult for a rival, adversary,
or opponent — creating problems, distractions, or
presenting more direct opposition. This increases
the difficulty of a skill test made by the opponent.
The difficulty of a single test cannot be increased
by more than three steps, regardless of how many
characters are contributing Momentum, and the

INTRODUCTION

Momentum must be spent prior to the opponent
rolling any dice. Each step of increasing difficulty
is purchased separately, at a cost equal to the
increase in difficulty.

DIFFICULTY INCREASE TOTAL MOMENTUM COST
+1 Difficulty 1 Momentum
+2 Difficulty 3 Momentum
+3 Difficulty 6 Momentum
ALTERNATIVE

MOMENTUM SPENDS

In addition to the basic uses for Momentum,
players are encouraged to be creative in their use
of Momentum. When you score an exceptional
success, think outside of the box in terms of how
that superb performance can be reflected in either
the result of the immediate task or in how the out-
come of that task can impact what happens next.
However, Momentum can never turn failure into a
success (although it can mitigate the consequences
of that failure).

Improve Quality of Success: Momentum can let you
succeed in style or immediately capitalise or follow
up on your success. If you succeed on a Science test
to identify a poison, for example, Momentum might
allow you to simultaneously synthesize an antidote
or identify a list of suppliers that the poison could
have been obtained from. Momentum on an Animal
Handling test to calm a Varunan Water-Snake might
allow you to temporarily befriend it. A Survival test
made to scavenge food on the Ariadnan tundra
could yield extra supplies.

Increase Scope of Success: With Momentum you
can affect additional targets, boost the range
affected by your success, or otherwise enlarge the
extent of what you're accomplishing. For example,
Momentum on a Persuade test could be spent to
convince more of the officers in the room to join
your mutiny. When making an Observation test, you
might use Momentum to spot a threat at a farther
distance. Or you could increase the amount of time
that your newly acquainted Varunan Water-Snake
will stay friendly.

Reduce Time Required: Instead of spending hours
researching Maya starlets from the time of the
NeoColonial Wars, you find an otaku obsessed

with the topic and more than willing to share her
expertise. You convince someone to trust you with
a quick word instead of a prolonged debate. When
making a Stealth test to see if you can labouriously
work your way around the perimeter of a military
hangar, you identify a precise moment in the cycles
of the security drones that allows you to race
quickly across the tarmac.
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SHEVING MOMENTUM ]

Instead of immediately spending Momentum,
characters have the option of saving it. This saved
Momentum goes into a group pool, which can be
added to or drawn from by any character in the
group, representing the benefits of their collective
successes. No more than six points of Momentum
may be saved into this pool at any one time.

During any successful skill test,any member of the
group may draw as many or as few points from the
group Momentum pool as they wish, adding those
points to any they have generated on the skill test.
They may subsequently spend that Momentum as
they wish, as if it had been generated from the skill
test. As normal, Momentum only needs to be spent
as needed, so a character does not have to choose
how much Momentum they are drawing from the
group pool until they actually need it, nor do they
have to draw it all at once.

MOMENTUM DEPLETION

At the end of each scene, or each full round in an
action scene, the pool diminishes and 1 Momentum
from the pool is lost (to @ minimum of 0).

SAVING NPC MOMENTUM

The GM does not need to specifically track unused
Momentum for NPCs. Instead, NPCs with unspent
Momentum automatically convert their remaining
Momentum into Heat (on a one-for-one basis).

1o o

In some cases, a player will want the benefits of
Momentum but won'’t have any to spend. When
that happens, they can choose to pay Heat instead.
Heat works exactly like Momentum —and it can be
combined with normal Momentum spends — but
when player characters use Heat, it is paid into the
GM’s Heat pool.

There is a limit to how much trouble you can bring
down on your own head, though. Player characters
can voluntarily pay no more than six Heat on their
turn during an action scene (or per action in other
scenes). This limit does not apply to Heat gener-
ated as a result of rolling complications.

There is no limit to how much Heat a GM can
choose to spend.

GRINING HERT

In addition to players paying Heat and NPCs
converting Momentum into Heat, there are a few
specific conditions which can cause the Heat
pool to grow:

ADVANCED RULE:
SAVING INDIVIDUARL MOMENTUM

As an advanced rule, instead of using a group pool for saved Momentum each
PC can save Momentum and use it later individually. Players who have saved

Momentum can spend it at any time to assist the actions of other player characters
(or NPC allies) and otherwise influence the scene. At any given time, a player can
save a maximum of six Momentum. In addition, any single action can benefit from

a maximum of six saved Momentum. (For example, if two players had both saved
four Momentum each, they still wouldn’t be able to spend all eight Momentum on a
single action.) During Momentum depletion, each character loses 1 Momentum.

Complications: When a character rolls a compli-
cation on a skill test,the GM may choose to add 2
Heat to their pool instead of immediately using the
complication.

Reactions: As described in Part II: Action Scenes,
a player character attempting a Reaction adds

Heat;one for the first Reaction attempted each
round, two for the second, and so forth.

Threatening Circumstances: Certain strange or
dangerous environments might naturally generate
a point or two of Heat, representing the innate peril
of the location. Foes with the Menacing quality will
also bring with them a few points of Heat, repre-
senting the threat that the foe represents.

SPENDING HERT
The GM uses Heat to create complications.

A complication is an inconvenient change of
circumstances. It is a new obstacle to overcome
(like an explosion that cuts off a route of escape),
a loss of resources (like a Reload), something that
impairs the character (like spraining their ankle), or
an embarrassing situation (like a social faux pas or
accidentally downloading malware).

Minor Complication: 1 Heat can be used to create a
minor complication. As a general guideline,a minor
complication will require only a Minor Action to fix,
overcome, or circumvent. They are nuisances, not
serious threats.

Standard Complication: A standard complication
costs 2 Heat (or can be generated by rolling a
natural 20 on a skill test). These complications

may involve the loss of significant resources or the
inflicting of stress. It will usually require a Standard
Action to deal with them or work around them.
They're either a significant distraction or dealing
with them requires focus and attention.

Major Complication: Spending 4 Heat or more
creates a major complication. These complications
create prolonged situations which the characters

EXAMPLE

CRERTE
OPPORTUNITY
Cassandra generates
Momentum while picking the
lock on the door of an illegal
Nomad gene-lab. She might use
that Momentum to add a d20
to the Stealth check for slipping
past the guard inside because
she was able to open the door
quickly and silently. Or she
might spend that Momentum
later while opening another
door, relying on the familiarity
she gained with the first.

EXAMPLE

CRERTE
OBSTRACLE

While infiltrating the gene-lab,
Cassandra is spotted by one of
the guards. As the guard pulls
his sidearm, Cassandra spends 3
Momentum and shoots her own
pistol to knock out some of the
lights. The sudden darkness
increases the difficulty of the
guard’s Ballistics test by two
steps (1 Momentum for the first
increase in difficulty, then 2
Momentum for the second step).

HOW T0O PLAY INFINITY

.



CORVUS BELLI

U@EUNUT%

EXAMPLE

CRERATING R
HRAZARD

While attempting to sabotage
a piece of Combined Army
equipment, Cassandra and
Roberta succeed on their
teamwork Tech test, but

Roberta rolls a complication.

The GM decides that their
efforts have destabilised the
VoodooTech device and caused
it to explode! The explosion

would affect both of them,

so the GM splits the 2 Heat

generated by the complication,

spending 1 Heat to inflict
damage on each character. This
would normally cause 1+1@
damage, but the GM rules that
the explosion can be avoided
with an Average (D1) Acrobatics
test, so if they fail that test

they will instead suffer 1+3@®

damage.

will need to expend great effort to work around. In
an action scene, they are likely to persist for several
rounds. Or they may inflict damage.

HRAZARDS

As a complication, the GM may inflict 1+XQ®
damage to a single character,where X is the Heat
spent. The number of combat dice are doubled if
it can be avoided by a Challenging (D2) skill test
or tripled if it can be avoided with an Average (D1)
skill test.

Additional qualities and effects on the damage may
be added by spending additional Heat.

MECHRANICAHL SPENDS

GMs can also spend Heat in all the same ways
that a PC can — supplementing Momentum, paying
off complications generated by NPC skill tests, or
taking NPC reactions. However, when a GM spends
Heat points from their pool they are used up.

In addition, there are some unique ways that GMs
can use their Heat pool.

INTRODUCTION

NPC Resources: Reloads, Serum, Parts, and other
expendable resources used to boost the effect of
a skill test are not tracked individually for NPCs.
Instead, an NPC can be granted the benefit of a
single unit of a resource by paying 1 Heat.

Activating Special Abilities: Some particularly
powerful or experienced NPCs may have access
to potent abilities or equipment. As noted in
their descriptions, these abilities may require
the Gamemaster to spend 1 Heat or more to
activate them.

Seize the Initiative: In action scenes, the GM may
spend Heat to interrupt the action order and allow
an NPC to act by spending 1 Heat (see p. 99).

Reinforcements: Sometimes the Heat generated by
the PCs will bring unwanted attention. When that
happens, the GM can spend Heat to summon extra
reinforcements. Reinforcements summoned with
Heat arrive at the end of the current round, they must
arrive in a logical way, and they cannot act in the
round during which they arrive. A Trooper NPC costs 1
Heat to summon, while Elite NPCs cost 2 Heat.
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Triggering an Environmental Effect: Dramatic
scenes often play out in exciting environments —a
firefight in a crumbling tenement, a chase through
a busy marketplace, a chasm over a river of

lava, etc. When describing encounters, the GM is
encouraged to provide details to the players to
help them visualise the scene,and sometimes it
can be interesting to bring the environment alive
through the use of Heat. Triggering an environ-
ment effect comes in two levels of magnitude.
Minor effects — costing 1 Heat — are typically
things like flickering lights, crumbling walls, thick
smoke, which add to the difficulty of skill tests, or
force tests where one was not previously required.
Major effects — costing 2 Heat or more — may pose
significant impediments to the characters, or even
cause them harm (physical, mental, or quantronic)
or short-lived conditions.

INVVOKING A TRAIT

When spending Heat,a GM can choose to invoke
the character traits of the player characters by
bringing a dormant issue to the forefront, con-
fronting a character with the object of their phobia,
creating situations which prey on their flaws,
threaten their loved ones, or otherwise force them
to deal with their issues.

In other words, when a GM creates a complication
that is directly related to or affects a character’s
trait, they can reduce the cost of the complication
by 1 Heat.

INFINITY POINTS

Player characters have access to a special type of
resource called Infinity Points. Infinity Points allow
the player characters to persevere in the face of
overwhelming odds, achieve spectacular goals, and
perform impressive feats. This reflects the fact that
the player characters have drive, ambition, and
determination above and beyond most people, and
can succeed where others might fail. Whether or
not they are viewed as heroes, the player characters
are destined for greatness.

GRINING INFINITY POINTS

A player character begins each session with a
number of Infinity Points equal to their Infinity
Point refresh rate (a value of two to four),and
they cannot have more than five Infinity Points
at any time.

Failsafe Actions: Players can gain Infinity Points
by voluntarily failing significant skill tests
(see p. 31).

Triggering a Trait: Once per scene, with the GM’s
approval, a player can trigger one of their character
traits to gain one Infinity Point. To trigger the trait,
the player pays 1 Momentum or Heat to the GM
and takes some form of large or significant action
motivated by the trait which is dramatic, irrational,
dangerous, or the like.

GM Award: Infinity Points may be awarded by the
GM during a session to reward players for good
roleplaying, clever plans, successfully overcoming
difficult challenges, or using teamwork. Players may
have other opportunities to gain Infinity Points by
achieving certain goals within an encounter, reach-
ing a milestone in the story, or choosing to be the
one to suffer the consequences of some dire event.

USING INFINITY POINTS
Here are just a few of the ways in which Infinity
Points can be spent during play:

Infinity d20: Before attempting a skill test,add a
bonus d20 to the test. However, this Infinity d20

is not rolled. Instead, it is simply set on the table
with the “1” facing up. It is otherwise counted
normally, which means it will automatically count
as a success (and characters with a Skill Focus will
automatically score a second success). Infinity d20s
count towards the normal limit of +3d20 bonus
dice per test.

Bonus Action: Perform an additional Standard
Action on your turn during an action scene. Each
character may only gain one additional Standard
Action each round in this way.

Overcome Harm: Ignore effects of Wounds,
Metanoia, or Breaches (choose one) until the end of
the current scene.

Overcome Trait: Ignore the negative effects of a
trait until the end of the scene. (The GM cannot
invoke that trait.)

Quick Absterge: Automatically end the duration of a
character condition.

Second Wind: Recover all lost Vigour, Resolve, or
Firewall (choose one).

Story Declaration: Introduce a fact or add a detail

to the current scene. (The GM may veto some story
declarations, or require multiple Infinity Points for
particularly large or significant declarations.)

PLAYTEST TIP

HERAT FROM

THE SOURCE

The GM can make a note

of which reckless actions
generate Heat during the
session. This can be used as an
inspiration for triggering later
complications with the Heat.
(For example, if somebody
rushed to repair a radio, it
might fail at the worst possible
moment.) Heat expenditures
are an abstract mechanic and
don’t require this kind of direct
connection, but that doesn’t
mean it can’t be a useful seed
for improvisation.

EXAMPLE
INVOKING A TRAIT

Kline has the character trait
of Paranoia. While negotiating
with an arms dealer on Bourak,
he can’t shake the feeling that
he’s about to be ambushed.
Despite the incredible risk

it poses, he tells his geist

to hack the arms dealer’s
comlog and eavesdrop on his
communication. Kline’s player
says that he’s triggering his
Paranoia trait and, with the
GM'’s approval, pays 1 Heat to
gain 1 Infinity Point.

AY
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Players create their characters in Infinity by walking
the character’s Lifepath. The Lifepath system
begins at the moment of birth and guides the char-
acter through nine major Decisions that will chart
the course of their personal history and determine
their skills, talents, attributes, equipment, and other
pertinent details. As you follow your character
through the Lifepath, you'll bear witness first-hand
to their triumphs and travails, forging a unique and
immersive understanding of who they are.

LIFE POINTS

But you do not have to leave your character merely
to the whims of fate. During the Lifepath, each
player receives five Life Points which they can use
to help their character navigate the tumultuous
turns of their personal histories. At each Decision
point in the Lifepath, you’ll be able to invest these

" LIFEPATH SYSTEM

Life Points to either influence the outcome of the
random tables or override them completely and
guarantee a particular result. (The effect of each
Life Point depends on the Decision it is spent to
influence, as detailed below. Unless otherwise
stated, Life Points spent to override random results
must be spent before you roll the dice.)

In this way, the Infinity Lifepath system gives

you the best of both worlds when creating your
character. You can generate a character randomly
(discovering the role you'll be exploring), but you
also have the power to step in and take direct
control (creating the role you want to play). The
result is a rich and organic character creation
system which you can use to craft multifaceted
and dynamic characters ready to leap into the epic
stories of the Human Sphere!

LIFEPRTH DECISIONS

DECISION ONE-BIRTH HOST
Default attributes to 7 and adjust their values. Calculate the stats
for your birth host and check for an alien heritage.

Life Point Spend: Increase your starting attributes or choose an
alien heritage.

DECISION TWO-FACTION AND HERITAGE
Determine your current and past factions. Gain skills based on your
current faction.

Life Point Spend: Choose your faction and heritage.

DECISION THREE-HOMEWORLD/7HOMELAND
Adjust your attributes, gain skill ranks,and learn languages based
on the planet, orbital, ship, or nation where you were raised.

Life Point Spend: Choose your homeworld/homeland.

DECISION FOUR-STRATUS
Determine your social class (which will increase one attribute,
determine your Social Status,and set your initial Earnings) and
your home environment (which will adjust your attributes and
grant you a skill rank).

Life Point Spend: Choose both your social class and home
environment.

DECISION FIVE-YOUTH EVENT
Experience a random event that defines your youth.

Life Point Spend: Choose a specific result or, after your initial
roll, reroll the result.
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DECISION SIX—-EDUCATION
Determine your education. Adjust your attributes, gain skill ranks,
gain a signature skill, gain a talent,and gain equipment.

Life Point Spend: Choose your education.

DECISION SEVEN-RADOLESCENT EVENT
Gain a character trait based on a random event during your
adolescence.

Life Point Spend: Reroll the random result or, with GM approval,
pick your event.

DECISION EIGHT —CAREERS

Work two, three, or four career phases. Your first career will increase
your attributes. ALl of your careers will grant you multiple skill
ranks, a talent,and equipment. Gain additional signature skills

up to a maximum of three. Increase your Earnings for particularly
profitable jobs and experience career events with various effects.
You start Decision Eight at age 18 and you will gain 1d6+1 years of
age per career phase.

Life Point Spend: Pick a basic career, roll on your faction's career
table, or change your faction. You can also spend 1 Life Point to
undertake a third or fourth career phase. Or you can choose to be
Unemployed and gain 1 Life Point.

DECISION NINE—-FINAL CUSTOMISATION
Gain two Infinity Points, additional skill ranks, a talent,and (if you
don’t already have one) a character trait. Calculate your starting
assets, stress, and bonus damage. Purchase gear. As an optional
rule, determine the effects of aging.

Life Point Spend: Purchase additional Infinity Points, assets, skill
ranks, or languages. Change one of your character traits.
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SKILLS ON THE LIFEPRATH

At various Decision points on the Lifepath, a
character will have skills either assigned or chosen.
The first time a skill is awarded to a character it
should be assigned as an Expertise bonus, after
which additional training can be assigned to either
Expertise or Focus up to a maximum training of
three each. A character’s Focus in a skill cannot
exceed their Expertise.

If a character has gained a signature skill, Expertise
and Focus in that skill can both be trained up to a
maximum of five each.

During the Lifepath, you may not select the same

skill twice from one set of options at the same time.

At any point during the Lifepath where you are
allowed to select a skill from a list of Llimited
options (including a list of one), you can choose to
spend 1 Life Point to instead choose a skill not on
that list.

TAHLENTS ON THE LIFEPRATH

Talents are specialised uses of certain skills, or the
tricks of the trade a character has learned over the
course of their career. Each skill has a unique talent
tree associated with it, for example:

ANIMAL HANDLING

RECOGNISE CUES SYMBIOSIS

FIRM HAND

ANIMAL HEALER

SMELLS RIGHT

Talents are acquired from the top down, meaning a
character must acquire the topmost talent before
those deeper in the tree become available. During
the Lifepath, if the same talent is awarded a second
time, the player may instead select another talent
from the skill’s tree that they're eligible for. Their
hard work and training has paid off!

TRAITS ON THE LIFEPRTH

Traits are a way to portray a character’s failings,
weaknesses, and foibles, but they are often things
that will enhance the experience of playing them:
the headstrong soldier who rushes in first, the
tactless politician, the boastful thief. Traits also
give players a chance to claim Infinity Points
when they trigger their trait and GMs can invoke
them to create complications. Interesting things
happen when character traits come into play,and

they should be seen as an opportunity, not as a
disadvantage.

At any point during your Lifepath, you may spend 1
Life Point to change one of your character traits or
add a new one. Describe how that change in your
life happened (perhaps with the old trait somehow
being transformed into the new trait).

ASSETS AND EARNINGS

Assets are a broad measure of the resources a
character can call upon to achieve financial- or
reputation-based tests. It includes cash-in-hand,
savings, jewellery, deeds, inheritances, and other
easily defined assets, but it can also include more
conceptual resources like favours, secret contacts,
blackmail, and family bonds. Most items, weapons,
gear, or services a character may wish to acquire
will require them to spend Assets if they are expen-
sive enough. Your character’s starting Assets will be
equal to their final Personality score (and will be
determined at the end of the Lifepath when that
score is known).

Earnings represent a character’s income, usually
tied to a recurring or reliable resource stream
(such as drawing a salary, receiving dispensation,
regular stock dividends, freelancing contracts,
and so on). Your character’s Earnings begins at

0, but may be increased by various events on

the Lifepath. There is no cap on a character’s
Earnings and characters are free to reach for

the stars in the iota-scarcity economy of the
Human Sphere.

Debts incurred during the Lifepath may not be
negated with Assets received during character
creation. They must be roleplayed, and dealt with,
through gameplay.

The use of Earnings and Assets during play is
described in Part IV: Gear (p. 327).

TRANSHUMAN CHRARACTERS

The technology of the Human Sphere allows people
an unprecedented ability to alter,adapt, and even
swap their bodies.

Implants and Grafts: Some forms of biotechnology
and cybertech are designed to be used at any time
during a person’s life. This can even include radical
physical alterations like the Runihura super-soldier
program or the genetic antagonistic therapies used
to create chimera. These can be purchased like any
other type of equipment, typically during Decision
Nine: Final Customisation.

Bioengineered Bodies: In some cases, bodies
are genetically engineered before birth or at a
very young age. Basic genetic tweaking can be

Signature Skill,p.75:

Signature skills represent areas
where a character particularly
excels. Once selected, signature
skills cannot be changed.

Triggering Traits — p. 35

Invoking Traits — p. 35

PLAYTEST TIP

CHRARACTER
TRAITS

Each trait is a single word

or short phrase, describing
something important about
the character. When a trait

is created, the player and

GM should discuss what it
specifically represents for the
character,and how it might
influence or complicate their
lives. It's important that both
player and GM have a common
understanding of what each
trait means.

EXAMPLE

SKILLS ON THE
LIFEPRTH

During a career phase, Gonzalez
becomes a Bodyguard. This
allows his player to pick two
skills from the List of Discipline,
Lifestyle,and Pilot. Gonzalez
loves to fly, so he picks Pilot.
He can’t pick Pilot again
(because he can't pick the
same skill twice), so Gonzalez’
player decides that he’s picked
up a few tips by hanging
around with the PanOceanian
hypercorp exec he’s guarding
and he chooses Lifestyle as
his second skill. After finishing
the rest of his career decisions,
Gonzalez decides to repeat the
Bodyguard career. Now he can
pick Pilot for a second time
(because this is a different
decision point). This time,
however, Gonzalez’ player
decides to spend 1 Life Point
and pick Spacecraft for his
second skill. (Even though the
skill doesn’t appear on the
elective list for the Bodyguard
career, the Life Point spend
allows him to do that.)

AY
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OPTIONAL RULE

POINT BUY
CHRARACTER
CRERTION

With the GM’s permission, a
player who wants to design a
specific character without any
of the random elements of the
Lifepath System can choose
to receive 12 Life Points. This
will give them enough to get
exactly the role they want
with two career phases. This
is an all-or-nothing choice,
however: Players using point
buy character creation do

not generate any random
elements for their characters.
(This does not prevent them
from hazarding a career.) Any
leftover Life Points are lost
and may not be traded for
Assets, Skills, Infinity Points, or
other resources at the end of
character creation.

EXAMPLE
BIRTH HOST

Melissa decides that she
wants to play a smart, stealthy
character. She lowers Brawn
from 7 to 6 and increases
Intelligence from 7 to 8. She
also pays 1 Life Point to
increase her Agility from 7 to
8.She rolls 1d20 to determine
her alien heritage and, with a
roll of 16, discovers that her
character has been born human.
She notes that her Birth Host
has Agility +1, Brawn -1, and
Intelligence +1.

PLAYTEST TIP
LIFE POINTS

Remember! You receive 5 Life
Points at the beginning of
character creation.

represented by spending Life Points to improve
your attributes during Decision One: Birth Host.

Lhosts: At several points during their Lifepath, you
may discover that your character has died. Don’t
worry! They'll have been Resurrected from their
Cube. Such characters inhabit Lhost bodies, as
described on p. 54. Other characters inhabiting
Lhosts include aspects of ALEPH and Recreations.

Aliens: In Decision One: Birth Host, you may discover
that your character belongs to one of the many
alien species who inhabit the universe of Infinity.

At the beginning of the Lifepath, all of the
character’s attributes (Agility, Awareness, Brawn,
Coordination, Intelligence, Personality, Willpower)
begin at 7. This represents the human average in an
era of advanced medical science which has filtered
out genetic disparities and physical disabilities.

A player may voluntarily lower any number of
attributes by one point (to @ minimum of 6) and
assign these points to other attributes (to a max-
imum of 8).

Once they've finished adjusting their attributes,
players can then spend Life Points to raise an
attribute by one point for each Life Point spent. No
attributes can be raised higher than 10 in this way,
and any attributes above 8 usually represent some
form of genetic tweaking or similar modification.

These decisions must be made now. Points cannot
be swapped between attributes and Life Points
cannot be spent to increase attribute scores later in
the Lifepath.

BIRTH HOST

Once you have finalised your attributes, determine
the attribute modifiers of your Birth Host by
subtracting the base value of 7 from each attribute
and record the modifiers in the Host section of your
character sheet. (You can also list your current host
as “Birth”) Later events on the Lifepath may further
modify the character’s attributes, representing how
they grow and develop over time, but these initial
values represent the natural capacities of the
character’s body at birth.

This distinction between innate capacity and
the expertise gained through training becomes
important if the character later switches bodies
(see p. 54).
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ALIEN CHRARRACTERS

The universe of Infinity is filled with non-human
species: Dogfaces and Helots work side-by-side
with humanity. The Tohaa are our allies in war. The
Shasvastii, Morat, and Antipodes are our bitter ene-
mies. While any of these species have the potential
to become player characters, the Lifepaths for most
alien characters will be radically different from
those experienced by citizens of the Human Sphere.
These specialised Lifepaths will appear in the
appropriate supplements for Infinity.

Born from human wombs and almost always

living their lives in human communities, however,
Dogface characters can be generated using just the
core Infinity Lifepath system.

Determining Alien Heritage: Roll 1d20. On a roll of
19 or 20, your character belongs to an alien species.
(For the purposes of the core rulebook, this means
that youre a Dogface.) If you roll an alien heritage,
you can instead choose to spend 1 Life Point

to be human.

Alien Host: Each alien species has a template. (For
example, see the Dogface template on the facing
page.) Apply the species’ attribute modifiers to
both your attributes and the Host section of your
character sheet. Make note of any special abilities
possessed by the species.

Alien species also have a Life Point cost. You can
choose to pay this cost in order to simply choose
the species, but the cost must be paid even if you
randomly roll into it. (If the cost cannot be paid, the
character is considered human.)

DECISION TWO
FACTION AND

HERITHGE

Where were you born and to which faction do you
owe allegiance? Your faction is the political faction
you currently belong to. Your heritage is the faction
you were born into.

For most characters, faction and heritage will be
the same thing: If you're born in Yu Jing, you’ll
generally remain a loyal Yu Jing citizen for your
entire life.

STEP ONE: DETERMINE FRCTION
Roll 1d20 and consult the Faction Table. Except as
noted below, this single roll will determine both
your faction and your heritage. You may pay 1 Life
Point to pick the results (including having a differ-
ent faction and heritage if you wish).
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Additional events later in your Lifepath may change
your faction, in which case your original faction
becomes your heritage.

FACTION TABLE

D20 FACTION/HERITAGE

1-2 Ariadna

3-4 Haqgislam

5-6 Nomads

7-8 Yuling
9-10 PanOceania
11-12 Corporation
13-14 Submondo
15-16 Mercenary

17 Minor Nation

18 0-12

19 ALEPH

20 Defection (Roll Again Twice)

Corporation / Submondo / Mercenary: If rolled
as a faction, immediately reroll to determine your
heritage. If rolled as a heritage, reroll.

ALEPH: If your heritage is ALEPH, you can choose
to either be an ALEPH Aspect or a Recreation. See
the sidebars on p. 42. (If your current faction is
ALEPH but you have a different heritage, then you
are merely loyal to the Al.)

Defection: You have defected from your faction of
birth. Roll again twice —once to determine your
faction and once to determine your heritage. If you
get the same result on both rolls, then you remain
loyal to your faction but, for some reason, your fac-
tion believes you have betrayed it (or has otherwise
disowned you). If you roll defection again, it means
you’ve swapped factions multiple times: Continue
rolling to track your character’s spotted history, but
only the first faction rolled (your heritage) and the
last faction rolled (your current faction) will be
significant for the rest of the Lifepath system.

STEP TWO: FACTION SKILLS

Consult the Faction Skills Table and refer to the two
skills listed for your current faction. Add one rank of
Expertise to each skill, then select one of the skills
to become your first signature skill. This signature
skill gains one rank of Focus and the first talent on
its talent tree.

ATTRIBUTES
AWARENESS =

AGILITY -
INTELLIGENCE | -

BRAWN -
WILLPOWER -

COORDINATION | —
PERSONALITY | -

Claws: Melee, 1+2Q® damage, Subtle 1, Vicious 1
Scent: Dogfaces have an extraordinary sense of smell. When making an
Observation test or any other skill test in which scent would play a factor, the
Dogface gains +2d20.
Transform: When a Dogface suffers a Wound, they must succeed on a Discipline
(D1) test. On a failure, they transform into their Dog-Warrior form. The Dogface
can choose to voluntarily fail this check (although this does not count as a fail-
safe test). When in Dogface form, they gain the following traits:
e +2 Brawn, +2 Agility
¢ +1 soak against attacks dealing Vigour damage
« Transformation while wearing human-sized armour inflicts 2+3@ damage and
will render the armour in need of repair. (See Dogface Armour, p. 342.)
¢ Upon transformation, immediately recover all Vigour.
e Gain the character trait Dog-Warrior.
¢ Monstrous: A Dog-Warrior has considerable bulk and mass. Increase the
difficulty of tests where great size or weight would be problematic by one step.
Monstrous creatures are not required to brace Unwieldy weapons and can use
two-handed weapons in one hand without difficulty or penalty. They may spend
1 Momentum to add Knockdown to all of their melee attacks for a turn.
 Snarling Beast: All Personality-based tests that are not based on intimidation
are made at +2 difficulty. This penalty does not apply to other Dogface
characters.
¢ Super-Jump: The Dog-Warrior gains one rank in the Catfall talent. They can
also vault over obstacles up to their height without penalty. This also reduces
the difficulty of skill tests to move through difficult terrain by one step.
« Fatigue: At the end of the current encounter or scene, the Dogface returns to
their normal form and suffers from the Fatigued condition.
Lifepath Special Rules: In Decision Two, unless you roll “Defection” you belong to
the Ariadna faction. (If you roll “Defection”, roll again twice normally: It’s possible
you're the incredibly rare Dogface who was born somewhere other than Dawn.)
Life Point Cost: 3

FACTION SKILLS TABLE

EXAMPLE
FACTION FACTION SKILLS FRACTION AND
Ariad Survival Medici HERITAGE
fladna urvival, Medicine Melissa rolls 1d20 on the
Hagqislam Medicine, Education Faction Table and gets 15.
Nomad Hackina. Extraplanet. That means her character is a
omaas acking, txtraptanetary Mercenary and she immediately
PanOceania Tech, Lifestyle rerolls to determine her
Yu ling Tech, Education h?rltage.Wlth a roll of 9 she
discovers she was born in
Corporation Lifestyle, Persuade PanOceania. Turning to the
Sl Observation, Thievery Faction Skills Table, she checks
the entry for Mercenary (her
Mercenary Athletics, Survival current faction) and gains
Minor Nation Education, Pilot EXpert'Sej L bedn il
and Survival. She then
0-12 Education, Persuade chooses Athletics as her first
ALEPH Analysis, Education signature skill, gaining Focus

1 in the skill and the Rigorous
Training talent.
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ALEPH ASPECTS

Fragments of ALEPH known as Aspects are sometimes given
enough functional autonomy to be considered individual charac-
ters despite their connection to ALEPH’s greater consciousness. (In
some rare cases, these Aspects become completely separated from
ALEPH. These renegade Aspects, however, are effectively independ-
ent — and therefore outlaw - Als. Many of them hide by disguising
themselves as resurrected humans.) If the Lifepath reveals that you
are an ALEPH bioform, then the artificial nature of your “birth” will
colour the rest of your Lifepath.

Host: Change your current host from “Birth” to “Custom Lhost” and
gain the Inured to Disease special ability (p. 418). (Your attributes
do not change under the assumption that the values selected in
Decision One: Birth Host represent the custom body ALEPH created
for you. Similarly, if you were determined to have an Alien Heritage
and are also an ALEPH Aspect, you can assume that ALEPH has
designed an alien-like body for you.)

Decision Three: Instead of determining a homeworld, pick any two
attributes and increase them by one each. Pick any skill and gain
one rank in it. Then roll five times on the Random Languages Table.

Decision Four: If your faction is ALEPH, then your Social Status
is Elite (and you gain the normal benefits for that Social Status).
If your faction is not ALEPH, then you have become a renegade

and you determine your Social Status normally. Roll your Home
Environment normally. Although this doesn’t, of course, describe
how you were ‘raised”, it does give some indication of which “fla-
vour” of ALEPH’s personality youre predisposed to.

Decision Five: On the Event Table, interpret any result involving
your “family” as “Bureau Toth”. (For example, a result of “parents
killed” would mean that Bureau Toth agents you were involved
with were killed.) Similarly, interpret any event resulting in you
contracting a disease as being a quantronic virus.

Decision Six: Roll your Education normally. This represents the skill
loadout that the Aspect was imbued with when it was created.

Decision Seven: See Decision Five (above).

Decision Eight: Careers are resolved normally. These are actual life
experiences of the Aspect, possibly representing whatever purpose
it was originally instantiated for. (In the special case of a Bureau
Toth career, it can be assumed that this represents an Aspect work-
ing in close conjunction with Bureau Toth. They gain the benefits of
the career normally.)

Decision Nine: Complete this step normally, except that Lhosts are
immune to aging.

ALEPH RECRERATIONS

ALEPH is also responsible for the Recreations,a combination

of innovative biogenics and experimental Cubes. Hosted in
sophisticated Lhosts, Recreations are faithful simulations of the
personalities of important historical figures, although their skills
have been adapted to the modern age so they can work as diplo-
mats, soldiers, spokespeople, and artists.

If the Lifepath reveals that you are a Recreation, change your current
host from “Birth” to “Custom Lhost”. (Your attributes do not change
under the assumption the values selected in Decision One: Birth Host
represent the custom body ALEPH created for you.) Then roll again on
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the Faction Table to determine which faction ALEPH created you
for. Gain a 50 Asset debt, owed to whoever funded your creation.

You can then complete the Lifepath normally, although the results
of the Lifepath should be interpreted as representing the simu-
lated reality or false memories that ALEPH used to create you.

Alternatively, with the GM’s permission, you could choose an actual
historical personality and use the optional point buy character
creation (see sidebar on p. 40) to craft ALEPH’s interpretation of
that specific person.
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DECISION REE:
HOMEWORLD / HOMELAND

Roll 1d20 and consult the Homeworld/Homeland LINGUR QUANTRONICRH

Table for your heritage to determine where you There is no single ‘common tongue” or lingua franca in
were born (and most likely grew up). You may the Human Sphere. English, Yujingyu, and Spanish are
spend 1 Life Point to pick the result. all common, but not universal. It’s quite possible for
a table full of players to end up with characters who CURREGIDDRHN
After you’'ve determined your homeworld or home- can't talk to each other. Fortunately, the quantronic gog:iifgijngri;riziov]:/ith
land, make the following adjustments: revolution has largely made this irrelevant: Your aphealthy dose of Lgan V\;OFdS
» Add the language(s) listed to your list of fluent comlog can translate other languages in real-time, from English and Swahili.
languages. making it simple to talk to people even if you don’t
* Increase the two listed attributes by one each. share a common tongue. (Unless, of course, your
 Gain one rank in the listed skill. systems are offline for some reason.)
ARIADNA HOMELAND TABLE
REGION LANGUAGE ATTRIBUTE ATTRIBUTE SKILL
1 Antipodean Wilds Antipode creole (Snarl)* Willpower Brawn Animal Handling
2-6 (Caledonia English (Scots)* Agility Brawn Resistance
7-10 Merovingia French* Personality Brawn Lifestyle
=15 Rodina Russian (Kazak)* Agility Brawn Discipline
16-20 USAriadna English (American)* Coordination Brawn Survival
HAQQISLAM HOMELAND TRABLE
REGION LANGUAGE ATTRIBUTE ATTRIBUTE SKILL
1-3 Bourak (Funduq Sultanate) Arabic, Turkish Intelligence Willpower Lifestyle
Bourak (Iran Zhat al . . )
4-6 Amat Shanate) Arabic, Farsi Awareness Willpower Persuade
7-9 Bourak (Gabgar) Arabic, Kyrgyz Brawn Willpower Survival
10-12 Bourak Arabic* Personality Willpower Science
Caliphate)
13-14 Bourak (Islands) Arabic* Agility Willpower Persuade
15-16 Caravanserai Arabic” Awareness Willpower Extraplanetary
17-18 Paradiso Arabic* Agility Willpower Survival
19-20 Sol g Random* Coordination Willpower Pilot
Languages Table
NOMAD MOTHERSHIP TABLE
REGION LANGUAGE ATTRIBUTE ATTRIBUTE SKILL
1=5 Bakunin German, English Willpower Agility Science
b . Corregidoran or Swahili (choose one), i :
6-10 Corregidor English or Corregidoran (choose one) Brawn Agility Resistance
11-15 Tunguska Russian, English Intelligence Agility Lifestyle
16-17 Human Edge Roll on Random Languages Table* Willpower Agility Tech
18-19 Commercial Mission Roll on Random Languages Table* Intelligence Agility Pilot
20 Sol/Sol Orbitals Roll on Random Languages Table* Willpower Agility Extraplanetary
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PANOCERANIR HOMEWORLD TABLE
ATTRIBUTE

REGION LANGUAGE
Acontecimento Hindi, Punjabi, or Portuguese (choose one) and Spanish
Neoterra English, Hindi, or Italian (choose one) and Spanish
Varuna Spanish, Malay
Sol Roll on PanOceanian/Sol Languages Table*

Paradiso Spanish or English *

Human Edge Spanish or English*

Svalarheima English or German (choose one) and SvalarNorse

Willpower
Awareness
Brawn
Willpower
Personality
Agility
Willpower

ATTRIBUTE SKILL
Intelligence Animal Handling
Intelligence Lifestyle
Intelligence Athletics
Intelligence Extraplanetary
Intelligence Survival
Intelligence Tech
Intelligence Survival

D20

6-10
11-15
16-17
18-19
20

YU JING HOMEWORLD TABLE

REGION LANGUAGE
Shentang Yujingyu and roll on Regional Yu Jing Languages Table
Yutang Yujingyu
Sol (Chung Kuo) Yujingyu and roll on Regional Yu Jing Languages Table
Paradiso Yujingyu and roll on Regional Yu Jing Languages Table
Svalarheima Yujingyu
Human Edge Yujingyu

ATTRIBUTE

Intelligence
Intelligence
Willpower
Personality
Willpower
Agility

ATTRIBUTE SKILL
Awareness Lifestyle
Awareness Lifestyle
Awareness Extraplanetary
Awareness Survival
Awareness Survival
Awareness Tech

MINOR NATIONS HOMEWORLD TABLE
ATTRIBUTE

REGION LANGUAGE
Earth Roll on Random Languages Table*
Lunar Colonies Roll on Random Languages Table*
Venusian Aerostats Roll on Random Languages Table*
Mars Roll on Random Languages Table*
Jovian Colonies Roll on Random Languages Table*
Orbitals Roll on Random Languages Table*
Human Edge Roll on Random Languages Table*

Intelligence
Intelligence
Willpower
Personality
Willpower
Agility
Willpower

0-12 HOMEL.AND TRABLE

ATTRIBUTE SKILL
Awareness Lifestyle
Awareness Lifestyle
Awareness Extraplanetary
Awareness Survival
Awareness Survival
Awareness Tech
Awareness Survival

7-12
13-18
19-20

REGION LANGUAGE
Concilium Spanish*

Concilium English*

Concilium German®

Concilium Roll on Random Languages Table*

ATTRIBUTE

Intelligence
Intelligence
Intelligence

Intelligence

ATTRIBUTE SKILL
Personality Persuade
Personality Persuade
Personality Persuade
Personality Persuade

*Roll again on your Homeworld/Homeland table to determine a second language you're fluent with. If you roll the same result, that’s the only language you're fluent with.

44

PART |: CHARACTERS




THE ROLEPLAYING GAME

\
ES

PANOCERNIR/SOL RANDOM LANGURGES
LANGURAGES

D20 LANGUAGE
D20 LANGUAGE . EXAMPLE
1 Yujingyu
1-2 Roll on Random Languages Table ; HOMEWORLD
: 2 Spanish Because her heritage is
5-4 English 3 English PanOceanian, Melissa rolls
5—6 Portuguese e 1d20 on the PanOceania
4 Hindi Homeworld Table. She rolls
7-8 German 5 Arabic 20, which means she’s from
9-10 Italian Svalarheima. Her character
6 Portuguese can speak SvalarNorse and (at
11-12 French 7 Russian Melissa’s choice) German. She
13-14 EiliDi also increases her Intelligence
tupino 8 Japanese and Willpower by one point
15-16 Hindi 9 Punjabi each (to 9 and 8, respectively).
_ Finally, she gains a rank in
e AR 10 German Survival. Because she already
19-20 Spanish 11 Javanese has Expertise 1 in Survival, she
19 Mal could choose to increase either
atay her Expertise or Focus in the
REGIONAL YU JING 13 Vietnamese skill. She chooses to increase
LANGURGES 14 Korean her Focus to 1.
D20 LANGUAGE 15 [
1 Roll on Random Languages Table 16 Tuds
2-4 Yujingyu 17 [talian
5-6 Japanese 18 Thai
7-8 Korean 19 Farsi
9-10 Laotian 20 Roll Again Twice
11-12 Thai
13-14 Mongolian
15-16 Uyghur
17-18 Cantonese
19-20 Roll Again Twice

I
’:
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EXAMPLE
STATUS

When she discovers that her
character — who she’s decided
is named Cassandra —was
raised on Svalarheima, Melissa
has a very strong image of what
her childhood was like. She
decides to spend 1 Life Point
to choose an Upper social class
in a Frontier Life. As a member
of the Upper class, she gains
one point of Agility and has

an Earnings of 4. Coming from
a Frontier Life, she gains one
point of Brawn and gains one
rank of Resistance. (Since she

didn’t previously have the skill,

she has to take this rank as
Expertise 1.)

EXAMPLE

YOUTH EVENT
On her first roll on the Youth

Event Table, Melissa gets a 20.

So she rerolls on the table
twice, getting results of 2 and
11 on a d20 and then results
of 4 and 1 on a dé6. Cassandra
has witnessed an assassination
(2,4) and discovered a family
secret (11,1). Keen to merge
the two results, Melissa decides
that Cassandra’s mother was a
government assassin and that
she witnessed her assassinate
a defector who was selling

surveying data to Yu Jing.
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DECISION FOUR: STHRTUS

Now that you know where you were born and
raised, let’s find out more about how you grew up.
What were your economic circumstances? What
was life like and what type of people were you
surrounded by?

You may spend 1 Life Point to pick the result
on both the Social Class Table and the Home
Environment Table.

STEP ONE: SOCIAL CLLASS

Roll 2d6 and consult the Social Class Table. Increase
the listed attribute by one point and set your
Earnings equal to the number shown.

The wonders of the quantronic revolution have
pushed the Human Sphere to the cusp of a
post-scarcity economy. The resulting realignment of
social classes, and the lives they lead, can be diz-
zyingly different from what you might expect. Here
are some short descriptions to help orient you.

Underclass: Although it’s become incredibly difficult
for true poverty to exist, there are some people
who slip through the cracks. (PanOceanians will
talk about the tragic conditions of backcountry
Ariadnans, but Yu Jing would be quick to point to
the Ateks in PanOceania’s own backyard. Elsewhere
there are minor nations and small habitats in
places like Human Edge.)

Demogrant: The demogrant is a basic income guar-
anteed to every member of the major powers (and
most of the minor powers, too). The immense man-
ufacturing capacity of dedicated nanoassemblers
combined with the rich resources available to an
automated, interstellar civilisation make it possible
for all citizens to enjoy a more than comfortable
standard of living.

Middle: Most of humanity is living in a golden

age of luxury. It’s easy for people to be part of the
middle class while working twenty hours a week or
less. The large middle class is constantly seeking
out activities both real and virtual to fill their

idle hours.

Upper: This is a life of utter affluence. For the

rich of the Human Sphere, thought has become
the equivalent of action and desire can be
instantaneously met by reality. For the upper class,
the physical world can trivially transform itself
almost as easily as the virtual playgrounds of the
middle class.

PART |: CHARACTERS

Elite: The vast wealth of the elite creates specialist
micro-cultures that cater to their needs, a market
of ultra-luxury goods and bespoke items that are
casually created on demand, and a plethora of body
modifications unheard of in previous ages. Their
lives, swaddled in advanced domotics, are virtually
effortless, like endless theme park rides that are
malleable to their will.

Hyper-Elite: The hyper-elite flit across interplan-
etary distances or rule over de facto fiefdoms
rendered in their own image. Their control over
their physical reality is almost unlimited, allowing
them to realise their ultimate fantasies in flights
of whimsy.

SOCIAL CLLASS TABLE

2D6  SOCIALSTATUS ATTRIBUTE EARNINGS

2 Underclass Willpower 1
3=5 Demogrant Personality 2
6-8 Middle Willpower 3

9-10 Upper Agility 4

11 Elite Personality 5

12 Hyper-Elite Willpower 6

STEP TW0O: HOME ENVIRONMENT
Roll 1d6 and consult the Home Environment Table.
The result most likely describes your parents and
immediate family, but not necessarily. (For example,
if you had a Violent childhood it’s possible that
your parents were loving, but your neighbourhood
was filled with gangs. If you grew up in High
Society but your Social Status was Demogrant, then
your family may have worked as servants.)

Increase the listed attribute by one point and gain
one rank of training in the listed skill.

HOME ENVIRONMENT TABLE

D6 ENVIRONMENT  ATTRIBUTE SKILL
1 Happy Home Personality Education
2 Violent Brawn Acrobatics
3 Frontier Life Brawn Resistance
4 Rebellious Awareness Pilot
5 Regimented Coordination ~ Discipline
6 High Society Willpower Lifestyle
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DECISION FIVE: YO

Roll 1d20 and 1d6 and reference the Youth Event Table
below. Each event indicates a massive impact on your
youth. It might be something you've long since put
behind you or it may still be the core of your later life,
but either way,you'll want to use the simple description

YOUTH EVENT TABLE

VEN

as a springboard for your imagination and detail exactly
what happened.

You can spend 1 Life Point to choose an Event from
the table or, after your initial roll, to reroll the result.

D20 EVENTTYPE 1 3 4 5 6
1-2 Witnessed perjury a murder police corruption assassination high level corruption ~ a secret pregnancy
3-4 Witnessed embezzlement a violent crime long-term abuse cybercrime ba; k.r pomedy political corruption
eing made
5-6 Involved in an accident a shooting a transit disaster police action a scandal mass arrests
7-8 Involved in asuicide narcotics sale Resurrection Lottery faking a suicide a cover-up smuggling
9-10 Discovered religion asuicide a fandom a secret an infiltration elite hypocrisy
11-12 Discovered a family secret a body a valuable secret sexual attraction  personality tampering a scandal
13 Family Change 1+ 6@ siblings parents killed parent walks out kidnapped (R population relocation
resurrected
14 Family Change divorce sibling killed at gained an ' parents incarcerated family member’s moved to a
ayoung age extended family Cube corrupted new planet
. - . . . . appeared on a
15 Media Fad joined a popular joined a radical got |nvolveq in established Maya addiction popular Maya
movement movement life-streaming Arachne nodes b
roadcast
16 Succumbed to propaganda social exclusion ascam personality tampering boredom brainwashing
escaped the had brush with gained enemy gained contact gained mentor joined Submondo

17 Social Contacts

neighbourhood opposite social class  (roll on Faction Table) (roll on Faction Table) (roll on Faction Table) faction
18 Special gain a 1 Asset debt Cube destruction Cube theft changed social class Gain 1 Asset Defection!
19 Special learned a new gained bla_ckmall biological/chemical . rad!cal . serious genetic Died!
language material weapons biomodification illness
20 Reroll Twice and Combine Results

. SPECIAL YOUTH EVENTS

Gain a 1 Asset Debt: You owe someone a debt worth one Asset.

Cube Destruction: The Cube used to store your personality has
been destroyed (or perhaps you never had one to begin with). You’ll
begin play without a Cube and, if you want to have one implanted,
you’ll need to figure out some way to pay for it.

Cube Theft: Your Cube or the data on your Cube was stolen. Who
took it? Do they still have it? What have they done with it?

Changed Social Class: During your youth, your family experienced
a shift in their economic status. Roll on the Social Class Table and

change your Social Status and Earnings to the new value.

Gain 1 Asset: You've gained 1 additional Asset. Add this Asset to
your total Assets at the end of character creation.

Defection: You've switched to a new faction. Roll on the Faction Table.

Learned a New Language: Roll once on the Random Languages Table.

Gained Blackmail Material: You have been given proof that a person
or organisation has committed misdeeds against another. You can
roll twice on the Faction Table (p.41) to determine which factions
the two parties belong to. Either party will grant a favour for

the evidence.

Biological/Chemical Weapon: You were exposed to some form of
biological weapon. Reduce one attribute of your choice by one point.

Radical Biomodification: You gain a Cosmetic Augmentation 3 (see
p. 366). Describe how your body has been transformed.

Serious Genetic Illness: You suffer from a serious genetic illness
(either inherited or teratogenic). Reduce one attribute of your
choice by one point. A cure is possible, but it's expensive and will
cost 5+5@ Assets. Each Effect rolled on the @ reduces an attribute
by an additional point.

Died: Your character died and was resurrected. See the rules for
Resurrection on p. 54.

LIFEPATH SYSTEM

N\




BRNCO'R Y US BEL Lic

4

— b
I

00= 1ING0 T 9=

EXAMPLE
EDUCATION

Melissa rolls 15 on the
Education Table, discovering that
Cassandra’s mother shipped her

off to a military academy after
she witnessed the assassination.
She gains two points of Brawn
and one point of Agility, but her
Intelligence decreases by 1. She
gains one rank in each of the
mandatory skills — Acrobatics,
Athletics, Ballistics, Close
Combat, and Observation. Since
she didn’t previously have ranks
in most of these skills, she
gains Expertise 1 in them. She
previously had Expertise 1 and
Focus 1 in Athletics, however,
and although she would have
liked to gain an additional
point of Focus, that would

make her Focus higher than her
Expertise and so she can’t. She
instead increases her Expertise

DECISION SIX: EDUCHTION

As we move into the next phase of your life, you may
discover that your Lifepath has taken you abruptly in
a new direction. Think about how your Youth Event
may have precipitated this change, or perhaps it was
the last memory you had of your old life.

On the other hand, perhaps your young adulthood
will simply flow naturally out of everything you’'ve
experienced before. Does that make you feel
trapped? Are you comfortable with the path that
fate (or your family) has set for you?

To determine the type of Education your character
received, roll 1d20 and consult the Education Table.

You may spend 1 Life Point to pick your education.
Once you’ve determined your Education, check the
Education Benefits tables.
¢ Increase one attribute by two points.
¢ Increase one attribute by one point.
e Decrease one attribute by one point.
¢ Gain1rankoftraining inall of the mandatory skills.
« Choose two of the three elective skills and gain
1 rank of training in each.
¢ Choose one of the skills (either elective or man-
datory) gained from your Education to become a
signature skill. Add 1 rank of training to this skill
and take a talent from its talent tree.
¢ Gain the equipment (if any) indicated.

EDUCATION TRBLE

D20 EDUCATION EXAMPLE
1 Grew Up on the Streets
2-3 Rural/Colonial Education
4-5 Creative Education
6-8 White Collar Education
9-11 Technical Education
12-14 Scientific Education
15-17 Military Training
18-20 Orbital Training

Lazareto district, Atek shanty town, Merovingian urchin gang

Commercial Mission, Acontecimento Farmer, Svalarheima Career Prep

LoroLocco Youth Program, Maya Virtual Academy, Atek artist apprenticeship

Tunguska internship, Startecto Corporate Academy, Haqgislamite guild apprenticeship
Amaravati Institute, Hagq Mutazilite Academy, Imperial Service

Black Laboratories, Espiritu Santo University, Talawat University

Yu Jing military academy, Alguaciles Tour, Highlander clan

Caravanserai academy, Corregidor station education, Saturn Star Academies

EDUCATION BENEFITS-MANDATORY

to 2.

EDUCATION +2 +1 =il MANDATORY SKILLS
Her elective skills for Military - . o . . .
Training are Command, Grew Up on the Streets Agility Brawn Intelligence Discipline, Observation, Resistance, Stealth, Survival
Education, and Tech. She Rural/Colonial Awareness Brawn Personality Education, Pilot, Resistance, Survival, Tech
driziaties Bcleilon g Tady, Creative Personality ~ Willpower Brawn Discipline, Education, Lifestyle, Observation, Persuade
gaining Expertise 1 in each. . : : . .
Now she can select her second White Collar Awareness Personality Brawn Education, Lifestyle, Observation, Persuade, Stealth
signature skill: Once again Technical Awareness  Intelligence Willpower Education, Observation, Pilot, Tech, Thievery
she would like to increase T " . . ; . -
her Athletics skill, but can't Scientific Intelligence Awareness Personality Education, Llfestyle, PlFot, Tech, Med|C|ne
because it’s already a signature Military Brawn Agility Intelligence Acrobatics, Athletics, Ballistics,
skill. Instead, she selects Close Combat, Observation
Ballistics, increasing her rating Orbital Training Intelligence ~ Awareness Personality ~ Discipline, Education, Pilot, Spacecraft, Extraplanetary

to Expertise 2 and gaining the
Marksman talent. Finally, she
adds a military dress uniform,
pistol,and knife to the Gear
section of her character sheet.

EDUCATION BENEFITS—-SKILLS AND GEAR

EDUCATION
Grew Up on the Streets
Rural/Colonial
Creative
White Collar
Technical
Scientific
Military
Orbital Training
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ELECTIVE SKILLS (PICK 2)
Athletics, Close Combat, Lifestyle
Animal Handling, Athletics, Observation

Analysis, Pilot, Tech

Command, Stealth, Thievery

Hacking, Lifestyle, Extraplanetary
Medicine, Science, Spacecraft
Command, Education, Tech

Lifestyle, Resistance, Tech

GEAR GAINED
Fake ID 1, Micro-Torch, Knife

Survival Kit, Survival Rations (x3), Nav Suite, Knife
AR Eye Implants or Cosmetics Kit, Recorder, 1 Asset
AR Eye Implants or Neural Comlog, Stims, 1 Asset

Powered Multitool, Repair Kit (with 5 Parts)

Analytical Kit (with 5 Reagents), Sensor Suite

Armoured Clothing (Dress Uniform), Pistol

Vac Suit (with Locational Beacon, 5 Oxygen Loads)
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At some point during your adolescence, you experi-  You can spend 1 Life Point to reroll or, with GM

enced a defining event which still shapes who you approval, pick your Adolescent Event. With your EXAMPLE
are today. Roll 1d6 to determine which Adolescent GM'’s permission, you could also design your ADOLESCENT
Event Table to use and then roll 1d20 to determine own event. EVENT

your Adolescent Event.

Based on your Adolescent Event, pick one character
trait. Each Adolescent Event has a suggested trait

ADOLESCENT EVENT
TABLES

With Cassandra’s education

complete and a military career
seeming likely, Melissa rolls on
the Adolescent Event Table. She

listed, but there are many traits you could have D6 TABLE gets 2 on her dé. Consulting
and you should feel free to pick any word or short 1-2 Adolescent Eventable/A S e A TG
. . her d20. Cassandra’s parents
phrase which feels appropriate. ) , )
34 Adolescent Event Table B are killed! Cassandra’s Social
Each Adol £ lso i . Leff Status is changed to Middle
ac olescent Event also lists an optional effect 5 g Adolescent Event Table C and she gains the character

which can be used to further customise your
character. You can choose whether or not to use the
optional effect, but if you do then you must resolve
the entire effect.

ADOLESCENT EVENT TABLE A

trait Orphan. She gains 6 Assets
from the generous Hexahedron
pension plan.

SUGGESTED
D20 ADOLESCENTEVENT CHARACTER TRAIT OPTIONAL EFFECT
- . You have a symbiotic organism attached to you that looks like a
You contracted an alien disease, spore, or macrovirus. It has been .
) . : - . . bad rash. It grants 1 bonus Momentum for Observation tests to
1 forced into remission but only a constant regimen of medication Alien Typhoid d ine whether there i hidden within cl b
keeps it tame. It doesn’t appear to be infectious (yet) .etermlnew eF S [ ENPUINS UL (EL I LTS G, b
: ’ increases the difficulty of all social skill tests by 1 step.
You were seriously injured and died on the operating table. You
were resuscitated but your Cube had a manufacturer’s glitch and . Gain 1 Asset in compensation and roll a new Youth Event. One of
2 . " ) Dual Identity )
memories/episodes of a Maya ever-caster became merged with your Youth Events is a fake.
your own.
While they were on a journey, your sibling vanished.No one
3 has ever discovered what happened to them, but you've been Missing Sibling Gain 1 rank in Analysis.
obsessed with figuring it out.
4 A stranger visited your home and spoke in hushed tones with a Shady Past Your family's surname is infamous amongst society’s elite. Your
family member. What did they talk about? y social skill tests amongst them suffer +2 complication range.
5 The personality of your geist radically shifted overnight. You Watched by the Al You may switch your faction to ALEPH at this time. You may also
gradually became aware that it has become an Aspect of ALEPH. y choose the Bureau Toth career freely for any of your career phases.
6 You ran away from home. Low Self-Esteem Reduce your Social Status by 1.
7 You said “yes” and someone you cared about got hurt. Weak Willed Social skill tests against you receive 1 ponus Momentum, but your
openness to adventure has paid off. Gain 1 Asset.
You may switch to the Submondo faction at this time. You may
After someone close to you was murdered, your family confessed A L BB NO=NY of your career
8 youw et . Criminal Connections  phases. You are often a suspect in police enquiries and all
to you that they were deeply involved in a criminal conspiracy. ey . ' . . . .
social skill tests with security or police services are increased in
difficulty by one step.
You are a prodigy and excelled at a particular skill from a very
9 young age. You could have been a talented musician or a math Bitter Gain 1 level of Social Status or 5 Assets. Alternatively, gain a
whiz. Regardless, your talent got a lot of attention in the media contact in media, academia, or the entertainment industry.
before you grew out of it.
10 You suffered a traumatic head injury. Slow Thoughts Reduce Intelligence by 1, but gain 1 rank of training in Discipline.
1 You got mixed up with the wrong people and were involved in a Criminal Record Spend 1d6 years in jail before starting your first career. Gain a

serious crime.

Criminal Record (see p. 54).
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ADOLESCENT EVENT TABLE A

D20

12

13

50

ADOLESCENT EVENT

Both your parents died in a mysterious accident. You were sent to
an orphanage.

You became friends with a powerful and important person. Is your
relationship with them still solid?

You were taken from your home at 4am. You heard shots and
never saw your family again.

You messed up and were arrested for a minor crime.

You had a terrible childhood accident.

You contracted colonial wasting disease.
Your body is intolerant to chemical substances.

Awoman in a conservative suit approaches you one day and
reveals what really happened to someone that you loved. Then
she asks what you want to do about it.

You died.

PART |: CHARACTERS

SUGGESTED
CHARACTER TRAIT

Orphan

Silver Spoon

Lost Family

Criminal Record

Disabled

Feel Every Punch

Allergies

Traitor

Cube Weary

OPTIONAL EFFECT

Reduce Social Status by one (minimum 1). Gain 1d6 Assets from
an estate left to you.

If you get a “Fired” result during Decision Eight: Careers you can
ignore it, but reduce your Earnings by one.

You have a mysterious benefactor who saved you,and you
grew up with family friends. Decrease your Social Status by one
(minimum 1), but gain a free reroll on a Career Event.

Spend one year in jail before starting your first career. Gain
Criminal Record (see p. 54).

All movement-related skill tests are one difficulty harder, but you
have gained a strong will. All Discipline tests are one difficulty
lower (minimum 1).

Reduce your Vigour by 1.

All Resistance tests for artificial substances are increased by one
level of difficulty. Serum provides no bonuses.

You defect to a new faction. Roll on the Faction Table on p.41
to determine your new allegiance.

Your character died and was resurrected. See the rules for
Resurrection on p. 54.
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ADOLESCENT EVENT TABLE B

D20

10

11

12

13

14

15

16

17

18

19

20

ADOLESCENT EVENTT

While on a spacewalk, your tether snapped and you were knocked
off-station.

Volunteering for “human tests” seemed like easy money. The
physical scars healed, but you've never really learned to control
your new ‘gift”

You were detained by national law enforcement. Although
ultimately exonerated, your records are still notated from the
incident.

You joined a Maya cluster and became obsessed with the
infowarrior subculture.

Your parents or guardians were unexpectedly fired by their
corporate employers and blacklisted.

Someone witnessed you do something terrible. They've kept your
secret, but they've never let you forget it.

You had an imaginary friend. Nobody else could see them, but you
went on grand Maya adventures together. Now you see hints of
your imaginary friend when you're online.

Arogue retrovirus rewrote your genetics, causing a shift in
aggression and fight/flight reactions.

Your parents or guardians became radical converts to a religion.
Was your time with their church a happy one?

A distant family member died and unexpectedly named you their
executor. Their recordkeeping was atrocious, though, and their old
debts keep coming back to haunt you.

When you first signed up for school, a network glitch merged all of
your quantronic records with someone else who shares your exact
name. Your Maya footprints have never been fully untangled.

When your first love was forced to move across the Human Sphere
by their parents, you both swore to find each other one day.

There was a terrible accident on the orbital you were visiting and
you were badly injured due to an equipment failure.

You spent most of your free time as an urban spelunker, exploring the
ruins and hidden places. What was the most unusual place you went?

After finding an injured animal, you nursed it back to health.
You have a relative or godparent with connections.

You fell in with a bad crowd. Who was your worst “friend” from
those days?

You tried to upgrade your geist’s software... and failed badly.

You were awoken in the middle of the night by your parents and
told to quickly pack a suitcase. Two days later, you were on a new
planet.

You were murdered.

SUGGESTED
CHARACTER TRAIT

Zero-G Terror

Rogue MetaChemistry

Stained Record

Neophile

Rage Against the
Corporation

Blackmailed

Quantronic Ally

Quick with a Fist

Religious Upbringing

Unexpected Obligations

Confused Identity

Lost Love

Safety First

Killer Curiosity
Bleeding Heart for Animals

Annoying Family

Shady Past

Faulty Geist

True Believer

Paranoid

OPTIONAL EFFECT

You cannot select Extraplanetary as an elective skill during any
career phase. (You can still improve it normally through other
means.)

Gain any Biograft or Silk augmentation that requires an action to
use. To use it, however, you must pass a Daunting (D3) Willpower
test.

All tests with security forces are made at +1 difficulty. Attempts
to access classified information suffer a +2 complication range
(possibly resulting in unwanted official attention).

Gain 1 rank in Hacking.

Reduce Social Status by one (minimum 1) and Earnings by one
(minimum 0).

Gain a debt worth 5 Assets.

Pick a topic that your imaginary friend was enamoured with. You
gain +1d20 when making research tests on Maya regarding that
topic.

You fly off the handle faster than people can react. You gain +1d20
to Surprise tests in Mexican standoffs and similar situations.

Gain 1 rank in either Psychology or Command.

Gain 10 Assets and a debt worth 5 Assets.

Persuade tests made against targets you are not face-to-face with
suffer a +1 complication range.

Roll on the Faction Table on p.41 and gain an ally in that faction.

Reduce Brawn by 1 point, but gain 1 rank in Extraplanetary.

Gain 1 rank of Stealth.

Gain 1 rank in Animal Handling.

You may reroll your first career, but must accept the new career
rolled.

Gain 1 rank in Thievery.
Reduce Firewall by 1.

You defect to a new faction. Roll on the Faction Table on p.41
to determine your new allegiance.

Your character died and was resurrected. See the rules for
Resurrection on p. 54.
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ADOLESCENT EVENT TABLE C
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ADOLESCENT EVENT

What your family did haunts you wherever you go.

While visiting a petting zoo you were bitten by one of the animals.

You became a local champion in your sport of choice. There was
talk about taking it to the next level. Did you? Or did something
happen to cut your career short?

Your flight crashed out on the frontier. It was weeks before the
rescue teams found you.

Either you or your partner became pregnant.

Once you were exposed to the writings of a political ideologue,
you became obsessed with their vision of what the Human Sphere
should be.

You decided to pursue a second degree.

An unexpected boon, random chance, or personal merit allowed
you to transfer into an elite training academy.

It was just a minor invention, but it exploded in popularity. Did you
sell out or did it just fade away as a seasonal fad?

Someone dear to you died in a hull breach. You couldn’t do
anything to save them.

You spent a summer painstakingly restoring a classic car (or other
vehicle).

It can be argued that the accident wasn't your fault, but the courts
didn’t see it that way.

You were framed for a crime you didn’t commit. Who framed you?
What did they do?

It took two years, but you did the training and successfully
completed one of the Planetary Ironmen competitions.

A stranger came to the house and left a package for you. What is
so important about it? How will you know when to open it?

You spent half a year on a field study. How far did you go? Who ran
the study?

Your best friend joined the military.And then he was killed. You
realised all this jingoism doesn’t make any sense.

You were kidnapped and tortured. Why?

Your first real job took you to a new planet. It felt like home.

You committed suicide.

PART |: CHARACTERS

SUGGESTED

CHARACTER TRAIT

Infamous

Animal Hatred

Nagging Injury

Survivor’s Guilt

Dependent

Disillusioned

Studious

Overconfident

Mad Tinkerer

Vacuum Phobia

Nostalgia Freak

Careless

Criminal Record

Tenacious

Unwanted Heritage

Neuroticism

Judicious

Skittish

Laissez-Faire

Suicidal

OPTIONAL EFFECT

Difficulty to avoid attention is one step higher when your true identity
is known.

Your Animal Handling tests suffer a +1 complication range.

Gain 1 rank in Acrobatics.

Gain 1 rank in Survival.

Gain a debt worth 3 Assets.

Select a new faction of your choice.

Gain 1 rank in Education and add 1d6 years to your age.

Increase your Social Status by 1.

Gain 10 Assets.

Gain 1 rank in Extraplanetary.

Gain the Greasemonkey talent for the Tech skill.

Gain a debt worth 10 Assets.

Spend 1d6 years in jail before starting your first career. Gain a
Criminal Record (see p. 54).

Gain 1 rank in Athletics.

You gain a package worth 5 Assets that you must never lose. You do
not know what is inside. Decide when you will know whether to open
the package.

Gain 1 rank in Science.

You may switch your faction to 0-12 at this time.

Reduce Resolve by 1.

You defect to a new faction.Roll on the Faction Table on p.41
to determine your new allegiance. You may choose to roll on that
faction’s career table for your first career at no cost.

Your character died and was resurrected. See the rules for
Resurrection on p.54.
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DECISION EIGHT: CHREERS

What career (or careers) do you decide to pursue?
Are you doing something that you love? Are you
trapped in a job that you hate? What are you
good at and what are you learning out among the
planets? Are you aggressively seeking promotions
or happy where you are?

Mark your starting age as eighteen. You will com-
plete a minimum of two career phases, and you can
spend 1 Life Point to pursue an additional career
(to @ maximum of four career phases).

STEP ONE: SELECT CAREER

By default, roll 1d20 and consult the Basic Career
Table. If it instructs you to roll on the Faction Career
Table, roll on the table belonging to your current
faction. (Members of the ALEPH faction roll on the
0-12 Faction Career Table.)

Alternatively, you can choose to hazard any career.
See Hazarding a Career, p. 54.

You can also spend Life Points to wield various
degrees of control over your career phase.
» Spend 1 Life Point to pick a career from the Basic
Career Table.
» Spend 1 Life Point to roll on your Faction Career
Table.
» Spend 1 Life Point to change your faction.

You can also choose to select the Unemployed
career to gain 1 Life Point. (You can gain a
maximum of 2 Life Points in this way. You do
not gain the Life Point if you are forced to
become Unemployed by a random roll, event, or
hazard test.)

BASIC CAREER TABLE

D20 CAREER
1-2 Unemployed
3-4 Corporate
5-6 Technician
7-8 Military
9-10 Medical
11-12 Academic
13 Criminal
14 Police
15 Frontiersman
16 Media
17 Ship Crew
18 Pilot
19-20 Roll on Faction Career Table

STEP TW0O: WORK CAREER
Once you've selected a career, refer to the descrip-
tion for your career on p. 59-70.

 For your first career (and ONLY your first career),
add the attribute improvements listed.
Gain 1 rank of training in all mandatory skills.
Pick two of the three elective skills and gain 1
rank of training in each.
If you have less than three signature skills,
choose one of the skills (either elective or
mandatory) gained from your career to become a

signature skill. Add 1 rank of training to this skill.

Choose one of the skills gained from this career
and select one talent from the associated tree
for which you fulfil the prerequisites.

Roll the career’s Earnings. If the result is higher
than your current Earnings, increase, your Earnings
to the new rating. For each Effect rolled, adjust
your Social Status one step in the same direction
as the Earnings you rolled. (If the rolled rating is
lower than your rating, decrease your Social Status;
if it was higher, increase your Social Status.) If your
Social Status decreases, your Earnings decrease

by one point. Regardless of the number of Effects
rolled, the maximum change in your Social Status
is equal to the difference between your current
Earnings and the Earnings rolled for your career.
Raise your Earnings to match your career’s rating
if your current rating is lower.

Gain the equipment (if any) indicated for your
career. (When repeating a career, you do not gain
duplicates of the same equipment. But you do
gain additional equipment for each new career.)

STEP THREE: CHREER EVENT

While working your career, what was the most
significant event in your life? Roll 1d6 to determine
which Career Event Table to use and then roll 1d20
to determine your Career Event.

You can spend 1 Life Point to reroll or, with GM
approval, pick your Career Event. With your GM’s
permission, you could also design your own event.

STEP FOUR: FINISH

CAREER PHRSE

As you finish your career, increase your age by
1d6+1 years. (This is in addition to any changes in
age as a result of Career Events.)

If this was your first career phase, return to Step
One: Select Career and begin your second career
phase. However, instead of rolling randomly or
hazarding a career, you can choose to simply repeat
your current career. If you do so, proceed to Step
Two: Work Career and begin working the career
(gaining all the usual benefits for doing so).

EXAMPLE

CAREER PHASE
With the death of her parents,
Melissa feels that Cassandra has
become rudderless. Uncertain

of where she might end up, she
rolls 1d20 on the Basic Career
Table and gets 7,discovering that
Cassandra ended up falling back
on the Military for her first career.

Because this is her first

career, she gains the attribute
improvements listed for the
Military career (+2 Agility, +1
Awareness, +2 Brawn, +1
Coordination, +1 Intelligence, +2
Willpower) She gains one rank
of training in the mandatory
skills of Athletics, Close Combat,
and Ballistics (finally gaining
Focus 2 in Athletics). She
chooses Acrobatics and Tech

as her elective skills, gaining
one rank in each,and then also
chooses Tech as her third and
final signature skill. Finally, she
chooses to gain a Ballistics
talent. Because she already

has the Marksman talent for
Ballistics, she can choose one of
the next talents on the Ballistics
tree. She chooses Clear Shot.

Cassandra’s Earnings is higher
than that granted by her
Military career, so it remains
unchanged, but Melissa writes
down her Military gear.

EXAMPLE
CRAREER EVENT

After Cassandra completes her
Military career phase, Melissa
rolls on the Career Event Table
and discovers that she’s been
involved in a serious crime:
She’s Fired, gains a Criminal
Record, and rolls 1d6 to
determine that she adds 6 years
to her life. Melissa chooses

not to spend 1 Life Point to
remain in her current career, so
Cassandra is drummed out of
the military. Her new Criminal
Record reduces her Social
Status to Demogrant and her
Earnings to 3. She finishes her
career phase by rolling 1d6+1
and adding 2 more years to
Cassandra’s age.

LIFEPATH SYSTEM



EXAMPLE

HRZARDING

A CAREER

Melissa decides that
Cassandra must have tried
profiteering — diverting
military equipment from the
PanOceanian Military Complex
to a mercenary company called
SecLock Contingencies. After
she’s released from prison,
Cassandra is in bad shape
and unemployed. Cassandra
decides to use her mercenary
connections and hazard the
career of Bounty Hunter:

She chooses Athletics as the
hazarding skill and spends

1 Life Point to decrease the
difficulty of the check from
Challenging (D2) to Average
(D1). The target number of
the check is 14 (Cassandra
has Brawn 12 and Athletics
Expertise 2.) On 2d20, she
rolls 18 and 4, generating
one success and successfully
hazarding the career.

This is her second career, so
Cassandra doesn’t improve her
attributes. She’s also maxed
out with three signature skills,
so she won'’t gain a new one.
But she still gains training

in mandatory and elective
skills,an additional talent,and
the career’s gear. She then
experiences another career
event and increases her age
by 1d6+1 (3) years. At the end
of this career phase, Melissa
chooses not to spend 1 Life
Point in order to attempt a
third career phase.

Lhosts — p. 354

If this was your second career phase, you can spend
1 Life Point to undertake a third career phase (using
the same procedure as your second career phase).
If this was your third career phase, you can do the
same for a fourth career phase. (You cannot attempt
a fifth career phase.) If this was your final career
phase, proceed to Decision Nine: Final Customisation.

EXTENDING CAREERS

With GM approval, you may voluntarily spend 1d6+1
additional years in any career phase, rolling again
for a Career Event for each extension. You do not
receive any other benefits for extending your career
phase, nor does it count against the number of
career phases you may have. It is simply a way to
represent older, more experienced characters who
have seen more of what life has to throw at them.

HAZARDOING A CAREER

When hazarding a career, you are taking a risk and
hoping it pays off. Choose a career from any table
(including other Faction Career Tables) that doesn’t have
a faction prerequisite and make a Challenging (D2)
skill test using one of the mandatory skills listed for
the career. On a success you have found employment
in your career of choice and can now work that career.

If you fail your hazard test, however, you must
either repeat your previous career or become
Unemployed. (If this was your first career phase
or if you were Unemployed in your previous
career phase, you have no choice but to become
Unemployed.) You can reduce the difficulty of the
hazard test by 1 per Life Point spent.

CRIMINAL RECORD

If you gain a criminal record, reduce your Social Status
and Earnings by one each. You can also choose to
immediately join the Submondo faction if you wish.

Some careers (such as Police) cannot be taken

if you have a criminal record unless you spend

1 Life Point to do so. If you randomly roll such a
career while having a criminal record, you must
immediately spend 1 Life Point in order to take it. If
you cannot (or choose not to), you can immediately
hazard another career, but the difficulty of the
hazard test is increased by one step.

If a criminal record is gained during a career phase,
you must immediately attempt a hazard test for
your current career. If you fail the hazard test, you
are also Fired (see below).

With a criminal record, you reduce the difficulty of
the hazard check for any Criminal career by 1.

It should be noted that simply having a Criminal
career does not result in a criminal record: You only
get a record if you get caught.

54 | PART . CHARACTERS

DEFECTION CHECK

If you roll a career on a Faction Career Table other
than your own, there is a chance that you have
defected to that faction. Roll 1d20, on a roll of 1
change your current faction. You do not have to
make a defection check if you hazard a career on
another Faction Career Table. You only make the
defection check if you randomly roll on that table.

FIRED

If you are fired, you may retain all the benefits
of your current career but you may not repeat or
extend the career unless you spend 2 Life Points
and lose 1 Earnings.

RESURRECTION

If you die on the Lifepath, it's assumed that you've
been Resurrected from your Cube. (ALl PCs on the
Lifepath are assumed to have a Cube, even if they
come from a background — like Ariadna —where
many people do not have one.)

Losing Current Host: Subtract your host’s attribute
modifiers from your attribute scores and remove
any other special abilities or qualities that your
current host grants you.

New Lhost: By default, you've been placed in an
antiquated Lhost. By spending 1 Life Point, however,
you can instead be placed in a standard Lhost.
Using the Lhost stat blocks below, adjust your
attributes and note any special abilities granted by
your Lhost.

Other Lhosts: You can also select more advanced
or experimental Lhosts by spending additional Life
Points. Alternatively, you can use Assets to purchase
an alternative Lhost, either immediately at the time
of your resurrection or during Decision Nine: Final
Customisation.

LHOST

ANTIQUATED LHOST

AGI AWA | BRW | €00 INT PER WIL

-1 -1 -1 -1 -1 -1 -1

SPECIAL ABILITIES
¢ Inured to Disease

LHOST

STANDARD LHOST

AGI AWA | BRW | €00 INT PER WIL

SPECIAL ABILITIES
* Inured to Disease
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FACTION CAREER TABLE A

D6 ARIADNA HAQOQISLAM NOMADS PANOCEANIA YU JING

1 Special Forces Special Forces Special Forces Special Forces Special Forces

2 Intelligence Operative Hassassin ! Intelligence Operative Intelligence Operative Intelligence Operative
3 Assault Pack Controller ! Corsair Reverend Agent * Lobbyist ! Celestial Guard '

4 Sports Personality Terraforming Scientist Heavy Industry Maya Personality Bosozoku

5 Paratrooper Bodyguard Investigative Journalist Corporate Executive TAG Pilot

6 Roll on Faction Table of Your Choice

FACTION CAREER TABLE B

D6 CORPORATION MERCENARY MINOR NATION 0-12/ALEPH SUBMONDO
1 Special Forces Special Forces Special Forces Special Forces Special Forces
2 Intelligence Operative Intelligence Operative Intelligence Operative Intelligence Operative Corsair
3 Corporate Executive Bounty Hunter Heavy Industry Diplomat Smuggler
- Trader Remote Operator Trader Politician Hacker
5 Field Scientist Ship Crew Investigative Journalist Bureau Toth Agent' Bodyguard
6 Roll on Faction Table of Your Choice

' Career has a prerequisite of belonging to this faction. You can't hazard this career unless you're of the
CAREER EVENT TRABLES matching faction. If you roll into this career, you automatically fail your defection check. You can override

these limitations by spending 1 Life Point (in which case you were somehow undercover while working

D6 TABLE
the career).
1-2 Career Event Table A
3-4 Career Event Table B
5-6 Career Event Table C

\
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CAREER EVENT TABLE A

D20
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CAREER EVENT

You develop a rare genetic disorder or are afflicted by a genomic toxin.
Both the authorities and organised crime are hunting for you. What do you
know, or what have you got that they want?

You are on the run.Who is after you,and why?

You've accrued the enmity of a powerful enemy. They might be a district
authority, well-connected ex-lover, or a jealous colleague.

An old debt has caught up with you. Who is it to,and what will happen if you
do not pay?

You're involved in a serious crime. Guilty or not, you are sentenced to hard
labour and lose your job.

You develop a fierce rivalry with someone in your organisation or faction.

You have an affair with someone wealthy, but it ends poorly. Was it your
fault?

You are called in for questioning by the authorities. What do they want to
know? They let you go, but on what condition?

You gain a criminal record. What happened? Are you guilty or innocent?
You are injured in a shooting accident. What were you doing? Who shot you?

Someone has been keeping an eye on you. They always seem to be there
when you look around. What do you think they are interested in? Who are
they?

You become tangled up in a plot being run by a rival faction. What do you do
for them? Why do you do it?

They are on to you! Who are they and what have you done?

Someone you know is a criminal, but you cannot turn them in. What hold do
they have over you?

Whatever you did, and it was bad, you've paid for it now — but they will not
give up.

You volunteered to take part in a secret medical experiment which
succeeded. Well, almost.

You are fired. What did you do?
While doing your job, you are killed. What happened?

You are suffering from the Chinese Curse: May you live in interesting times!

PART |: CHARACTERS

GAME EFFECT

Your genetic disorder reduces your maximum Vigour by 1. The treatment required
to cure your condition will cost 10+5@ Assets.

Gain both a criminal enemy and a police enemy. You must pass an Average (D1)
hazard test for your current career or you are Fired (see p. 54).

Gain Trait: Hunted
Gain Trait: Persecuted
Gain a conflict with an organisation as a character trait. You have a 20 Asset debt

that must be paid off with that organisation.

Add 1d6 years to age. You are Fired (see p.54) and gain a Criminal Record (see
p.54)

Gain a character trait describing your rivalry or its consequences.
Randomly determine the faction your ex-lover belongs to. The GM can use them
as a character trait when purchasing complications that affect you.

Gain a debt worth 1d6 Assets to a random faction.

Gain a Criminal Record (see p. 54).

Roll a random body location. You have a gunshot wound that has not healed well
in this location. Gain Trait: Old Wound.

Gain Trait: Under Surveillance

You must pass a Challenging (D2) hazard test for your current career or you gain
a Criminal Record (see p. 54).

Gain Trait: Paranoia

Gain Trait: Blackmailed

Gain a character trait describing your nemesis.

Gain Trait: Curse of the Mayfly. You may roll an aging test (p.71) to regain an
Infinity Point once per session.

You are Fired (see p. 54).

Your character died and was Resurrected. See the rules for Resurrection on p. 54.

Roll again three times on the Career Event Tables for this career phase. (When
spending a Life Point to choose a specific event, you may not choose this result. If
you roll duplicate events, it means some similar event has occurred. If you roll the
Chinese Curse again, add additional rolls.)
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CAREER EVENT TABLE B

D20  CAREER EVENT GAME EFFECT

Increase Earnings by one (to a maximum of six) whilst they are still in love with

: D78 G 8 Bl 7210 GRS [ETEE you, but they are very demanding or vulnerable (gain Vulnerable Lover as a trait).

2 You are forced to evacuate. What is the threat? Where do you have to go? Immediately spend 5 Assets or gain the trait Homeless.

You foil some form of nefarious plot on your own (or with the help of your

3 friends). Why didn't you go to the authorities? Gain an enemy in a rival faction. Gain 5 Assets in “liberated” equipment.
4 You survive a serious natural disaster. Gain Trait: Nightmares
You are remembered in the will of a relative. Who died? What were your .
5 : Gain 2 Assets.
feelings for them?
g : Gain a favour with a senior figure in either law enforcement or the intelligence
6 You help solve a serious crime. o .
community in your faction.
You discover that you have a talent for something you'd never considered - L . L
7 trying before. What happened? Why do you love it? Gain 1 rank of training in a skill you currently have no training in.
If you hazard your next career, reduce the difficulty of the hazard test by two
8 You are scouted by an unexpected employer. steps. If you stay in your current career or roll randomly, increase your Earnings
by one.
You discover that your friend is a traitor working for a rival faction. The If.you cooperate with the guthonnes, gain .5 Assets as a reward. If you help your
9 friend, you gain a contact in a random faction but you must make an Average (D1)

GRS T eI I e i . hazard test in your current career or gain a Criminal Record (see p. 54).
10 You stumbled on a previously unknown alien ruin (possibly while on

vacation). You found something before you got out. What was it? Gainan ERIACIEIEEER

Your lucky day! Something paid off — a lottery ticket, a risky business venture,

L or a hard-won contract.

Gain 5 Assets.

12 You save someone from a terrible accident. Gain an ally in a random faction.

You gain 1 bonus Momentum on successful social skill tests, but all Stealth tests
13 You achieve notoriety or fame as a minor Maya star. are increased in difficulty by one step in situations where being recognised would
cause you a problem.

14 Your Cube experiences a malfunction in which its input is fed back into your

brain Gain Trait: Cube Echoes. You'll need a completely new Cube to solve the problem.

A pseudo-Al personality you've had since childhood begins to degrade, but The pseudo-Al provides 1 Momentum to Education tests, but the GM can use it as

15 you can't bear to part with it. a trait when purchasing complications that are related to the outcome of the test.

16 You join a new religion. What prompted your conversion? What article of faith

is most important to you in your new belief? Gain a character trait describing your religion or religious experience.

You volunteered to take part in a secret medical experiment that succeeded. el 2l 1) s L A 0 0 €t s 0 Gl G0 15 5

17 Well almost a result of the experiment. However, sometimes you lose the plot or wake up in
’ ’ strange places. Gain the character trait of Experimental Subject.

18 A co-worker frames you for something they did. You are Fired (see p. 54).

19 You are violently killed. What happened? Who killed you? Your character died and was Resurrected. See the rules for Resurrection on p. 54.

Roll again three times on the Career Event Tables for this career phase. (When
spending a Life Point to choose a specific event, you may not choose this result. If
you roll duplicate events, it means some similar event has occurred. If you roll the
Chinese Curse again, add additional rolls.)

20 You are suffering from the Chinese Curse: May you live in interesting times!

LIFEPATH SYSTEM

N\




CAREER EVENT TABLE C

D20

1

10

11

12
13

14

15

16

17

18

19

20

58

CAREER EVENT

A family member tells you a dark family secret. What has been hidden from
you for all these years?

You receive exotic cosmetic surgery. What do you look like now? Do you have
tapered ears? Lizard scales? A prehensile tail?

The building you call home burns down.

Your employer hits a slump and is struggling to make ends meet.

You're betrayed by someone you trust. Who was it? What did they do to you?

You have survived a Combined Army attack. Where were you? What form did
the attack take?

You get enrolled in an advanced training program at your job (possibly
experimental or cybernetic in nature).

You are recruited or selected to travel to a different planet in order to
continue your career.

A family member is in desperate financial need and they come to you for
help.How bad is it and how did they get into this situation?

You are sent out into the field as a roving specialist (either in person or
through immersive VR). Where do you go? What do you experience?

A family member is murdered. Who was killed? Do you know who did it? And,
if so,why?

You are one of the only survivors when a ship you were travelling on broke
down or crashed, and rescue was a long time coming.

You earn a big promotion.

Your childhood friend moves back home. It's great to see them again, but
they're acting strangely.

You thought that you'd gotten away with the crime you committed ten years
ago, but new evidence has been discovered.

Due to what's claimed to be a clerical error, your stored personality backup is
placed in a Lhost. Your 1Q-doppelgdnger disappears before the error can be
corrected.

You volunteered to take part in a secret medical experiment. It failed.

You show up for work one day and your employer is gone. The office is empty.
Nobody is there. What happened?

Your death is a famous event. How did it happen? Why is it so well known?

You are suffering from the Chinese Curse: May you live in interesting times!

PART |: CHARACTERS

GAME EFFECT

Gain a character trait related to your family’s secret.

Gain a character trait describing your new look and Cosmetic Augmentation 2.

Gain Trait: Homeless and lose 5 Assets (this may result in a debt).

You can either agree to a pay cut (reduce your Earnings by 1) or you can choose
to make a Challenging (D2) hazard test for your current career. If you fail the test,
you are Fired (see p. 54). But if you succeed, your Earnings is unchanged as you
swap to a new employer.

Gain Trait: Untrusting
Gain Trait: Shell Shocked

Gain 1 rank in the elective skill from your current career that you did NOT choose
to advance during this career phase.

Randomly determine which planet and gain the trait Mudhopper.
Gain a debt worth 10 Assets or gain the character trait Disowned.
Gain 1d6 languages from the Random Languages Table (see p.45).
Gain Trait: Thirst for Vengeance

Add one year to your age and gain the character trait Space Sickness.
Increase Earnings by one.

Gain an ally from a random faction.

Gain a Criminal Record (see p. 54).

Gain Trait: |Q-Doppelgdnger

Reduce one random attribute by 1 point.
You are Fired (see p. 54). Gain Trait: Surrounded by Conspiracy.

Your character died and was Resurrected. See the rules for Resurrection on
p.54.You gain 1 bonus Momentum on successful social skill tests, but all
stealth tests are increased in difficulty by one step in situations where being
recognised would cause you a problem.

Roll again three times on the Career Event Tables for this career phase.(When
spending a Life Point to choose a specific event, you may not choose this result. If
you roll duplicate events, it means some similar event has occurred. If you roll the
Chinese Curse again, add additional rolls.)




CRAREER PROFILE

UNEMPLOYED (sPECIAL)

Tens of billions live scattered throughout the Human Sphere

and the unemployed number in the hundreds of millions. Robust
demogrants, well-funded support networks, and abundant resources,
however, mean that the unemployed generally live comfortably
while Maya makes a seemingly infinite variety of entertainment and
virtual experiences available.

CAREER PROFILE

ASSAULT PACK CONTROLLER

Assault Pack Controllers guide mind-controlled Antipodes into
battle. The fierce lupine natives of Ariadna possess heightened
senses and ferocious strength. A Controller must lead these
creatures, biochemically manipulated to be pliable and obedient,
with equally fierce determination. Assault Pack Controllers use
their bestial troops to break through enemy lines and shatter their
resolve. Life as a Controller means harsh training and rigorous dis-
cipline to carry the strength and presence of an alpha. Controllers
face danger every day that they lead their packs, from the savagery
of the Antipodes themselves to the missions that require an Assault
Pack. Because a Controller must be strong, ruthless, and driven, few
forces are more feared on the battlefield than an Assault Pack. Many
Controllers form close bonds with their Antipodes.

ATTRIBUTES

AGI AWA BRW coo INT PER WIL +1 +) - +) +) +) +1
-
Mandatory Athletics Animal Handling Stealth 2+1Q
Mandatory Survival none none 1@ (max.0) Elective Close Combat Survival Ballistics
Elective Any 1 other Any 1 other - . - .
GERR: Antipode Control Device, Teseum Chopper, Pheromone Dispenser
GERR: None SPECIAL.: Prerequisite (Ariadna Faction)

CRAREER PROFILE

Bright minds across the Human Sphere develop and implement the
latest technology, direct expansion efforts,and guide humanity in
all its endeavours. The Academic can be a brilliant but introverted
scientist creating miracles in the lab, or she could be a weathered
biologist out working in the field. Historians study the past to glean
clues about humanity’s future. Roboticists and engineers devise

the tools that build the high-tech cities gleaming upon countless
worlds. An Academic applies theory, study, and experimentation

to solve the problems of the Human Sphere. Knowledge in a wide
variety of fields makes the Academic career desirable on every
world. Brilliant minds are in perpetual demand, especially in trou-
bled times.

ATTRIBUTES

AGI

AWA

BRW

coo

INT

PER

WIL

+

+1

+3

+1

+2

Mandatory

Education

Medicine

SKILLS

Science

| 1@ |

Elective

Discipline

Education

Tech

GERR: Laboratory (3 month lease)
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CAREER PROFILE

BODYGURRD

Bodyguards are in high demand for the rich and important people
of the Human Sphere. A Bodyguard might serve as protection for a
high-ranking political leader, a controversial Maya personality, or a
religious figurehead. A Bodyguard must be quick-witted, tough, and
skilled in both offensive and defensive techniques. Bodyguards are
usually well-armed and willing to take a bullet for their charges.
Consequently, a Bodyguard is well paid, at least if the employer
wants any sense of loyalty. The best Bodyguards are prized for their
attention to discipline and skill at arms, often heading security
details guarding convoys, foreign dignitaries, and important frontier
missions. Most Bodyguards also display a variety of other skills
picked up during their assignments.

AGI AWA BRW coo INT PER WIL
+) +) +) +1 +) - +1

SKILLS
12Q

Mandatory Observation Close Combat Ballistics

Elective Lifestyle Pilot Discipline

GERR: Multispectral Visor 1,High-Fashion Clothing, Ballistic Vest, Heavy Pistol (with 3
Standard Reloads)

CAREER PROFILE

BOSOZOKU

Bosozoku is an illegal form of street racing originating in Yu Jing. It
is a cutthroat competition often involving the use of violence in a
no-holds barred race. The Bosozoku racers are incredibly skilled and
daring. They lead a lifestyle steeped in underground fame, danger,
and hot-blooded pursuit of victory set amid the backdrop of blazing
neon cities. A Bosdozoku racer must be tough and fast to survive,
even outside the races, often forming connections with other under-
world elements. B6sdzoku gangs kill for one another,and a racer
often adopts an “us against the world” mentality. With such a risky
yet lucrative occupation, most Bosdzoku racers approach life with a
“live fast, die young” outlook.

CAREER PROFILE

BOUNTY HUNTER

As spread out as humanity is among the stars, criminals inevitably
escape. Outlaws build up power bases away from the centres of law
enforcement, pirates retreat to dens of scum after raiding merchant
vessels, and unscrupulous executives flee prosecution to other
countries or other worlds. Bounty Hunters act where traditional

law enforcement cannot. The bounties commanded by high-profile
criminals are tremendous. Hunters go where others won’t in order
to bring back their quarry, or maybe just a piece of them. Skilled in
tracking, battle, and guerrilla tactics, Bounty Hunters are the basis of
countless romanticised legends and thrilling Maya programs.

GERR: Motorcycle, AP Pistol (with 2 AP Reloads), Armoured Clothing (Racer’s Suit)

SPECIAL.: Criminal Career

(=17

PART |: CHARACTERS

AGI AWA BRW coo INT PER WIL
+) +) +) - +) +1 +1
SKILLS
Mandatory Pilot Thievery Stealth 0:2®
Elective Pilot Tech Hacking

AGI

AWA

BRW

oo

INT

PER

WIL

+

+2

+1

+1

+

+2

Mandatory

Athletics

Observation

SKILLS

Stealth

| 12Q |

Elective

Ballistics

Pilot

Tech

GERR: SecurCuffs, Heavy Pistol (with 4 Standard Reloads), Light Combat Armour
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CAREER PROFILE CAREER PROFILE

BURERAU TOTH AGENT CORPORATE

Corporate workers labour at all levels to keep the megacorps and
hypercorps of the Human Sphere running. Managers ply their
people skills to keep stressed and overworked staffers productive.
Accountants and actuaries calculate risk and determine investments.
Working a Corporate career, whether in a small start-up on the
frontier or as part of a massive conglomerate, means being percep-
tive, wary, and opportunistic — always ready to adapt to a changing
corporate environment or the fast-paced demands of interplane-
tary business.

Agents of Bureau Toth have a specific and demanding duty: watch
over ALEPH. Tasked by O-12 with this most important duty, Bureau
Toth Agents serve as one part law enforcement and one part hacker
Maya cluster. They fend off foreign attempts on ALEPH’s stability,
help maintain ALEPH’s operations, and supervise its actions on
behalf of O-12. The Bureau’s means and resources are hidden from
all but the organisation itself, including ALEPH. Agents work to
make sure that ALEPH remains functional, unimpeded, and most of
all, benign.

ATTRIBUTES

AGI AWA BRW (€0]0) INT PER WIL
1 o) _ o) ) o) ) ATTRIBUTES
AGI AWA BRW (€0]0) INT PER WIL
SRS - 4 1 42 42 4 +

Mandatory Analysis Hacking Tech +1Q

Elective Ballistics Education Persuade S

Mandatory Lifestyle Observation Stealth 242@®

GERR: Heavy Pistol (with 4 Standard Reloads), Assault or Defensive Hacking Device, E/M Elective Lifestyle Discipline Education

Grenade

SPECIAL.: Prerequisite (0-12 Faction) GERR: AR Eye Implants, Implanted Knife, or Bioimmunity Organ; Cosmetics Kit

CAREER PROFILE

CELESTIAL GURRD

The famed Yu Jing Celestial Guard protect the Imperial Palace and
the Celestial Emperor. Their duty even extends to the whole of the
Forbidden City. These crack troops specialise in urban warfare, each
soldier highly experienced and impeccably disciplined. Only the
most loyal and proven members of the Yu Jing military can ascend
to the ranks of Celestial Guard. The Guard acts on direct orders from
the Emperor, and function as a police unit with vast authority and
resources. The Celestial Guard are known to bend or break laws that
bind other police units in their pursuit of Imperial justice. Guard
members are brutal and decisive, trained to bring a swift end to any
threat Yu Jing faces.

ATTRIBUTES

AGI AWA BRW (€0]0) INT PER WIL
+1 +) +) +1 +) - +)
SKILLS
Mandatory Athletics Acrobatics Observation +1Q
Elective Close Combat Ballistics Analysis

GERR: Light Combat Armour, Combi Rifle, Recorder

SPECIRAL.: Prerequisite (Yu Jing Faction); cannot be selected by character with a Criminal
Record.

N

LIFEPATH SYSTEM &1
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CAREER PROFILE

CORPORATE EXECUTIVE

Executives in the most influential hypercorps wield more power
than many sovereign rulers among the minor nations. With the
trade of currency and favours, an Executive alters the course of
political development, positions their company to benefit first and
foremost from government contracts, and helps shape the Human
Sphere. A Corporate Executive swims in shark-infested waters, vying
with competitors for the best deals. An Executive is responsible for
their company’s interests, which often means meeting and negoti-
ating with the most high-powered individuals in human space. They
must adapt to constantly changing situations with a quick wit and
keen eye for opportunity.

CAREER PROFILE

CRIMINAL

Perhaps the one profession most common across all factions is that
of Criminal. Smugglers sneak contraband into and out of system bor-
ders. Thieves test the security systems of ships, banks, and corporate
business records, looking to steal identities, leverage, access codes —
anything that lets them tap into their targets’ wealth. Lawless gangs
haunt the fringes of civilised society, like the destitute underclass
that lurks in the bowels of gleaming mega-cities, or the pirates that
attack shipping lanes. Ecoterrorists and those with an axe to grind
against the massive economic power players strike out to disrupt
the status quo, or take revenge on the ones who took away their
livelihoods. It’s also possible that one could find themselves trapped
in a Criminal life for reasons beyond their control, such as fleeing
wrongful prosecutionf or crossing the wrong bureaucrat.

GERR: High-Fashion Clothing (with Locational Beacon), Tonfa Bangles or AP Pistol, Neural
Comlog or AR Eye Implants, 1 dose of a recreational drug

CAREER PROFILE

CORSAIR

Every major nation employs Corsairs, privateers commissioned

to capture military and merchant ships of enemy nations. Some
Corsairs hunt other Corsairs, but most make a living pursuing less
suspecting prey. Authorised to keep part of the loot, Corsairs make
a profit by targeting the least-protected vessels and keeping more
than their contracted allotment of bounty. A Corsair lives a dan-
gerous lifestyle, considered by law to be an enemy combatant but
without the honour or respect due the military. Despite their rep-
utation as lawless dogs, most Corsairs stick to a strict code among
their own people. Corsairs can be charming and sly in turns, skilled
negotiators and dangerous in a fight. Their experience travelling
human space is second to none.

AGI AWA BRW coo INT
+2 +2 +2 +1 +2

PER WIL
+1 -

AGI AWA BRW coo INT PER WIL AGI AWA BRW coo INT PER WIL
- +1 +1 +) +) +3 - +2 +2 +2 +2 - +1 +1
SKILLS SKILLS
Mandatory Persuade Lifestyle Command +3Q Mandatory Thievery Observation Stealth 0:2Q
Elective Education Lifestyle Discipline Elective Close Combat Ballistics Tech

GERR: Cosmetics Kit, Heavy Pistol (with 3 Standard Reloads), Fake ID 2
SPECIAL.: Criminal Career

CRAREER PROFILE

DIPLOMAT

Diplomacy is a fine art in the Human Sphere, especially with a Code
Infinity Looming over everyone’s heads. Diplomats work to smooth
over relations between rival nations, force alliances of convenience
or sometimes shared ideology, and keep disparate countries
connected by more than just trade. A good Diplomat exhibits great
personal charm and integrity, conducting business on foreign soil
with the utmost of respect and care. Diplomats travel to foreign
countries and distant worlds, meeting with envoys of sovereign
nations, corporate rule, and new settlements. They broker trade
agreements and peace treaties, negotiate political alliances, and
defuse tense situations. The life of a Diplomat is one of constant
engagement with many different representatives in locales all
across the Human Sphere.

AGI AWA BRW coo INT PER WIL
+1 +) — +) +) +) +1

Mandatory

Spacecraft

Extraplanetary

Thievery

SKILLS
0+3®

Elective

Close Combat

Acrobatics

Ballistics

GERR: Boarding Shotgun (with 4 Normal Shell Reloads, 1 AP Shell Reload), Surge (x2),Vac
Suit (with 3 Oxygen Loads)

SPECIAL.: Criminal Career

(S1=

PART |: CHARACTERS

Mandatory

Persuade

Education

Discipline

SKILLS
242Q

Elective

Psychology

Pilot

Education

GERR: Cosmetics Kit or AR Eye Implants, Negotiation Suite (3 days rental credit)




CAREER PROFILE

FIELD SCIENTIST

CAREER PROFILE

The Field Scientists that work for more advanced nations seek out
natural mysteries. They experiment with (or upon) local wildlife and
vegetation, they test out new wetware implants or high-tech devices,

and their laboratories are often little more than camps set up to

brave the elements. Field Scientists aren’t afraid to get their hands
dirty in order to discover new chemicals or capture promising flora
and fauna, and the true Field Scientist is a renaissance specialist.
They study a mixture of biology, chemistry, geology, and the like by
immersing themselves in it, rather than isolating it in a lab.

Nearly any conceivable information exists on the Maya network.
Hackers make a living breaking down electronic barriers and
uncovering secrets, or taking data from others for the purposes of
fraud, theft, or mere thrills. Hackers also work with law enforcement,
helping to track those with similar skills or counter their efforts.
Some specialise in hacking corporate networks, like those of the
massive banks and producers of consumer products. Others see it as
an art form, hacking challenging military networks or plunging into
the depths of Maya in order to find something no one else can.

ATTRIBUTES ATTRIBUTES
AGI AWA BRW coo INT PER WIL AGI AWA BRW coo INT PER WIL

+1

+2

+1

+2

+3

+1

+1

+2

+1

+2

+2

+) -

Mandatory

Science

Education

SKILLS

Survival

‘ 2+1Q \

Mandatory

Thievery

Hacking

Tech

SKILLS
12Q

Elective

Observation

Tech

Athletics

GERR: Analytical Kit, Survival Kit, Sensor Suite (x3)

CAREER PROFILE

FRONTIERSMAN

The men and women of the frontier explore the little-known

regions of human space. They are the first to expand the maps,
eager to set foot on new ground and stake a claim in humanity’s
interstellar expansion. These rugged folk brave environmental
dangers, unknown flora and fauna, and set up trading posts in
seldom-travelled regions. A frontiersman is skilled at hunting,

gathering supplies, and often in working with technology out away
from urban centres, with little to no technical support. Frontiersmen

prospect for resources, like the rare and valuable Teseum, or rare

herbs and wildlife with properties useful to the medical industry.

Some are criminals fleeing the reach of the law by living on the
frontier, and others are bounty hunters sent to hunt down those
who would otherwise escape justice.

ATTRIBUTES

AGI

AWA

BRW

coo

INT

PER

WIL

+2

+2

+1

+1

+2

+2

Mandatory

Survival

SKILLS

Animal Handling

Resistance

| 1+1Q |

Elective

Discipline

Athletics

Thievery

GERR: Survival Rations (x6), Survival Kit,Axe or Powered Multitool

Elective

Observation

Ballistics

Stealth

GERR: Deployable Repeater (x3), Powered Multitool, Assault or Defensive Hacking Device
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CAREER PROFILE

HASSASSIN FIDARY

No covert operative in human space is deadlier or more feared
than those of the Hassassin Society. These mysterious agents act as
spies and assassins, completing missions too dangerous for lesser
agents. A Hassassin is a protector of Haqggislamic interests as well
as a devout believer in the Search for Knowledge. Many Hassassins
possess a zeal even their countrymen cannot match. Theirs is
dangerous and often thankless work, like the dreaded Fidays who
embrace death as part of their duty. In secret camps known only to
the Hassassin Society and the Hachib, the President of Haqqgislam,
Hassassins undergo the most gruelling training. Nearly limitless
funds, a long tradition of discipline, honour, and deadly focus, and
an unquenchable desire to guard humanity’s evolution give the
Hassassins incomparable ability.

AGI AWA BRW coo INT PER WIL
+1 +) +1 +) +) +3 -
=] [
Mandatory Stealth Persuade Thievery 12Q
Elective Close Combat Ballistics Hacking

GERR: Fake ID 3, Cosmetics Kit, Climbing Plus, Grazeblade, DT Sniper Rifle (with 2 Reloads)
SPECIAL.: Prerequisite (Haggislam Faction)

CAREER PROFILE

HERVY INDUSTRY

While expert systems and automation has reduced the number of
workers involved in industrial pursuits, those that remain are all
the more critical, providing skills and judgment. Modern materials
require vacuum purification in electron-beam furnaces; titanic
terraforming processors need calibration and adjustment to local
conditions before being set to automated operation; volatile plan-
etary core taps demand human decisions where predictive physics
break down; and even automated maintenance systems want for
their own upkeep. Industrial specialists are an increasingly rare
breed that understand the link between sweat and advanced tech-
nology. Their knowledge spans grease guns to exclusion fields, and
they have the experience to apply either to a problem. Professionals
in this field are the gears that keep the Human Sphere turning.

CAREER PROFILE

INTELLIGENCE OPERRATIVE

The tense state of conflict in the Human Sphere means every agency
looks for an edge over its competitors. Intelligence Operatives con-
duct corporate espionage, deep-cover spy missions, acts of sabotage,
and other acts which risk their life and limb for agencies that would
disavow any knowledge of, or connection to, their operations. An
Intelligence Operative is quick-witted, highly disciplined, and often
alone in a place surrounded by enemies unaware of the traitor in
their midst. They trade in secrets — information that can turn the
tide of small-scale conflicts, Llike raids on secret warehouses holding
valuable experimental gear or data —and they can influence the
large-scale skirmishes that take place between rival nations. The
intelligence an operative collects can cause wars or end them with
equal facility.

GERR: Gruntsuit (with Respirator 1), Powered Multitool, Painkillers (x3), Repair Kit

64

PART |: CHARACTERS

GERR: Fake ID 2,AP Pistol (with 4 Reloads), Breaking & Entering Kit, Recorder

AGI AWA BRW coo INT PER WIL AGI AWA BRW coo INT PER WIL
+1 +) - +) +) +1 +) +1 +3 - +) +) +1 -
SKILLS SKILLS
Mandatory Resistance Pilot Tech 2+1Q Mandatory Observation Stealth Analysis +1Q
Elective Close Combat Persuade Thievery Elective Hacking Education Thievery




THE ROLEPLAYING GAME

CAREER PROFILE

INVESTIGATIVE JOURNALIST

Maya has more than its fair share of tabloid reporting and fluff sto-
ries, but the Investigative Journalist seeks the real stuff. Journalists
hunt the truth, bringing word to the public about enemy action, the
heroic efforts of national forces, and of course the latest scandals
to haunt politicians and entertainers alike. Investigative Journalists
often face hostility from those they investigate, and tend to have
more than a few criminal skills like shadowing, breaking and enter-
ing, and sometimes falsifying data to gain admittance to places
otherwise barred from them. Some see their cause as bringing the
truth to light, while others simply have an insatiable curiosity and a
penchant for getting into (and hopefully out of) trouble.

ATTRIBUTES

AGI AWA BRW coo INT PER WIL
+) +) — +) +1 +) +1
SKILLS
Mandatory Stealth Persuade Observation 12@®
Elective Hacking Education Thievery

GERR: Recorder or AR Eye Implants, Analysis Suite, Breaking & Entering Kit

CAREER PROFILE

LOBBYIST

The PanOceanian government is immense, the largest in the Human
Sphere, and it has ended the hypocritical separation between
political power and economic power. The old political parties, now
abolished, have been replaced by a substantial number of lobbies.
Lobbyists vie for political favour, coordinate the activities of lobby
members, and engage in covert battles of clout with rival lobbies.
With the unprecedented level of transparency in modern lobbies,

a Lobbyist can be practically anyone — from a citizen with a very
active interest in the groups that preside over matters they are
about to a prestigious and influential leader intimately guiding the
lobby’s political fortunes. Any Lobbyist, however, is highly motivated
and skilled in whatever arena they choose, and the lobbying game
is both robust and demanding.

ATTRIBUTES

AGI AWA BRW coo INT PER WIL
+1 +) - +) +) +) +1
SKILLS
Mandatory Persuade Psychoogy Command 42Q
Elective Discipline Lifestyle Education

GERR: Negotiator's Suite (10 days rental credit), Geist Upgrade (+2 ranks in Psychology or
Research Specialist talent for Education)

SPECIRAL.: Prerequisite (PanOceania Faction)

CAREER PROFILE

MAYARA PERSONALITY

Would-be Maya Personalities number in the millions, but the

real stars reach hundreds of millions of viewers and are fueled

by devoted, fanatic fans. A Maya Personality might be a popular
musician,a comedian, or spiritual speaker. Artists and life-casters
broadcast their work and live sensory feeds across the Sphere. The
Maya datasphere hosts a staggering variety of content,and talented
Maya Personalities rise from the faceless multitudes to become
somebody. Popular newscasters and public speakers can gain far
more fame and influence through legions of followers than they
would have experienced as a government official. Larger-than-Life
personalities create legions of fans who hang on their every feeling,
perception, thought, or word. They spawn both blind conformance
and vehement dissent, filling up forums and editorial screeds with
endless debate.

ATTRIBUTES

AGI AWA BRW coo INT PER WIL
+1 +) +1 +) +) +) -
SKILLS
Mandatory Persuade Lifestyle Observation 1+4@®
Elective Hacking Discipline Tech

GERR: Recorder (x3), High-Quality Clothing, Fake ID 1,AR Eye Implants

LIFEPATH SYSTEM
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CAREER PROFILE

The media is perhaps the single largest industry in all of the Human
Sphere, the one constant binding disparate nation states, cultures,
and spiritual organisations together. Despite the glamour accorded
to actors, WarCors, event-casters, and the other public faces of
news and entertainment, a legion of writers, editors, producers,
and effects artists support their work. These media professionals
support the select few in the spotlight, always battling for better
ratings and the sponsorships that come with them. Despite limited
time in the public eye, media corporations covet the most talented
behind-the-scenes professionals more than the personalities they
support. The Sphere is filled with potential stars, but only a select
few can make those stars shine.

ATTRIBUTES

CRAREER PROFILE

MILITARY

Military characters run the gamut from professional soldiers
employed by nations to loosely defined mercenary camps. Yu

Jing employs the most well-disciplined soldiers as part of its
interplanetary armed forces, while PanOceania makes heavy use of
mercenaries with little connection to a larger governmental branch.
At Paradiso, on the front lines, soldiers of all stripes work to halt the
Combined Army’s advance. ALEPH helps direct these battles, a fact
that doesn’t always sit well with the soldiers: Nomads would rather
strike at the Al's own information centres and mercenaries would
prefer to pirate poorly protected vessels carrying sensitive infor-
mation. As the Human Sphere constantly expands, soldiers stand at
the forefront, pushing the boundaries and forming the first line of
defence against the dangers of the frontier.

ATTRIBUTES

GERR: TinBot (with Recorder),AR Eye Implants, Analysis Suite

CAREER PROFILE

MEDICAL

Medical science has advanced by leaps and bounds, but hospitals
often see a wide variety of strange cases and few professions can
match the Medical career for a wealth of odd experiences. Doctors
perform miracles, including resurrections, for those capable of
paying the costs. Combat medics save the lives of wounded soldiers,
or perform gruesome examinations on the fallen aliens. Some
medics seek out new chemicals on alien worlds, hoping for the

next big breakthrough. Ambitious medical scientists also push the
envelope of human engineering, with advances in biotechnology,
cybertechnology, and genetic therapies producing super-soldiers,
making whole regions impervious to disease, or strengthening
workforces to perform the most hazardous jobs where lesser people

would fail.
ATTRIBUTES
AGI AWA BRW coo INT PER WIL
+1 +) - +) +) +1 +)

AGI AWA BRW coo INT PER WIL AGI AWA BRW coo INT PER WIL
- +3 - +) +1 +) +1 +2 +1 +2 +1 + - +2
SKILLS SKILLS
Mandatory Education Hacking Analysis 2+1Q Mandatory Athletics Close Combat Ballistics 2+1Q
Elective Hacking Stealth Tech Elective Survival Acrobatics Tech

GERR: Medium Combat Armour, Rifle (with 4 Standard Reloads), Stims (x3)

L

Mandatory

Medicine

Athletics

SKILLS
Q@

Psychology

Elective

Animal Handling

Survival

Discipline

GERR: Armoured Clothing (Medical Uniform), MediKit (with 5 Serum), Basic Medical

Supplies

&6
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CAREER PROFILE

PARATROOPER

In the advanced warfare of the Human Sphere, Paratroopers drop
onto planets and battlefields inaccessible by land. These brave men
and women parachute into hostile territory, using high-tech glider
suits and stealth chutes to slip past enemy defences. Air support is
key to victory in the countless conflicts that grip the Human Sphere,
and airborne soldiers engage in dynamic operations all across space.
Paratroopers often adopt a “live fast” motto, jumping out of the sky
and into combat for a living. This can give them a reputation for
wild behaviour, but Paratroopers are every bit as disciplined as their
fellow soldiers. A Paratrooper character often finds themselves far
behind enemy lines, facing challenges that less elite soldiers could
only imagine.

CAREER PROFILE

POLICE

Law enforcement adapted to the advances of the 22nd century.
Humanity is spread so far that just as often police are privately con-
tracted from the best mercenary agencies. Government-employed
police forces work to keep the most flagrant abuses at bay, though
no law enforcement agency can hope to properly police the
nightmare tangle of corporate laws. A police officer is highly trained
in combat, negotiation tactics, and technical skills to help them in
apprehending criminals. Police employ cutting-edge equipment
and an officer also possesses specific skills related to their field:
cybercrime, undercover and espionage, high-pressure hostage
situations, and more.

AGl AWA BRW INT PER WIL
+) +) +) - +) +1 +1

AGI AWA BRW (€0]0) INT PER WIL
+) +) +) +1 +1 - +)
SKILLS
Mandatory Survival Athletics Ballistics 2+1Q
Elective Close Combat Pilot Discipline

Mandatory

Athletics

Observation

Persuade

SKILLS
2+1Q

Elective

Close Combat

Ballistics

Medicine

GERR: Armoued Clothing (Police Uniform), Heavy Pistol (with 4 Standard Reloads), Adhesive

GERR: Combat Jump Pack,Medium Combat Armour, Combi Rifle (with 4 Standard Reloads)

CAREER PROFILE

PILOT

Atmospheric, suborbital, and intrasystem shuttles ply the skies and
space lanes everywhere humanity has touched. From the humble
city hopper to deadly assault dropships, pilots ensure these vessels
make it from origin to destination, quickly and in one piece, under
both mild and dire circumstances. Acceleration créches, physical
alteration, and MetaChemicals help these pilots endure the pro-
longed periods at high-g with limited ill effect, but it’s still a hard,
very physical life. Still, very little cargo, passengers, or sensitive data
would flow throughout the Sphere without pilots at the controls of
a host of scows, skiffs, and couriers. Pilots also helm the military’s
vast fleet of dropships, high-g interceptors, net weasels, stealth
infiltrators, and many other craft for accomplishing their missions.

AGI AWA BRW («€0]0) INT PER WIL
+) +) +1 +) +) +1 -
SKILLS
Mandatory Pilot Observation Spacecraft +1Q
Elective Ballistics Hacking Tech

GERR: Armoured Clothing (Pilot’s Uniform) or Crashsuit, Pistol (with 2 Standard Reloads),
Inlaid Palm Circuitry or AR Eye Implants

Grenade (x2) or Stun Baton
SPECIAL.: Cannot be selected by characters with a Criminal Record.

CAREER PROFILE

POLITICIAN

Few professions are as simultaneously reviled and necessary as
that of a Politician. With so many human souls and so much chaos
threatening to engulf the Human Sphere at any moment, Politicians
manage states, nations, whole interstellar empires. They conduct
debates when the latest discovery of foreign action against their
home comes to light. They work to develop and implement laws
that better regulate the societies of which they are a part—or apart,
if the Politician puts their own interests ahead of the people’s. To
work in politics is to be a fighter; it is not a profession for the faint
of heart. A Politician constantly struggles for influence on their own
behalf and that of their constituents. Every new campaign brings
with it hostile lobbyists, rival corporate interests, and ideological
nemeses, all seeking to tear the Politician’s foundation out from
beneath them.

AGI AWA BRW (€0]0) INT PER WIL
+1 +) - +) +) +) +1
SKILLS
Mandatory Persuade Pscyhology Discipline 242Q
Elective Education Lifestyle Command

GERR: Negotiator's Suite (3 days rental), Stims (x3)

LIFEPATH SYSTEM
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CAREER PROFILE

REMOTE OPERATOR

Remote Operators pilot advanced combat and exploration machines.
Highly advanced interface designs allow these operators to feel
like they are right in the action, much like a TAG pilot. Due to their
specialised training they come to know their machines as well as
any pilot of a manned vehicle. Remote Operators engage in urban
warfare, fighting in dense population centres where TAGs and
large war-machines can’t go, relying on speed, mobility,and a keen
sense of the battleground. Many Remote Operators also function
in a scientific capacity, piloting submersible or deep-space salvage
and forensics units to carry out delicate missions in extreme
environments.

AGI AWA BRW coo INT PER WIL
+) +) +1 +) +) +1 -
SKILLS
Mandatory Pilot Observation Tech 2+1Q®
Elective Education Hacking Discipline

GERR: Armoured Clothing (Uniform, with Bioscanner), Remote Presence Gear or Spotbot,
Stims (x3)

PART |: CHARACTERS
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CAREER PROFILE

REVEREND AGENT

The Nomads keep secrets of their own within the Observance; a
religious organisation ideologically opposed to technology domi-
neering humanity. The Observance charge several types of Reverend
Agents with the sacred duty of protecting the human race. Elite
women fighting against technologically superior enemies, Reverend
Moiras enact terrible vengeance upon those who have wronged the
righteous. Reverend Custodiers specialise in security programming
and intelligence management to wage war across the battlefields of
the datasphere and operate intelligence networks. More than capa-
ble of fighting alongside their Reverend sisters, Reverend Healers
perform field medicine. Reverend Agents are among the most
fearsome and inspiring of soldiers to be seen on the battlefield.

AGI AWA BRW coo INT PER WIL
+) +) +1 +) +) - +1
SKILLS
Mandatory | Extraplanetary Athletics Hacking 1+1Q®
Elective Close Combat Ballistics Acrobatics

GERR: Light Combat Armour, Vac Suit (with 2 Oxygen Loads), Assault Hacking Device or
AutoMediKit, Viral Pistol or Light Shotgun

SPECIAL.: Prerequisite (Nomads Faction)

CAREER PROFILE

SHIP CREW

Millions upon millions of ships fill the interplanetary routes of

the Human Sphere. While a few, such as some employed by the Al
ALEPH, can operate autonomously, the vast majority require skilled
crew. Intrepid crewmembers keep their ships running both in

and out of battle. A good crew is worth more than good upgrades,
especially in a pinch. Ship Crew tends to form tight bonds with

one another and with the ship itself, working in tandem to achieve
victory. A wide variety of experience lends ship crew members a ver-
satile set of skills: they have zero-g training, most acquire significant
technical skills,and many have been in more than their share of
scrapes. As a result, crew members tend to be some of the toughest
and most experienced travellers in any system.

AGI AWA BRW (€0]0) INT PER WIL
+1 +) +1 +3 +) - -
SKILLS
Mandatory Survival Tech Extraplanetary 2+1Q®
Elective Science Spacecraft Ballistics

GERR: Vac Suit (with 5 Oxygen Loads), Powered Multitool, Repair Kit
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CAREER PROFILE

SMUGGLER

Smuggling is a lucrative but highly dangerous career. Skilled

Smugaglers slip past the constant vigil of advanced nations with

weapons and industrial secrets to sell to competitors. Contraband

reaches every world with a demand for it, brought in by crafty
Smugglers. Scoundrels who smuggle objects from or perhaps
through the territories of powerful leaders fetch a high bounty,
but they are highly skilled in evading trouble, understanding the

behaviour and methods of law enforcement, and above all, covering

their own retreat.

AGI

AWA

BRW

(€0

INT

PER

WIL

+2

+2

+2

+1

+2

+1

Mandatory

Pilot

Observation

SKILLS

Thivery

| 0+4Q® i

Elective

Tech

Hacking

Discipline

GERR: Adhesive Grenade or Banshee Grenade, Smoke Grenade (x2),AR Eye Implants or

Long ModCoat

SPECIAL.: Criminal Career

CAREER PROFILE

SPECIAL FORCES SPORTS PERSONALITY

The most elite soldiers in the Human Sphere carry out spec ops

missions across known space... and sometimes upon unknown worlds.

Special Forces units operate in covert missions of international

warfare, hunting down war criminals, striking important assets, and
retreating before anyone can blame their acting governments. These
elite units also carry out the most difficult ops in the war for Paradiso,

attacking Combined Army commanders and bases, rescuing allies
caught far behind enemy lines, and countering the threat of elite
enemy units. Governments deploy Special Forces when discretion

is needed—all too common in the shadow warfare fought between
nations of the Human Sphere—and when regular mercenaries or law
enforcement simply aren’t enough. A Special Forces soldier receives
the finest training, equipment, and most important missions, demand-

ing as much from themselves as their people do.

AGI

AWA

BRW

coo

INT

PER

WIL

+2

+2

+2

+1

+1°

+2

Mandatory

Survival

Resistance

SKILLS

Ballistics

| +1Q \

Elective

Close Combat

Hacking

Discipline

GERR: Medium Combat Armour, Combi Rifle or AP Rifle (with 5 Standard Reloads), Climbing

Plus or Combat Jump Pack, Garrotte

CAREER PROFILE

Sporting events are a time-honoured tradition of competition
between cities, countries, even whole worlds. The greatest sports
stars are legends, heroes to their people, larger than life. They
possess a sway and a swagger that few political leaders can match,
all stemming from their ability to perform incredible athletic feats.
With the advances in genetic engineering, wetware implants, and
cybernetics, professional athletes boast physiques and abilities the
common person can only imagine. A Sports Personality could be a
rising star of Dog-Bowl or the Aristeia! Underground. Champions of
these bone-breaking contests and professional duels can rise from
humble roots to touch immortal fame. Sports Personalities can bear
the colours and face of a nation, quest only for the next adrenaline
rush, or hunt for personal glory.

AGI

AWA

BRW

INT

PER WIL

+2

+2

+1

+1

+2 +2

Mandatory

Athletics

Persuade

Close Combat

SKILLS
1+3@®

Elective

Acrobatics

Athletics

Ballistics

GERR: Biografted Attribute Augmention 2 or Super-Jump, Uniform

LIFEPATH SYSTEM



CAREER PROFILE

TAG PILOT

TAG (Tactical Armoured Gear) units command a presence on the
battlefield with their hulking armour platforms. One part personal
tank and one part weapons arrays, TAGs turn pilots into one-person
armies. They bear heavy firepower and tremendous strength. Pilots
thus develop a certain confidence born of the machines they so
skilfully command. TAG Pilots often fight on the front lines against
the Combined Army, or lead forays into enemy territory when stealth
and subtlety are lost. TAG Pilots command some of the deadliest
forces on the battlefield and they know it. Most are all too happy
to show off their skills, eager for the kind of victory only TAGs

can bring.

AGI AWA BRW coo INT PER WIL
+) +) +1 +) +) - +1
SKILLS
Mandatory Pilot Tech Ballistics 2+1Q
Elective Discipline Extraplaatary Survival

GERR: Armoured Clothing (Uniform), Inlaid Palm Circuitry or AR Eye Implants, Pistol (with
2 Reloads)

CAREER PROFILE

TECHNICIAN

The Technician possesses skills desired all across the Human Sphere.
Technology-dependent nations like PanOceania need Technicians to
keep industry booming. Backwater worlds and gleaming metropolises
alike need technical knowledge, whether the Technician is servicing
farm equipment or the latest model of racing cars. Nomads employ
Technicians to salvage, jury-rig,and dismantle their gains. Their colos-
sal motherships exist in a state of constant repair and modification,
with Technicians working beneath cascades of welding sparks, string-
ing cable throughout the hulls,and finding ingenious ways to recycle
scrap. PanOceanian and Yu Jing techs produce the latest and greatest
models of vehicles and weaponry,working to ensure their nation’s
continued dominance in the intergalactic arena. Ariadnan Technicians
possess unrivalled skills in field-testing and repairing rugged equip-
ment, despite their lack of the most modern advances.

CAREER PROFILE

TERRAFORMING SCIENTIST

Terraforming Scientists help transform new worlds into places
much more fit for human habitation. Terraforming is an expensive
and time-consuming process, so only the brightest minds oversee
the work. Characters in this profession possess a wide variety of
scientific knowledge, from geology, climatology, and biology, to
engineering and chemistry degrees. A Terraforming Scientist is
usually adventurous, as they must brave alien environments filled
with dangerous flora and fauna. Every new world is a potential
gold mine of resources. A Terraforming Scientist must be ambitious
and persistent in order to prosper. She has probably seen stranger
things than most, living out on the frontier. Terraforming Scientists
are often more rugged than lab-bound folk, though it'd be a mistake
to doubt their academic prowess.

ATTRIBUTES

AGI AWA BRW coo INT PER WIL
- +) +1 +3 +) +1 -
SKILLS
Mandatory Science Education Observation 2+1Q
Elective Pilot Tech Extraplanetary

GERR: Survival Kit,Analytical Kit (with 5 Reagents), Sensor Suite or Recorder

CAREER PROFILE

TRADER

Trade is the lifeblood of the Human Sphere. Nomads know it better
than anyone. Because of their unique lifestyle, trading has become
an art for them, maximising the gains in value for as little as they
can trade in return. Other Traders make a living on the frontier,
conducting business with settlers and miners, frequenting planetary
bazaars where a skilled Trader can find anything for the right price.
Some trade honestly with one hand and reach for the valuables
with the other, like traders conducting business with Ariadna to
bring them the latest in technological wonders... while also looking
for ways to strip whatever resources they can manage. Haggislam
caravanserai serve as giant hubs of trade, where buyers can find and
acquire (or offload) nearly anything for the right price.

GERR: Powered Multitool, Repair Kit (with 5 Parts), Stims (x1)
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AGI AWA BRW coo INT PER WIL AGI AWA BRW coo INT PER WIL
+) +) +1 +) - +1 +) +1 +) +1 +1 +) +3 -
SKILLS SKILLS
Mandatory Tech Pilot Hacking 1+1@® Mandatory Persuade Pscychology Discipline 12Q
Elective Observation Resistance Discipline Elective Pilot Education Lifestayle

GERR: Long ModCoat (with Survival Kit and Bottled Water), Cosmetics Kit
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DECISION NINE: FINAL CUSTOMISHTION

As you complete your final career, you are at the
cusp of beginning play. As you perform the final
adjustments and calculations which will finish your
character, give some thought to what brought you
from your last job to where you are now.

For example, if your group is playing as a direct
action team for Bureau Noir, did you apply for work
with them? If so, why? Or did they actively recruit
you? Did you get tangled up in one of their ops
and then brought in when the chaos died down?
What unique skills or connections made you an
appealing recruit for them? Or maybe you were
already working for them during your last career. If
so, how did your last career event bring you where
you are now?

STEP ONE: FINAL TWERKS

« Set your Infinity Point refresh rate to two.

» You may increase any one attribute by two or
any two attributes by one each.

* You may increase two skills from Focus O to
Focus 1 or Expertise O to Expertise 1.

* You may choose one talent for any of your skills.

* You have starting Assets equal to your final
Personality score (plus any additional Assets
gained during your Lifepath).

« If your character has not gained a character trait
through the event tables, decide on a trait now.
(See Traits on p. 39.)

STEP TW0O: SPEND
REMAINING LIFE POINTS

* You may spend 1 Life Point to increase your
Infinity Point refresh rate by one point,up to a
maximum of four. (This will increase the number
of Infinity Points you start with at the beginning
of each session.)

e You may convert any number of Life Points to
Assets on a one-for-one basis.

* You may convert any number of Life Points to
ranks of training in a skill on a one-for-one basis,
but no Skill Focus or Expertise may be increased
more than one in this way.

e You may spend 1 Life Point to either gain 1d6
rolls on the Random Languages Table (p.45) or
gain one specific language of your choice.

STEP THREE: STRESS
A character’s Stress track determines how long they
can stand up under quantronic, psychological,and
physical assaults.
« Firewall is equal to Intelligence + Hacking
Expertise.
* Resolve is equal to Willpower + Discipline
Expertise.
« Vigour is equal to Brawn + Resistance Expertise.

STEP FOUR: BONUS DAMAGE
Characters with above-average attributes have

the potential to inflict bonus damage with their
attacks. The Bonus Damage Table shows the amount
of bonus damage a character inflicts with their
attacks, depending on the associated attribute.

ATTRIBUTES BONUS DMG

NERSE ASOUIE? aTmmiute  sowus
Infowar Intelligence 8 or less None
Psywar Personality 9 +1Q
Melee Brawn 10-11 +2Q
Ranged Awareness =114 +3®

14-15 +4Q

16+ +5@®

STEP FIVE: GERR

You may spend your Assets to immediately pur-
chase additional equipment, or you can choose to
save your Assets for later use. All characters start
with a comlog. ALl non-Ariadnan characters (or
Ariadnan characters who have been Resurrected on
the Lifepath) start with Cubes and also receive a
free, basic geist, which you can update by spending
additional Assets (see Supporting Cast, on the

next page).

STEP SIX: AGING (OPTIONAL)

In a cinematic world, age really means nothing.
And that’s even more true in the world of Infinity
where advanced genetic therapies and anti-agathic
treatments have been made possible through the
wonders of biotechnology. However, if you would
like age to have some impact on your character
(perhaps they're an Atek, old school Ariadnan,

or simply bioconservative) you can use this
optional rule.

When a character reaches the age of 30, and every
three years thereafter, roll 1@Q). If an Effect is rolled,
roll 2d6 on the Aging Table and reduce the result-
ing attribute modifier of your host by one. (This
also has the effect of reducing the current value of
your attribute.) You can spend 1 Asset to reroll your
aging test (representing some corrective medical
procedure).

EXAMPLE

FINAL
CUSTOMISATION
Melissa sets Cassandra’s Infinity
Point refresh rate to two. She
increases her Intelligence by
two points (to 12). She bumps
the Focus on her Ballistics
and Stealth skills to 1 and
chooses a Stealth talent. Her
final Personality score is 7,so
adds the 6 Assets she gained
during the Lifepath and sets
her starting Assets at 13. She
already has several character
traits, so she doesn’'t need to
add one.

Melissa has 2 Life Points
remaining. She chooses to
spend 1 Life Point to increase
Cassandra’s Infinity Point
refresh rate to 3. She also
decides that Cassandra’s bounty
hunting has taken her across
the Human Sphere, so she
spends the other Life Point to
roll 1d6 twice on the Random
Languages Table, revealing that
Cassandra now speaks Italian
and Vietnamese. (She'll have
to give some thought to how
that happened.)

Melissa then calculates her
Firewall (12+0), Resolve (10+0),
and Vigour (11+1). Then she
consults the Bonus Damage
Table and records her four
bonus damage values.

AGING TRABLE

2D6 ATTRIBUTE
2 Intelligence
5 Willpower
4-5 Agility
6-7 Brawn
8-9 Coordination
10-11 Awareness
12 Personality

LIFEPATH SYSTEM
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SUPPORTING CHST

No man is an island. As you've followed your
character’s Lifepath you’ve most likely encountered
their friends, family, enemies, allies, and acquaint-
ances. As you're filling in the gaps, there are a few
specific connections you’ll want to pay particular
attention to.

REL A LTIONSHIBS

The Relationship Table can be used to discover the
relationships you have with other player characters.
Roll 1d20 and check the table. You can pick one

of the other characters in the group to have this
relationship with or determine it randomly.

RELATIONSHIP TABLE

D20

a2

RELATIONSHIP

Your parents had some secretive business together. They all disappeared on the same night
and you became friends as you tried to find out what happened to them.

You were both betrayed by a mutual friend or professional contact. What happened and how
are you going to make them pay?

You were both on a small orbital that suffered a complete environmental collapse (due to
meteor strike, system failure, contamination, or the like). You helped each other escape.

A mysterious malfunction stranded you together (100 floors up in a lift,on a deserted island,
in a rail car on a broken down train, etc.) and you've been friends ever since.

You live together.

You were both briefly arrested and put in the same cell. Were you guilty of the charges or was
it all a misunderstanding? Though you were released without charge, you'd already come to a
mutual understanding.

You've been assigned to work together by your current employers, but you have this odd
feeling that you've met before.

Someone suspects that there’s a mole or a traitor in your group. You've been assigned to make
friends with one of them and are ordered to report the first sign of criminal or suspicious
behaviour.

You both met in a bar fight. You were the only two left standing.
You met on a previous contract. What went wrong?

Your families were (or are) bitter enemies.

You were in a bad relationship and they helped you get out of it.
They remind you of someone you used to know. Who? And why?
They used to be your boss.

They screwed up and you got hurt. Maybe it’s not really their fault, but you don't really trust
them anymore.

ALEPH recommended that the two of you should meet. It has refused to explain why.

You owe them a lot of money. How did you get in over your head? Did they bail you out, or are
they holding something over you?

They saved your life and you've never been able to figure out how to repay them for that.

They know a secret about you that you've never told anyone else.What is it? And how do they
know it?

You both belong to the same esoteric Maya fandom.

PART |: CHARACTERS

FACTION HANDLER

If you're playing in a Wilderness of Mirrors
campaign, you’ll most likely have a handler who
delivers your covert objectives. Work with your GM
to develop your handler.

¢ How did you meet them?

¢ What do they look like?

¢ How do they send you instructions? (There may
be multiple methods.)

e What's your contact protocol? How do you get in
touch with them?

¢ What resources do they have access to?

¢ Who do they answer to?

* What is their (or their organisation’s) agenda?

¢ Are you a member of their organisation? A free-
lancer? A civilian asset?

It's also possible that youre being handled by a
committee. Or perhaps the entire exchange is
anonymously handled through a double blind so
that, for security reasons, you have no idea who
you're ultimately answering to.

o T

Geists are pseudo-Als who act as companions and
quantronic assistants. (They are also referred to as
domotic partners, domotica, hantu, QPAs (quantronic
personal assistants), VPGs (virtual personal guides),
and a wide variety of cute nicknames.) Basically
everyone in the Human Sphere has one. In fact, most
people have had the same geist since they were very
young children. Over time, a geist learns your habits
and preferences, usually becoming so familiar with
you that they can seamlessly predict what you want
(sometimes before you even realise it yourself). They
become invisible extensions of their partner’s will.
Their persistent presence and collaboration in every
facet of a person’s life is a transformative experience.
Life without your geist watching over you would be
difficult for most people to imagine.

Things a geist will do for you:

« Anticipate your daily needs and arrange for
automated services to fulfil them.

» Perform research for you.

¢ Monitor and maintain your Firewall.

e Coordinate your social mesh.

» Scan Maya channels for search keywords.

* Manage AR support interfaces (like live transla-
tion, navigation, etc.).

Most people run an instantiation of their geist on
their comlog. Others have their geist running on a
remote server and simply communicate with them
via Maya. Some people prefer to load their geist
into a TinBot or other remote platform in order to
have them physically present.
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BRSIC GEIST

All non-Ariadnan characters begin play with a

basic geist. (Ariadnan characters can purchase a
geist for themselves if they wish, but they are not
yet common on Dawn.) You can upgrade your geist
like any other piece of equipment (see Part IV: Gear,
p. 350), but even a basic geist has a unique per-
sonality shaped by the time they’ve spent with their
owner. In addition to customising their stat block, as
shown below, you should also consider what their AR
avatar is (their “physical” appearance in augmented
or virtual reality) and what their personality is like.

Customising Your Geist: Choose two of your geist’s
attributes and increase them by one point each.
Then add four ranks to any combination of your
geist’s skills.

GEIST
BASIC GEIST
AGI AWA | BRW | C0O0 INT PER WIL
4 4 4 4 4 4 4
‘ Any 4 ranks \
Firewall : Resolve 4 Vigour -
Security - Morale - Soak 0
“Per owner

One of the more exciting aspects of a roleplaying
game is watching the development and growth of
a player character over the course of a campaign.
Players in Infinity have a number of options availa-
ble to them in order to develop and customise their
characters.

GRINING EXPERIENCE POINTS
After each game session, the GM should award
experience points (XP) to each player character.

Base Award: Everyone in the group should receive
300-500 XP based on the amount of progress
they've achieved, their level of teamwork, their
primary mission goals accomplished, and how well
they roleplayed their characters.

Faction Goals: Completing a Wilderness of Mirrors
faction goal should be worth 50-100 XP depend-
ing on their complexity and difficulty.

Bonus Awards: In addition, based on individual
accomplishments or achievements, the GM should
award a small amount of bonus experience

points to each player character. Each individual
award should be 25-50 XP, and the GM should
generally award no more than 100 bonus XP to any
one player.

OPTIONAL RULE

GEIST ON

YOUR LEFT

Most people in the Human
Sphere are continuously
interacting with their geist from
the time they wake up until the
time they go to bed. But if you're
roleplaying both your character
and your character’s geist, it can
get awkward if you're constantly
talking to yourself. As an option,
therefore, we recommend

that each player hand their
character’s geist to the player
on their left. That means you'll
be simultaneously running your
own character and the geist of
the player to your right.

Geist Briefing Sheet: Prepping
a roleplaying template for
your geist (p. 520) can be a
very effective way to let the
player to your left know what
your geist is like. It can also be
a useful tool for making the
geist’s personality distinct from
the player character’s.

Splitting with Geists: This can
also make it easier to split the
party because many or all of
the players who aren’t present
may still have a geist to play.

LIFEPATH SYSTEM

N\
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OPTIONAL RULE

HERTED
EXPERIENCE
Instead of awarding an ad hoc
base award, the GM can instead
choose to award 10 XP per
spent Heat to a maximum of
500 XP per session. (Additional
bonus awards can still be
offered normally.) In other
words, player characters only
learn from their experiences
when the stakes are high and
the heat is on!

This optional rule marginally
increases bookkeeping for the
GM, but it also gives the players
an incentive to generate

Heat. It encourages the player
characters to push themselves
to the edge, because it’s only
when you're pushing yourself to
your limits that you can find out
what you're capable of.

EXAMPLE

ACQUIRING
TALENTS

Cassandra has already gained
the Stealth talents of Scout
(the first talent in the tree)

and Living Shadow. After
gaining some XP, she considers
acquiring the Infiltration talent.
As shown in the talent tree on
p. 93, Infiltration is two steps
away from Scout, so it would
normally cost 400 XP (2 x 200
XP). However, Cassandra has
Stealth Focus 1, which reduces
the cost to 350 XP. Infiltration,
however, had a prerequisite of
Stealth Expertise 2 and she
only has Stealth Expertise 1.
She decides to get Camouflage
instead, which is one step away
from Scout and costs her 150
XP (200 XP - 50 XP).

INVESTING
EXBERIENCE, BOINTLS

Improve Attributes: To improve a character’s
attribute by one point, spend XP equal to 100 times
the new value of the attribute. For example, raising
Brawn from 7 to 8 costs 800 XP. An attribute cannot
be increased above 16.

Improve Skills: To improve a character’s Skill
Expertise or Skill Focus, spend XP equal to 200
times the new ranking. Each type of training
(Expertise or Focus) must be acquired separately.

A character’s Focus in a skill can never be higher
than their Expertise. For example, if a character has
Expertise 1 and Focus 1 in Tech, they would need
to spend 400 XP to improve to Tech Expertise 2
before they could spend an additional 400 XP to
improve their Tech Focus to 2.

A character cannot increase their Expertise or
Focus in a skill above 3 unless that skill is a signa-
ture skill (which cannot be increased above 5).

Acquiring Talents: Talents are acquired from the top
down, meaning a character must acquire the top-
most talent before those deeper in the tree become
available. Some talents also have additional
prerequisites (usually a certain number of Expertise
ranks in the skill) that must be met before it can

be selected. The first talent in any tree costs 200
XP. Other talents on the tree cost 200 XP for each
step away from the first talent. (A step measures
the talent’s distance from the starting talent and is
based on the number of arrows or spaces it takes to
draw a path back to that first talent.) Having Focus
in a skill, however, represents an intense dedication
and a deep, specialised understanding of that skill.
Reduce the cost to acquire any talent by 50 XP per
level of Focus the character has in that skill,to a
minimum cost of 50 XP.

Character Traits: Gaining a new character trait
costs 200 XP and requires GM approval. The new
trait should flow naturally out of the character’s
experiences.

Removing a character trait is generally more
difficult. In general, the cost to permanently remove
a character trait is 800 XP, although the GM may
require additional actions to be taken before the XP
can be spent. (For example, it might require restor-
ative surgery to remove an Old War Wound.)

In some cases, the GM may waive the XP cost if the
situation described by the character trait has been
completely resolved during a session. (For example,
if a character has Nemesis: Clara Jamieson as a
character trait and they kill Clara Jamieson, the

GM may allow them to simply remove the trait.)
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In many cases, however, the GM may find it more
appropriate to change the trait instead of removing
it. (For example, if a character is killed, resurrected,
and placed in a Lhost, their Old War Wound may
become Awkward Body Syndrome. Upon killing
Clara Jamieson they may discover that Nemesis:
Clara Jamieson has become Vengeance of the
Jamieson Clan.)

Learning Language: A character can learn a new
language for 50 XP.

Faction: Mercenary
Heritage: PanOceania

. INFINITY
Homeworld/Homeland: Svalarheima POINTS
Social Status: Demogrant
Age:29 HEN
AGI | AWA | BRW | COO | INT | PER | WIL

12 8 11 8 12 7 10

SKILLS

SKILL EXP|FOC|SIG| SKILL EXP|FOC|SIG
Acrobatics 210 Observation | 2 | 0
Athletics 3| 2 | e |Resistance 110
Ballistics 3| 2| e |Stealth 111
Close Combat | 1 | 1 Survival 111
Education 110 Tech 301 e
Vigour

Resolve

Firewall

BONUS DAMAGE
+_7)®

Psywar Bonus +0

+2®
+1®

Infowar Bonus Melee Bonus

Ranged Bonus

TALENTS
Rigorous Training (Athletics), Marksman (Ballistics), Clear
Shot (Ballistics), Scout (Stealth), Living Shadow (Stealth)

TRAITS
Orphan, Criminal Record,
Relentless Nemesis

EARNINGS

ASSETS

LANGURGES
German, Italian, SvalarNorse, Vietnamese

GEAR

Armoured Clothing (Uniform), Medium Combat Armour,
Pistol, Heavy Pistol (with 4 Reloads), Rifle, Knife, SecurCuffs,
Stims (x3)
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. SKILLS

Skills represent a character’s training, knowledge,
and proficiency. They are acquired through study,

practice,and experience. Skills are ranked by both
Skill Expertise and Skill Focus.

Talents are a further specialisation in a particular
skill. They represent distinctive prowess, tricks of
the trade,and uncommon mastery of specific tasks.
Each skill has a unique talent tree, with different
options for a specialist to pursue.

ACROBATICS AGILITY)

This skill is a measure of body control, covering
whole-body movements such as jumping, tumbling,
and diving. Attempts to dodge enemy attacks also
fall under Acrobatics.

ACROBATIC TALENTS

LONG JUMPER TOTAL REACTION

CATFALL

SIXTH SENSE

ROLLWITHIT

CRATFALL

Prerequisite: Long Jumper, Acrobatics Expertise 2
Maximum Ranks: 3

The character has learned to take advantage of
wind resistance and surface conditions when
making a landing. For every rank of Catfall, the
character treats the distance fallen as being one
zone shorter when calculating damage.

FREE RUNNER

Prerequisite: Graceful

Maximum Ranks: 3

A free runner trains to recognise the environment
and let their body move naturally in response

to it, taking advantage of what the terrain offers
them. For every rank of Free Runner, the character
reduces the difficulty of Acrobatics tests to move
through, past, or over obstacles and hindering
terrain by one step, to a minimum of Simple (DO).

GRACEFUL

Prerequisite: Acrobatics Expertise 1

The character may reroll one d20 when making an
Acrobatics test, but must accept the new result.

CHARACTERS

AND TALENTS

LONG JUMPER

Prerequisite: Graceful

The character is able to leap extraordinary dis-
tances. When making an Acrobatics test to jump,
the character reduces the difficulty by one rank, to
a minimum of Simple (DO).

ROLL WITH IT

Prerequisite: Catfall

When the character fails a Defence test against
a melee attack or a ranged attack with the

Area or Indiscriminate qualities, they gain
additional @ Cover Soak equal to the character’s
Acrobatics Focus.

SIXTH SENSE

Prerequisite: Total Reaction, Acrobatics Expertise 2
The character has a natural sense for when their

life might be endangered. They can make a Defence
Reaction against any ranged or melee attacks,
including ones they might not have any immediately
apparent reason to know about. (They must still pay
the normal Heat cost for taking a reaction.)

TOTAL RERCTION

Prerequisite: Graceful

Maximum Ranks: 3

During combat, the character is in a constant state
of fluid motion, making it difficult to hit them with

SKILLS AND TALENTS

Skill Expertise,p.29: A
character’s Expertise in a skill is
their mastery of the subject.

Skill Focus, p. 29: A character’s
Focus in a skill is achieved
through constant practice,
superior discipline,and
deeper insight.

SIGNATURE
SKILLS

Signature skills represent areas
where a character particularly
excels. Once selected during
character creation, signature
skills cannot be changed.
Although characters are
normally limited to an
Expertise and Focus in a skill of
three ranks each, for a signature
skill this limit is increased to
five ranks each.

ACROBATIC TIPS
Common Uses: Evading an
opponent, tightrope walking,
landing safely after a fall.

Common Difficulty Factors:
Terrain, Distraction,
Encumbrance, Poor Oxygen,
Gravity

\
s




ANALYSIS TIPS
Common Uses: Studying data,
analysing communications
traffic, code breaking,
behavioural analysis,
accounting

Common Difficulty Factors:
Corrupted Data, Misinformation,
Distraction, Limited Time

ANIMAL
HANDLING TIPS
Common Uses: Controlling
animals that are confused,
scared, or startled;
understanding animal
behaviours

Common Difficulty Factors:
Distraction, Unfamiliarity,
Complexity

ranged attacks. When they take a Defence Reaction
against ranged attacks, each rank of Total Reaction
counts as an additional point of Acrobatics

Focus. (This can increase the character’s effective
Acrobatics Focus above its normal limits. For exam-
ple, their effective Focus may be higher than their
Acrobatics Expertise.)

ANALYSIS (AWARENESS)

The Analysis skill doesn’t cover the acquisition

of information, but it does cover the myriad ways

in which it can be parsed, combined, studied,
interpreted, audited, and generally evaluated for
valuable intel. In addition to yanking key insights
out of any bundle of raw or streaming data, Analysis
also includes all forms of pattern recognition, from
basic code-breaking to discerning human behaviour,
and determining details from small clues.

ANALYSIS TALENTS
PATTERN
RECOGNITION
MICROSCOPIC
CODE BREAKER

NEW
PERSPECTIVE

DATA ANALYSIS

COMBAT
ANALYSIS

INFORMATION
INTEGRATION

CODE BRERKER

Prerequisite: Pattern Recognition

Maximum Ranks: 3

The character has developed an uncanny insight
into cryptographic patterns and the quantronic
tools required to crack them. When making an
Analysis test related to cryptography, the character
reduces the difficulty by one per rank of Code
Breaker, to a minimum of Simple (DO).

COMBAT ANALYSIS

Prerequisite: New Perspective, Analysis Expertise 2
During combat, the character may attempt an
Average (D1) Analysis test as a Minor Action.On a
success, they can identify one special power, hidden
piece of equipment, technological advantage, alien
ability, or similar effect that an opponent has in
use. Each Momentum spent allows the character to
recognise one additional effect.

DATAH ANALYSIS

Prerequisite: Pattern Recognition

Maximum Ranks: 2

When analysing data, the character enters a fugue
state. Each rank of Data Analysis counts as an addi-
tional point of Analysis Focus. This can increase
the character’s effective Analysis Focus above its
normal limits.
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INFORMATION INTEGRATION
Prerequisite: Data Analysis, Analysis Expertise 2
The character is skilled at rapidly collating and
integrating information from a team of assistants.
When analysing data as a teamwork test, those
assisting the character may roll two d20 each,
instead of being limited to a single d20.

MICROSCORIC THRERTS
Prerequisite: Pattern Recognition

Maximum Ranks: 2

The character has a knack for recognizing the
subtle clues of biological, chemical, nanonic, and
similar threats. Whenever the character is in the
presence of biohazards that would be protected
by BTS —even if the character is not aware of
it—the GM should call for the character to make
a Challenging (D2) Analysis test. On a success, the
character recognises the presence of the threat
and may spend Momentum to identify protective
measures against said threat. Every Momentum
spent increases BTS by 1 against that attack for
the remainder of the scene. A second rank of
Microscopic Threats reduces the difficulty of this
check to Average (D1).

NEW PERSPECTIVE

Prerequisite: Pattern Recognition

The character can intuitively analyse the world

around them. They may substitute their Analysis
skill for Observation for any task which is not a

split second reaction.

PRTTERN RECOGNITION

Prerequisite: Analysis Expertise 1

The character may reroll one d20 when making an
Analysis test, but must accept the new result.

ANIMAL HANDLING
(PERSONALITY)

This skill governs a character’s ability to care for,
train, and work with domesticated animals, includ-
ing riding mounts, security animals, and rescue
animals. The skill also provides an understanding
of wild animals and a knowledge of how to interact
with them safely.

Commanding Animals: Issuing a command to a
trained animal is a Simple (DO) test and thus
usually does not require a dice roll. Untrained
animals generally won't respond to specific com-
mands (although some non-terrestrial animals are
particularly clever), but an Animal Handling test
can generally influence their behaviour. This takes
one minute of effort and the effects of a successful
test will last for ten minutes, plus an additional ten
minutes per Momentum spent.

Animals in Combat: Issuing commands to a trained
animal in combat is a Minor Action that requires
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an Average (D1) test. Untrained animals cannot
be controlled in combat — they will act purely
on instinct.

Animal Reaction: Particularly wilful animals may
attempt a Reaction to resist efforts to control

them, opposing the Animal Handling test with the
creature’s Discipline test.

ANIMAL HANDLING TALENTS

STRONG RIDER

RECOGNISE CUES SYMBIOSIS

FIRM HAND

ANIMAL HEALER

SMELLS RIGHT

ANIMAL HEALER
Prerequisite: Symbiosis, Animal Handling

Expertise 2
Any time the character is called upon to make a
Medicine test upon an animal, they may instead use
their Animal Handling skill. Characters with this
talent may also substitute their Animal Handling
skill for Medicine tests upon humans, but make
such tests at +1 difficulty.

FIRM HAND
Prerequisite: Recognise Cues, Animal Handling
Expertise 2
The character has experience with animals that
are resistant to training. Any time the character
attempts to direct an animal to take an action that
goes against its instinct or training —including if
the animal is in service to another —any Momentum
spent to add extra dice to the skill test add two
d20s to the dice pool instead of one. (The normal
maximum of three bonus d20s still applies.)

RECOGNISE CUES

Prerequisite: Wild Empathy

The character has come to recognise when and how
an animal is reacting to their environment. Any
time the character is in the company of animals
and needs to make an Observation test, they may
substitute their Animal Handling skill instead. This
includes active searches if the character can use an
animal to aid in the search.

SMELLS RIGHT

Prerequisite: Firm Hand

Any time the character encounters a new animal,
they make an Average (D1) Observation test as a
Minor Action. On a success, the animal immediately
considers them a friend. If the target is a guard

animal, it does not alert its handlers to the charac-
ter’s presence.

STRONG RIDER

Prerequisite: Wild Empathy

The character is particularly adept at riding mounts.
When making a skill test to ride an animal, the
character reduces the difficulty by one rank. This
may eliminate the need for the skill check.

SYMBIOSIS

Prerequisite: Wild Empathy

The character is particularly adept at recognising
the needs of their animal companions. Any time
the character succeeds on a Survival test, they
automatically also find food and shelter for their
animal companions. (Note that the presence of
animals does not increase the difficulty of the test
for characters with this talent.)

WILD EMPATHY

Prerequisite: Animal Handling Expertise 1
Maximum Ranks: 3

Having spent much of their lives in the company
of animals, the character can quickly recognise
personality quirks and sources of distress. On any
Animal Handling test where the character gener-
ates at least one success, they may immediately roll
an additional number of bonus d20s equal to their
ranks in Wild Empathy. Any successes generated

on these additional dice are added to the initial
success total and complications on these additional
dice may be ignored.

ATHLETICS BRAWN)

This skill is a measure of how well a character can
apply their overall body strength and endurance.
Examples using Athletics include lifting objects,

breaking down doors, swimming, climbing, or running.

ATHLETICS TALENTS
TRAINING

STRONG

LEVERAGE SWIMMER

CLIFF DWELLER

IRRESISTABLE WALL CRAWLER

FORCE

STRONG GRIP

CLIFF DWELLER

Prerequisite: Rigorous Training

Maximum Ranks: 3

The endless hours of climbing have made vertical
surfaces a natural environment for the character.
The character never suffers from vertigo or a fear of
heights. In addition, they may reduce the difficulty

ATHLETICS TIPS
Common Uses: Climbing,
swimming, running, wrestling,
races, kicking down doors,
lifting weights

Common Difficulty Factors:
Terrain, Distraction,
Encumbrance, Poor Oxygen

SKILLS AND TALENTS
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BALLISTIC TIPS
Common Uses: See Warfare

(p- 107); identifying weapons
based on the sound of their fire
or physical inspection; studying
the wounds or other evidence
left by such weapons

Common Difficulty Factors:
Distance, Unfamiliarity,
Complexity, Poor Equipment

of any climbing test by one step per rank of CLiff
Dweller, to a minimum of Simple (DO).

IRRESISTIBLE FORCE

Prerequisite: Leverage, Athletics Expertise 2

The character gains the weapon quality Knockdown
on all melee attacks.

LEVERRAGE

Prerequisite: Rigorous Training

Maximum Ranks: 3

Due to a combination of training and technique,
the character is able to perform feats of strength
that seem at odds with their physique. On any
test to lift or move an inanimate object where the
character generates at least one success, they may
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immediately roll a number of bonus d20s equal to
their ranks in Leverage. Any successes generated

on these additional dice are added to the initial
success total and complications on these additional
dice may be ignored.

RIGOROUS TRAINING

Prerequisite: Athletics Expertise 1

Maximum Ranks: 3

The character is exceptionally athletic and physi-
cally gifted. For each rank of Rigorous Training, the
character generates 1 bonus Momentum on any
Athletics test.

STRONG GRIP

Prerequisite: Irresistible Force

The character never drops or surrenders an object
unless they have chosen to do so. They are immune
to any attempt to forcibly disarm them or other-
wise knock a weapon or other held object from
their hands.

STRONG SWIMMER

Prerequisite: Rigorous Training

Maximum Ranks: 3

The character is a prodigious swimmer. He reduces
the difficulty of any swimming test by one step
per rank of Strong Swimmer to a minimum of
Simple (DO).

WALL CRAWLER

Prerequisite: CLiff Dweller, Athletics Expertise 2
The character has learned to climb comfortably
without equipment, even while carrying significant
burdens. They never suffer any penalty for climbing
without proper equipment. Furthermore, if rope,
harness, or other climbing equipment is available,
they can add a bonus d20 to their Athletics test.

BALLISTICS (COORDINATION)

This skill is used for firefights. It covers the use and
maintenance of ranged weapons, as well as famili-
arity with the damage they inflict. It includes both
hand-held weaponry and heavy weapons (including
vehicle-mounted weapons).

BALLISTICS TALENTS

THROUGH AND
THROUGH

QUICK DRAW CLEAR SHOT

SPEED LOADER PRECISE SHOT

DOUBLE TAP




CLERR SHOT

Prerequisite: Marksman

The character reduces the penalty for firing at a
range other than the weapon’s optimal range by
one step (to @ minimum of 0).

DOUBLE TAP

Prerequisite: Speed Loader

Maximum Ranks: 2

If the character succeeds at a ranged attack and
spends Momentum or an Infinity Point to make
another attack with the same weapon against the
same target, the difficulty of the attack is decreased
by one step, to a minimum of Average (D1). Double
Tap can only be used once per turn per rank in

the talent.

MARKSMAN

Prerequisite: Ballistics Expertise 1

When making a ranged attack, a character with this
talent may reroll a number of damage dice equal to
the number of Ballistics talents they have acquired.
(As normal, each die may only be rerolled once.)

PRECISE SHOT

Prerequisite: Clear Shot, Ballistics Expertise 2
When spending Momentum for a Called Shot
with a ranged attack it only costs 1 Momentum
(instead of two).

AUICK DRAW

Prerequisite: Marksman

The character is always prepared for a firefight.
They can draw a weapon or other item as a Free
Action (instead of a Minor Action) and do not need
to have a weapon in their hand in order to respond
to attacks. As long as they have a free hand and

a weapon within Reach, they can always make a
Close Combat test as part of a Defence or Guard
Reaction. This can only be done once per turn,
although when the Quick Draw action is taken
the character can draw a different item into each
hand (in order to dual wield pistols, for example).
This talent exists for both the Ballistics and Close
Combat skill,and if it is purchased for either skill
it can be used as a prerequisite for talents in the
other skill.

SPEED LORDER

Prerequisite: Quick Draw, Ballistics Expertise 2
The character can disassemble and reassemble
their weapon and its components with little
thought. During combat, they may spend a Minor
Action to increase their rate of fire, allowing
them to count the weapon’s Burst as one higher
than its listed value. They can also swap ammo
loads in any weapon as a Free Action. This talent
cannot be used with weapons which have the
Munitions quality.

THROUGH AND THROUGH
Prerequisite: Marksman

Maximum Ranks: 3

When the character spends Momentum on a
Secondary Target effect for a ranged attack it only
costs 1 Momentum (instead of two). In addition, the
character can use this Momentum spend a number
of times equal to their ranks of Through and
Through on any given attack.

CLLOSE COMBAT (RGILITY)

This skill governs the ability to hit targets within
Reach with hand-held weaponry and with the char-
acter’s own body. This includes objects intended for
this purpose — such as knives or swords — but also
improvised weaponry like metal bars, barstools, and
broken beer bottles.

CLOSE COMBAT TALENTS

DEFLECTION

COMBAT

QUICK DRAW SPECIALIST

REFLEXIVE WEAPON

MASTER

BLOCK

MASTER

RIPOSTE DEFLECTION

COMBRT SPECIALIST

Prerequisite: Martial Artist

Each point of Momentum or Heat the character
pays to gain additional dice for a Close Combat
test provides two dice instead of one. (The normal
maximum of three bonus d20s still applies.)

DEFLECTION

Prerequisite: Martial Artist

Characters with this talent reduce the Heat cost of
Defence or Guard reactions using the Close Combat
skill by one. (This can reduce the cost to zero,

but no less.)

MARTIAL ARTIST

Prerequisite: Close Combat Expertise 1

When making a melee attack,a character with
this talent may reroll a number of damage dice
equal to the number of Close Combat talents they
have acquired. (As normal, these dice may only be
rerolled once.)

MASTER DEFLECTION

Prerequisite: Deflection, Close Combat Expertise 2
Maximum Ranks: 3

On any Defence or Guard Reaction using the Close
Combat skill where the character generates at
least one success, they may immediately roll an
additional number of d20s equal to their ranks

CLOSE COMBAT
TIPS

Common Uses: See Warfare
(p. 107); identifying weapon-
based combat styles, close
combat weaponry,and the
injuries they cause.

Common Difficulty Factors:
Terrain, Unfamiliarity,
Complexity, Poor Equipment.

SKILLS AND TALENTS
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COMMAND TIPS
Common Uses: Commanding
a group of NPCs, bolstering
subordinates in the face of
horror or disaster, conveying
orders and objectives clearly
and with the correct emphasis

Common Difficulty Factors:
Disruption, Distraction, Distance,
Foreign Language, Noise, Social

Factors, Authority, Unfamiliarity,
Complexity

in Master Deflection. Any successes generated

on these additional dice are added to the initial
success total and repercussions on these additional
dice may be ignored.

AQUICK DRAW

Prerequisite: Martial Artist

The character is always prepared for melee combat.
They can draw a weapon or other item as a Free
Action (instead of a Minor Action) and do not need
to have a weapon in their hand in order to respond
to attacks. As long as they have a free hand and

a weapon within Reach, they can always make a
Close Combat test as part of a Defence or Guard
Reaction. This can only be done once per turn,
although when the Quick Draw action is taken

the character can draw a different item into each
hand (in order to dual wield sabres, for example).
This talent exists for both the Ballistics and Close
Combat skill,and if it is purchased for either skill
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it can be used as a prerequisite for talents in the
other skill.

REFLEXIVE BLOCK

Prerequisite: Quick Draw, Close Combat Expertise 2
The character has become so attuned to his melee
expertise that he can use it to defend against
ranged attacks. The character may substitute their
Close Combat skill for their Acrobatics skill any
time they attempt a Defence or Guard Reaction
with a melee weapon in hand.

RIPOSTE

Prerequisite: Deflection, Close Combat Expertise 2
Some characters learn that the instant after an
opponent’s strike is when they are most vulnerable.
After successfully executing a parry, characters with
this talent may immediately perform a Reaction

to make a standard melee attack against the foe
they parried.

WERARPON MASTER

Prerequisite: Combat Specialist, Close Combat
Expertise 2

When making an attack using the Close Combat

skill, each point of Momentum the character spends

to deal bonus damage adds two points of damage

instead of one.

COMMAND (PERSONALITY)

Command is the measure of a character’s ability
to manipulate groups of people, including but

not limited to those expected to defer to the
character, such as those of a lower military rank or
social caste.

Chain of Command: When issuing orders to direct
subordinates, reduce the difficulty of the Command
test by one step. For standard orders, this will gen-
erally reduce the difficulty to a Simple (DO) test.

COMMAND TALENTS

AIR OF
AUTHORITY

FONT OF
COURAGE

GROUP
DYNAMICS

COMMANDING
PRESENCE

COORDINATOR

MINIONS

AR OF AUTHORITY

Prerequisite: Professional

The character knows how to bring their authority
to bear. When making Psywar attacks using the
Command skill, they gain two bonus Momentum on
successful attacks.
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COMMANDING PRESENCE
Prerequisite: Air of Authority, Command Expertise 2
The character leads with immense charisma and
persuasive skills. When making a Command test,
any Momentum spent to add extra dice to the skill
test adds two d20s to the dice pool instead of

one. (The normal maximum of three bonus d20s
still applies.)

COORDINATOR

Prerequisite: Group Dynamics, Command
Expertise 2

The character is proficient in coordinating the

actions of a group working in unison. Any time the

character is involved in a teamwork test—even if

they are not the leader for the test—all characters

involved may choose to reroll one d20, but must

accept the new result.

FONT OF COURRGE

Prerequisite: Professional

Maximum Ranks: 2

The character is an inspiring presence to those
who follow them. Any time forces under their direct
command (i.e., who they are visible to or in imme-
diate communication with) are subject to a Psywar
attack, those forces gain +2@ Morale Soak for each
rank of Font of Courage.

GROUPRP DYNRAMICS

Prerequisite: Professional

The character is very familiar with the way a crowd
normally acts and can recognise actions that are
unusual or out of place. When dealing with places
full of people —even if the people are not organ-
ised — the character may substitute their Command
skill for any Observation test. This includes active
searches if the character can rally a crowd to
assist them.

MINIONS

Prerequisite: Commanding Presence

Individuals under the character’s authority become
extremely loyal to them, even willing to sacrifice
themselves. Any time the character comes under
attack and has a character under their command
within three metres, they may pay 1 Heat to

have that character immediately perform a

Guard Reaction.

PROFESSIONAL

Prerequisite: Command Expertise 1

The character has learned to issue orders so that
they are clear to the recipient and with little
margin for misinterpretation. The character may
reroll one d20 when making a Command test, but
must accept the new result.

DISCIPLINE (WILLPOWER)

This skill is the basis for resisting Psywar attacks,
as well as the self-control and mental strength to
avoid succumbing to interrogation, coercion, or fear.

DISCIPLINE TALENTS

IRREPRESSIBLE

COURAGEOUS GUARDED HEART

OUT OF
DARKNESS

COURRGEOUS

Prerequisite: Irrepressible, Discipline Expertise 2
Maximum Ranks: 3

Some characters are simply more capable of endur-
ing stress and mental assault. The character has a
bonus to Morale Soak equal to twice his ranks in
Courageous.

DISCIPLINE TIPS
Common Uses: See Psywar
(p. 122); resisting persuasion
or mind-influencing effects

GURRDED HERRT

Prerequisite: Wary, Discipline Expertise 2

The character is wary even of their friends and
comrades. When targeted by Psywar attacks, they
gain +2@ Morale soak. Further, when rolling soak
dice for Morale, they instead count each Effect
rolled as if it were a 2 on those soak dice.

Common Difficulty Factors:
Lighting, Disruption, Distraction,
Poor Weather

IRREPRESSIBLE

Prerequisite: Stubborn

Maximum Ranks: 3

The character has survived countless challenges
and is prepared to face even more. When taking
the Recover action, they gain a number of bonus
Momentum equal to their ranks in Irrepressible.

JRADED

Prerequisite: Stubborn

Maximum Ranks: 3

The character has suffered cruelties and emotional
Metanoia repeatedly. They have built up a tolerance
to mental suffering. The character increases their
Resolve by two points for each rank of Jaded.

OUT OF DARKNESS

Prerequisite: Courageous

Maximum Ranks: 2

Even when their psyche has taken a beating, the
character has an organised mental framework that
allows them to recover. Whenever the character
makes a Discipline check to recover from Metanoia,
the difficulty of the check is reduced one step per
rank of Out of Darkness.

SKILLS AND TALENTS



EDUCATION TIPS
Common Uses: Recalling
useful information, researching
specific topics

Common Difficulty Factors:
Distance, Time, Unfamiliarity,
Foreign Language, Complexity,
Equipment

PLAYTEST TIP

EDUCRTION
MOMENTUM
Education is one of the most
flexible skills and can often
be used as a precursor for
generating Momentum on
other tests. For example, you
can recognise the common
philosophies of a Faction and
use that to your advantage
on a Persuade test. Or test
your familiarity with the
design specs for an enemy
TAG to generate Momentum
for a face-to-face Pilot test.
These tests reward creative
problem-solving.
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STUBBORN

Prerequisite: Discipline Expertise 1

The character may reroll one d20 when making a
Discipline test, but must accept the new result.

WAHARY

Prerequisite: Stubborn

The character is cautious in their trust and hesitant
to believe the things that they are told. Any

time the character is the target of a Persuade or
Command test, any Momentum paid to add dice

to their Discipline test add two d20s instead of
one. (The normal maximum of three bonus d20s
still applies.)

EDUCATION (NTELLIGENCE)

Education is a measure of the character’s
familiarity with the worlds beyond their personal
experiences, as well as knowledge gained through
formalised education systems. This includes a basic
understanding of history, politics, current events,
and places.

EDUCATION TALENTS
DISCIPLINED
STUDENT
KNOWLEDGE

UNTRACEABLE
MAYAWIRED RESEARCHER

DISCIPLINED STUDENT

Prerequisite: Education Expertise 1

The character paid attention in class, was exten-
sively self-taught, or both. They constantly sought
out knowledge beyond the scope of the minimum
necessary training. If they generate at least one
success when attempting an Education test, they
may immediately roll an additional d20 and add
the result to the test.

RESEARCH

SPECIALIST

KNOWLEDGE SPECIALISATION
Prerequisite: Disciplined Student

Maximum Ranks: Education Focus

The character is particularly devoted to a particular
topic (which is chosen at the same time as this
talent, subject to the GM’s approval). When

making an Education test related to that topic, the
character gains +1d20 on their test. This talent

can be taken multiple times, with each additional
rank either granting a new specialisation or an
additional +1d20 to an existing specialisation. (The
normal limit of three bonus d20s applies.)

PART |: CHARACTERS

MRAYAR WIRED
Prerequisite: Research Specialist, Education
Expertise 2
Years of experience with the datasphere has
allowed the character to create and master a huge
suite of customised, automatic research tools that
are anticipating their needs. As long as the char-
acter has access to their geist (and their geist has
access to Maya, Arachne, or a similar datasphere),
whenever they attempt an Education test to recall
information quickly, the geist may assist on the
test, and roll 2d20 rather than the normal 1d20
for assistance. (Their automated systems deliver
information they need to know so instantaneously
it’s as if they already knew it themselves.)

RESERARCH SPECIALIST

Prerequisite: Disciplined Student

Maximum Ranks: 3

After spending hours buried in the nooks and
crannies of various dataspheres, the character is an
expert at finding the information that they need.
When making a skill test to research a topic, the
character gains bonus Momentum equal to their
ranks in Research Specialist.

TRIVIA MASTER

Prerequisite: Disciplined Student

Maximum Ranks: 3

The character keeps up on current events, both
globally and throughout the Human Sphere. On
any Education test that involves pop culture, trivia,
or current events within the past twenty years, the
character reduces the difficulty by one step per
rank of Trivia Master, to a minimum of Simple (DO).

UNTRACERABLE RESERRCHER
Prerequisite: Research Specialist

The danger of relying on the knowledge of the
datasphere is that there are those who can trace
and track your use of it. There are tricks to avoid
such attention, however, and the character is a
master of them. They reduce the difficulty of any
Stealth check to avoid detection as a result of their
research checks by two steps,to a minimum of
Simple (DO).

EXTRAPLANETARY
(AWARENESS)

This skill represents the specialised training neces-
sary to survive and function in the vacuum of space,
on worlds without self-sustaining atmospheres, or
in other extraterrestrial environments.

Extraplanetary Survival: In space or on alien worlds,
the Extraplanetary skill can be used in many of

the same ways that the Survival skill can be used.
(Conditions are often less friendly, however, which
may result in higher difficulties, particularly for
finding the necessities of food, water, and shelter.
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In many extraplanetary environments, it may be
impossible to find such basic necessities.)

Gravity Movement: A character attempting
Acrobatics, Athletics, or Close Combat tests while in
non-standard gravity reduces their Expertise and
Focus ranks to those of their Extraplanetary skill.
Moving easily in space or on unterraformed worlds
is challenging even for the most physically adept.

EXTRAPLANETARY TALENTS

METEOR HEAD

SLOwW

METABOLISM SPACEWALKER

STAR SNEAK

RADIATION

RESISTANCE EVAEXPERT

GRAVITY SAVANT

EVRA EXPERT

Prerequisite: Spacewalker

The character has learned to function at a
decreased atmospheric pressure in order to extend
operating time in pressure suits. When determining

whether or not an Oxygen Load has been depleted,
the character only needs to succeed at an
Extraplanetary (D1) test to avoid expending the
Load (as opposed to the normal difficulty 2 test).

GRAVITY SAVANT

Prerequisite: EVA Expert, Extraplanetary Expertise 2

The character has worked in a broad range of dif-
ferent gravitational environments and has learned
to quickly adapt to such changes. The character can
ignore any penalties associated with working in
situations of gravity that differ from Earth normal.

METEOR HERD

Prerequisite: Extraplanetary Expertise 1

The character may reroll one d20 when making an
Extraplanetary test, but must accept the new result.

RADIATION RESISTANCE
Prerequisite: Slow Metabolism, Extraplanetary
Expertise 2
Either due to a genetic quirk or a deliberate ana-
tomical modification, the character is less subject
to the effects of cosmic radiation. When exposed
to damage with the Radiation X quality, they treat
the Radiation rating as one lower than usual (to a
minimum of 0).

SKILLS AND TALENTS

EXTRAPLANETARY

TIPS

Common Uses: Surviving
common hazards in non-
standard gravity, maintaining
oxygen supplies, movement
in non-standard gravities,
operating vac suits

Common Difficulty Factors:
Terrain, Encumbrance,
Equipment, Poor Oxygen,
Weather, Celestial Phenomena
(radiation, micrometeoroid
showers), Time, Unfamiliarity,
Complexity
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HACKING TIPS
Common Uses: See Infowar

(p- 114); advanced quantronic
programming, augmented
reality manipulation, gaining
illicit access to data, exploiting
or navigating dataspheres

Common Difficulty Factors:
Distance, Interference,
Distraction, Equipment, Security

SLOW METABOLISM

Prerequisite: Meteor Head

The character can go extended periods of time with
minimum oxygen. The difficulty of Resistance tests
to avoid suffocation only increases if they suffer a
Wound (instead of every round).

SPACEWARALKER

Prerequisite: Meteor Head

The character has significant experience in using
EVA suits and operating in zero-g environments.
Whenever a test is required for working in such an
environment, the character gains two d20s to their
Extraplanetary pool for every Momentum spent
instead of one. (The normal maximum of three
bonus d20s still applies.)

STHR SNERK

Prerequisite: Meteor Head

Years of extraterrestrial experience have familiar-
ized the character with aspects of the environment
which landlubbers find it difficult to grok (such as
the presence of a meaningful z-axis in day-to-day
life in zero-g). While in space or upon alien worlds,
the character may substitute their Extraplanetary
skill for Stealth tests.

HACKING (INTELLIGENCE)

Almost anyone can consume Maya media and make
use of the basic functions and features of the data-
sphere (particularly with the aid of their geists), but it
takes a trained hacker to take full advantage of the
quantronic substrate of modern reality. This skill, often
employed with the use of a hacking device, governs
the character’s ability to penetrate quantronic systems,
override security systems, exploit local networks, and
manipulate augmented reality. It also allows them

to aggressively attack the personal area networks of
others, as well as repairing quantronic damage and
breaches to their own systems.

HACKING TALENTS
FLAK

TRICKS OF THE
TRADE

PHISHER

PARANOID

PIGGYBACK

QUANTRONIC
BLAST

HACKER

Prerequisite: Hacking Expertise 1

When making an Infowar attack, the character
may reroll a number of damage dice equal to the
number of Hacking talents they have acquired. (As
normal, dice may only be rerolled once.)
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PARANOID
Prerequisite: Tricks of the Trade, Hacking

Expertise 2
Maximum Ranks: 3
The character, their geist, and their systems are
always ready for enemy intrusion. As a Reaction the
character may respond to any Infowar attack with
an Infowar attack of their own with any software
immediately to hand at a penalty of +2 difficulty.
This attack is resolved before the enemy attack
and if it causes the enemy to suffer a Breach, then
their attack is prevented. Each additional rank of
Paranoid reduces the difficulty of the reaction hack
by one. (With three ranks of Paranoid, therefore, the
penalty is completely eliminated.)

PHISHER

Prerequisite: Hacker

The character has made it a practice to collect
access to other people’s comlogs and financial
details. When making a Fake ID, the resulting Fake
ID gains +1 to its rating.

PIGGYBRCK

Prerequisite: Phisher

The character maintains a log of easily hackable
devices and common admin codes, which can be
exploited when performing remote hacks. When
initiating a remote hack, the character gains a
special pool of 4 Momentum which can be spent
on tests made to access their target and also when
gaining or improving the quality of authentication.

AQUANTRONIC BLAST

Prerequisite: Piggyback, Hacking Expertise 2
Maximum Ranks: 3

When the character spends Momentum during an
Infowar attack to affect a secondary target, it only
costs 1 Momentum. In addition, the character can
use the secondary target Momentum spend on
Infowar attacks a number of times equal to their
ranks in Quantronic Blast.

OUANTRONIC FLLAK

Prerequisite: Hacker

Maximum Ranks: 2

The character has created a number of protocols
and subroutines that generate a burst of signal
interference nearby. As a Minor Action, the charac-
ter’s current zone gains 2@ Interference Soak per
rank of Quantronic Flak, which disappears at the
start of the character’s next turn.

TRICKS OF THE TRRADE

Prerequisite: Hacker

The character may reroll one d20 when making a
Hacking test, but must accept the new result.




LIFESTYLE (PERSONALITY)

Lifestyle measures a character’s social influence,
status within popular culture and high society,
access to resources such as cash and other assets,
and the ability to wield those assets effectively to
get what they want. It also reflects general knowl-
edge regarding such things.

Passing: When attempting to maintain the appear-
ance of a particular social class (including your
own), it requires a Simple (DO) Lifestyle test. The
difficulty increases by one for every level of social
status above or below your own. The difficulty also
increases for foreign or unfamiliar cultures.

LIFESTYLE TALENTS
= E3
BACKDOOR

ELITE CONTACT

NETWORK

ASSETS

BRACKDOOR ASSETS

Prerequisite: Network, Lifestyle Expertise 2
Maximum Ranks: 3

Having contacts with access to valuable assets can
be the quickest way to acquire needed equipment.
Characters with access to Backdoor Assets may
reduce the Restriction rating of any item or service
by one per rank of Backdoor Assets, to a minimum
of 1, but the item or service is regarded as ille-
gally-obtained, which may cause other problems
(either immediately or at a later date) if complica-
tions are generated.

THE ROLEPLAYING GAME

BRIBERY

Prerequisite: Socialite

The character recognises that everyone has their
price,and they know how to pay it— particularly
without raising any flags. When attempting a bribe,
they gain two bonus d20s per Asset spent (instead
of the normal one).

ELITE CONTRCT

Prerequisite: Network, Lifestyle Expertise 2

The character has established connections with
individuals in positions of significant authority.
Each time this talent is selected, the character
gains an elite contact. (The player must specify the
type and allegiance of the contact, which is subject
to the GM’s approval.) The character may make a
Challenging (D2) Lifestyle test to ask the selected
contact for a favour. On a success, the contact
responds with resources proportionate to their
level of importance — providing one Asset, plus

one additional Asset per point of Momentum spent.

The character can make such a skill test once per
month, and it takes an hour (if the character is on
the same planet) or 2+4@ hours (if the character
is on a different planet) to make the attempt.
Elite Contact may be purchased multiple times,
with each purchase establishing a new highly
placed contact.

INVESTMENTS

Prerequisite: Socialite

Maximum Ranks: 3

Each rank of Investments increases the character’s
Earnings by one.

LIFESTYLE TIPS
Common Uses: See Acquisitions
(p- 328) and Psywar (p.122);
fitting in with a particular
social class, avoiding social
embarrassment, interpreting
business or financial
information, establishing or
reaching out to contacts

Common Difficulty Factors:
Equipment, Social Factors, Time,
Unfamiliarity, Complexity

SKILLS AND TALENTS



NETWORK

Prerequisite: Socialite

Maximum Ranks: 3

The character has a broad range of contacts in
different fields and in different regions. Any time
they need assistance from other individuals, they
may reduce the difficulty of a Lifestyle test to find
a contact by one step per rank of Network, to a
minimum of Simple (DO).

SOCIALITE

Prerequisite: Lifestyle Expertise 1

The character may reroll one d20 when making a
Lifestyle test, but must accept the new result.
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SOCIAL MIMIC

Prerequisite: Socialite

The character is skilled at blending into disparate
cultures and social classes. There is no increase
in difficulty for differences in social classes when
passing as a class other than their own.

MEDICINE (INTELLIGENCE)

This skill covers the treatment of all physical
wounds and maladies, along with the use of drugs,
biotechnology, wetware, medical nanobots, and the
like. Those skilled in Medicine can render immedi-
ate assistance, provide short-term and long-term
care, perform surgery, implant cybernetics, treat
diseases, redress radiation sickness, and attend to
other corrective, therapeutic, or curative needs.

MEDICINE TRALENTS
EMERGENCY
MIRACLE TRAUMA
WORKER SURGEON

EMERGENCY DOCTOR

Prerequisite: Physician

When making a teamwork test with the Medicine
skill to assist another character with the Recover
action, the emergency doctor may roll a number of
dice equal to the character's Medicine Focus.

FIELD SURGERY

FIELD DRESSING

Prerequisite: Physician

The character has become particularly adept

at practicing medicine in situations where

few resources are available. They gain a bonus
Momentum on Medicine tests as if they were
using a Medicine kit even when they have no kit
available. In addition, when using a MediKit to
perform the Treat action on a patient not within
their Reach, they do not suffer the normal +1
difficulty penalty.

FIELD SURGERY

Prerequisite: Field Dressing

Having worked with very limited resources in the
past, the character has learned to take full advan-
tage of them when available. Each dose of Serum
used by the character adds 2 bonus Momentum
instead of one.
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MIRACLE WORKER

Prerequisite: Field Surgery, Medicine Expertise 2
When performing the Treat action or assisting on
the Recover action using the Medicine skill, the
character gains 2 bonus Momentum, which may
only be used to recover Vigour or treat Wounds.

PHYSICIAN

Prerequisite: Medicine Expertise 1

The character may reroll one d20 when making a
Medicine test, but must accept the new result.

SELF-TRERTMENT

Prerequisite: Physician

When performing a treat test using Medicine on
themselves, a character with Self-Treatment no
longer increases the difficulty of the test by two.

TRAUMA SURGEOGN

Prerequisite: Field Surgery, Medicine Expertise 2
Maximum Ranks: 3

The character has learned techniques to aid a
character in recovering from particularly grievous
injuries. The character may reduce the difficulty
of Medicine tests to treat Wounds by one step per
rank of Trauma Surgeon they possess, to a mini-
mum of Average (D1).

OBSERVATION (RWRRENESS)
This skill governs a character’s ability to notice

and discern details and subtle environmental

cues. It also covers general perceptiveness and

the ability to recognise that something is out of
place, to search an area for clues, or to spot a
potential ambush.

OBSERVATION TALENTS

SENSE OF
DIRECTION

SENSE
MEMORY

EIDETIC
MEMORY

ACUTE SENSES

Prerequisite: Sense Memory

Maximum Ranks: 3

On a successful Observation test, the character
gains bonus Momentum equal to their ranks in
Acute Senses.

DANGER SENSE

Prerequisite: Sharp Senses

When making a face-to-face test to determine
surprise, the character can reroll any failed check.

EIDETIC MEMORY

Prerequisite: Sharp Senses, Observation Expertise 2
The character can recall images, sounds, objects,
and other memories with high precision even after
only a momentary exposure. When examining such
memories, they can attempt Observation tests

at a +1 difficulty to notice things they may have
originally missed in the moment. (Such recall is not
actually perfect, however,and GMs are encouraged
to use complications on such tests to generate
false information.)

NIGHT VISION

Prerequisite: Acute Senses, Observation Expertise 2
The character ignores any penalties to skill tests
as a result of poor illumination or low light
levels. This talent does not help in total dark-
ness, however.

SENSE OF DIRECTION

Prerequisite: Sharp Senses

The character has a perfect Sense of Direction.
With an Average (D1) Observation test, they
can determine which direction is north. When
attempting to retrace their footsteps or follow
a path they’ve taken, the difficulty of the test
is reduced by one per Observation talent the
character has, which may reduce the difficulty
to Simple (DO). (This benefit applies even if
their senses were obscured. For example, if they
were blindfolded or locked in the trunk of a
car and attempting to figure out where it had
taken them.)

SENSE MEMORY

Prerequisite: Sharp Senses

The character has a knack for recalling patterns
of sounds, smells, or colours. They are much more
likely to recognise people, places, and objects
they have interacted with, even when they are
shrouded or attempts have been made to obscure,
disguise, or hide them. When trying to detect,
locate, or recognise such targets they gain a
bonus d20 to any related skill tests. (This bonus
die may be rolled by the GM to avoid revealing
the subject of the Observation test before the
test is made.)

SHARP SENSES

Prerequisite: Observation Expertise 1

The character may reroll one d20 when making an
Observation test, but must accept the new result.

PERSURDE (PERSONALITY)

The Persuade skill covers a wide range of inter-
personal abilities, including the ability to charm,
deceive, coerce, bribe, seduce, or haggle. It allows a
character to convince others of what they believe
or to believe that which is not true.

MEDICINE TIPS
Common Uses: See Recovery
(p. 102); studying and
identifying poisons, diseases,
and other ailments. Performing
autopsies or determining cause
of death

Common Difficulty Factors:
Distraction, Equipment,
Disruption, Random Motion,
Unfamiliarity, Complexity

OBSERVATION
TIPS

Common Uses: Searching
for physical clues, detecting
ambushes and other threats,
noticing small details

Common Difficulty Factors:
Distance, Distraction, Lighting,
Noise, Poor Weather, Equipment,
Size; often opposed by Stealth
or Thievery tests
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PERSURDE TIPS
Common Uses: See Psywar

(p- 122); lying to, negotiating
with, intimidating, seducing, or
befriending others

Common Difficulty Factors:
Distance, Foreign Language,
Noise, Social Factors, Time,
Unfamiliarity, Complexity; often
opposed by Discipline tests

PLARYTEST TIP

LIMITS OF
PERSURSION

NPCs will often shake off the
effects of a simple Persuade
test, having second thoughts,
seeing through a lie, or
overcoming a scare. The GM
should have a rough idea how
long the Persuade effect will
last when setting the difficulty
of the test,and players can
spend Momentum in order to
increase the length of effect.
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PERSURDE TALENTS

CHARISMATIC

MAGNETIC

INTIMIDATOR PERSONALITY

ENTICER EQUIVOCATOR

RELENTLESS HAGGLER

CHRARISMATIC

Prerequisite: Persuade Expertise 1

The character may reroll one d20 on any Persuade
test, but must keep the new result.

ENTICER

Prerequisite: Charismatic

Maximum Ranks: 3

The character is particularly adept at seducing
others. When using affection, physical attraction, or
the promise of sexual favours as part of negotia-
tion, the character gains a number of bonus d20s
equal to their ranks in Enticer. (The normal limit
of three bonus d20s still applies.) Whether or not
the character is honest with their seduction is
irrelevant —the character is as effective with fake
seduction as with honest attraction.
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EQUIVOCAHATOR

Prerequisite: Charismatic

The character is willing and able to tell any

lie to overcome an opponent’s social defences.
When attempting to deceive an opponent,

the character gains two bonus d20s to their
Persuade test per Momentum spent (instead of
the normal one). The normal Limit of three bonus
d20s still applies.

HAGGLER

Prerequisite: Magnetic Personality, Persuade
Expertise 2

The character is particularly proficient at striking a

bargain, either to obtain goods or favours. They can

use Persuade instead of Lifestyle when attempting

to acquire goods or strike a bargain.

INTIMIDATOR

Prerequisite: Charismatic

The character recognises others’ limitations and is
always willing to exploit them. When attempting
to intimidate an opponent, the character gains two
d20s to their Persuade test per Momentum spent
(instead of the normal one). The normal limit of
three bonus d20s still applies.
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MAGNETIC PERSONALITY

Prerequisite: Charismatic

Maximum Ranks: 3

When making Persuade tests, the character gains 1
bonus Momentum per rank of Magnetic Personality.

RELENTLESS

Prerequisite: Intimidator, Persuade Expertise 2
Maximum Ranks: 2

The character’s bonus damage to Psywar attacks is
increased by +1@ per rank of Relentless.

PILOT (COORDINATION)

This skill covers the ability to drive or operate any
vehicle operating within an atmosphere, including
motorcycles, cars, trucks, hovercraft, watercraft,
and aircraft. (Controlling space-based vehicles is
handled by the Spacecraft skill.)

PILOT TALENTS
BREAKER THE WHEEL

PUSH THE
ENVELOPE

COMBAT
PILOT

RAMMING

TOP GUN SPEED

RACE

Prerequisite: Pilot Expertise 1

The character may reroll one d20 when making a
Pilot test, but must accept the new result.

BORN TO THE WHEEL

Prerequisite: Ace

Decrease the difficulty for any Pilot tests using
ground-based vehicles by one, to a minimum of 1.

COMBAT PILOT

Prerequisite: Ace

Maximum Ranks: 3

The character knows how to keep a vehicle running
effectively, even when it’s seriously damaged. When
performing a Pilot test with a damaged vehicle, the
penalty from damage is reduced by one step per
rank of Combat Pilot.

PUSH THE ENVELOPE

Prerequisite: Ace

Maximum Ranks: 3

The character is particularly adept at making
vehicles perform beyond their design specifi-
cations. When making Pilot tests, the character
gains 1 bonus Momentum per rank of Push
the Envelope.

RAMMING SPEED

Prerequisite: Combat Pilot, Pilot Expertise 2

When the character rams their vehicle into another,
each point of Momentum spent for bonus damage
adds two damage (instead of the normal one).

STORM BRERKER

Prerequisite: Ace

When piloting watercraft, the character may ignore
any penalties to a Pilot test due to choppy waters,

severe weather, or other environmental conditions.

TOP GUN

Prerequisite: Push the Envelope, Pilot Expertise 2
The character may substitute their Pilot skill for
Ballistics when firing weapons mounted on an
airborne vehicle that they are also piloting.

PSYCHOLOGY (NTELLIGENCE)

This skill describes the character’s ability to per-
ceive and address the mental states of others. This
includes the diagnosis and treatment of mental
distress, psychoses, insanity, and similar maladies,
but also includes assessing day-to-day social
interactions.

Alien Psychology: Understanding the thinking

of races other than your own is difficult and
frequently made even more challenging due to

the lack of familiar body language. Increase the
difficulty of Psychology tests targeting characters
of a species other than the psychologist’s own

by one step. (This includes artificial intelligences
unless, like Recreations, they have been specifically
designed to mimic the intelligence of the psycholo-
gist’s species.)

PSYCHOLOGY TALENTS
SPECIALIST

BATTLEFIELD
PSYCHOLOGY

REMOTE
ANALYST

THERAPEUTIC

INSIGHT PSYCHOANALYST

ALIEN SPECIALIST

Prerequisite: Counsellor

The character has spent considerable time studying
the psychology of a particular species other than
their own. When making Psychology tests involving
members of that species, the character gains +1d20
on their test. This talent can be taken multiple
times, with each additional rank granting speciali-
sation with a new alien species. (For the purposes
of this talent, the character can select artificial
intelligences as a non-human species.)
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PILOT TIPS

Common Uses: Operating
vehicles, stunt driving, aerobatic
piloting, precision maneuvering,
vehicular evasion

Common Difficulty Factors:
Lighting, Terrain, Weather,
Unfamiliarity, Complexity,
Damage to Vehicle

VEHICLES

The Pilot skill covers the
operation of vehicles, on the
land, in the air,and on the
water. In most situations,
simply attempting appropriate
Skill Tests will be sufficient

to represent the effects and
impact of a vehicle upon a
situation. More detailed rules
for operating vehicles, from cars,
to TAGs, to aircraft, can be found
in the Gamemaster’s Guide.

PSYCHOLOGY
TIPS

Common Uses: See Recovery
(p. 102); determining if a
person is lying, recognising
patterns of behaviour,
uncovering secret vices

Common Difficulty Factors:
Distraction, Disruption, Distance,
Foreign Language, Noise, Social
Factors, Time

\
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RESISTANCE TIPS
Common Uses: See Damage

(p- 99); resisting, recovering,

or enduring sensory deprivation,
environmental extremes,
poisons, diseases, physical
disorientation, extreme

pain, physical hardships, or
extreme effort

Common Difficulty Factors: Poor
Oxygen, Gravity, Distraction,
Duration

BATTLEFIELD PSYCHOLOGY
Prerequisite: Counsellor

When making a teamwork test with the Psychology
skill to assist another character with the Recover
action, the character may roll a number of dice
equal to the character’s Psychology Focus.

COUNSELLOR

Prerequisite: Psychology Expertise 1

When making a Psychology test, the character may
reroll any dice that did not generate a success on
the initial roll, but they must accept the new result.

LIE DETECTOR

Prerequisite: Counsellor

The character is a gifted lie detector. They roll
+1d20 when making Psychology tests to determine
whether or not someone is lying.

PSYCHORNRALYST

Prerequisite: Counsellor, Psychology Expertise 2
Maximum Ranks: 3

The character is a trained psychologist and is often
able to guide a patient’s focus in order to expedite
the recovery process. The character may reduce the
difficulty of treat tests using the Psychology skill by
one step per rank of Psychoanalyst they possess to
a minimum of Average (D1).

REMOTE ANALYST

Prerequisite: Counsellor

The character does not suffer any increase in
difficulty to Psychology tests due to being unable
to interact with the subject face-to-face.

S0 PART I CHRARACTERS

THERRPEUTIC INSIGHT

Prerequisite: Battlefield Psychology, Psychology
Expertise 2

The character has a keen insight into those suf-

fering from mental debilitation. When performing

the Treat action or assisting on the Recover action

using the Psychology skill, the character gains 2

bonus Momentum, which may only be used to

recover Resolve or treat Metanoia.

RESISTANCE BRAWN)

Resistance covers both natural resilience and physical
conditioning to better endure substances, activities,
and events that would otherwise impair a character.

RESISTANCE TALENTS

MITHRADATIC JUSTA SCRATCH

SELF-MEDICATING QUICK RECOVERY

FAST HEALER

FAST HERLER

Prerequisite: Quick Recovery

Maximum Ranks: 3

When making a recovery test using the Resistance
skill, the character can add +1d20 to the skill test
per rank of Fast Healer. (The normal maximum of
three bonus d20s still applies.)




THE ROLEPLAYING GAME

JUST A SCRATCH

Prerequisite: Sturdy

Maximum Ranks: 3

The character has a knack for ignoring minor
injuries and pushing through the pain. When taking
the Recover action, the character recovers one
additional Vigour per rank of Just a Scratch.

MITHRADARTIC

Prerequisite: Sturdy

Maximum Ranks: 3

The character is either naturally resistant to toxins
or has become inured to them through constant
exposure (possibly pharmacological). When a
character needs to make a Resistance test against
a poison, toxin, or the effects of drugs, they may
reduce the difficulty by one step per rank of
Mithradatic. This may reduce the difficulty to zero,
eliminating the need for a test.

QUICK RECOVERY

Prerequisite: Just a Scratch, Resistance Expertise 2
When taking the Absterge action, the difficulty

of the Resistance test to remove the condition is
reduced by one step, to a minimum of Average (D1).

RESILIENT

Prerequisite: Sturdy

Maximum Ranks: 3

When making a Resistance test to avoid a status
condition, the difficulty of the Resistance test to
resist the negative effects is reduced by one step
per rank of Resilient. This may reduce the difficulty
to Simple (DO), eliminating the need for a test.

SELF-MEDICATING

Prerequisite: Mithradatic, Resistance Expertise 2
The character has learned how to cope with mental
trauma through the heavy use of drugs, alcohol,
or other pharmacological means, relying on their
physical stamina to endure the results. If they're
able to self-medicate with such substances, the
character can use their Resistance skill on any
recovery test for which they would normally use
Discipline. (This sort of behaviour isn’t healthy, of
course, and GMs are encouraged to use complica-
tions on the recovery test to reflect this.)

STURDY

Prerequisite: Resistance Expertise 1

When making Resistance tests, the character may
reroll any dice that did not generate a success on
the initial roll, but must accept the new result.

SCIENCE (NTELLIGENCE)

The character is familiar with a wide range of
scientific studies and principles, including both
practical applications and theoretical considera-
tions. This includes the fields of physics, chemistry,
geology, astronomy, biology, botany, advanced

mathematics, and the arcane fields of study
surrounding neomaterials, VoodooTech, wormhole
topography, nanonics, and the like.

SCIENCE TALENTS

SORELLIAN
GENIUS

APPLIED
SCIENCES

RAPPLIED SCIENCES

Prerequisite: Science Specialisation, Science
Expertise 2

The character has great experience in taking science

out of the lab and into the field. They may substitute

their Science skill for any skill tests involving areas

of knowledge covered by or involving their Science

Specialisation (such as Tech or Education).

SCIENCE TIPS
Common Uses: Gathering
scientific data, scientific
research, creation of
experimental procedures,
understanding scientific
documentation, recognising
scientific principles, analysing
scientific phenomena

SCIENCE
SPECIALISATION

Common Difficulty Factors:
Distraction, Disruption,
Equipment, Weather, Time,
Unfamiliarity, Complexity

GENETIC ENGINEER

Prerequisite: Science Specialisation (Biology or
Genetics), Science Expertise 2

The character is not only familiar with the different

organisms that dwell in the Human Sphere, they

are also comfortable modifying them or even

creating new forms of life. The character can use

their Science skill instead of Tech or Medicine when

installing an augmentation or performing genetic

engineering and also gains +1d20 to such tests.

SCIENCE SPECIALISATION
Prerequisite: Scienctist

Maximum Ranks: Science Focus

The character is particularly devoted to a particular
branch of science (which is chosen at the same
time as this talent, subject to the GM’s approval).
When making a Science test related to that topic,
the character gains +1d20 on their test. This talent
can be taken multiple times, with each additional
rank either granting a new specialisation or an
additional +1d20 to an excisting specialisation.
(The normal maximum of three bonus d20s

still applies.)

SCIENTIFIC INTUITION

Prerequisite: Scientist

Maximum Ranks: 3

When making Science tests, the character gains 1
bonus Momentum per rank of Scientific Intuition.

SCIENTIST

Prerequisite: Science Expertise 1

The character may reroll one d20 when making a
Science test, but must accept the new result.

SKILLS AND TALENTS
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SPRACECRAFT TIPS
Common Uses: Piloting
spacecraft, performing tight
maneuvers, docking procedures,
evasive action

Common Difficulty

Factors: Terrain (celestial
objects — asteroids, gas clouds,
debris), Stellar Phenomena
(gravitational anomalies),
Traffic, Unfamiliarity, Complexity,
Equipment, Vessel Damage.

VEHICLES

The Spacecraft skill covers
the operation of all spacecraft,
as the name suggests. In
most situations, simply
attempting appropriate

Skill Tests will be sufficient

to represent the effects

and impact of a spacecraft
upon a situation. More
detailed rules for operating
spacecraft can be found in the
Gamemaster’s Guide.

STERALTH TIPS
Common Uses: See Stealth

(p- 104); moving quietly or
silently, hiding from observers,
setting up an ambush,
creating camouflage, creating
and employing disguises,
concealing tracks, avoiding
quantronic detection

Common Difficulty Factors:
Lighting, Terrain, Encumbrance,
Noise; often opposed by
Observation tests

==

SORELLIAN GENIUS

Prerequisite: Scientist

Maximum Ranks: 3

The adjective of “Sorellian”, invoked from the
famous Sorel sisters who cracked the mysteries of
wormhole travel, has become a popular descriptor
for gifted scientists. The character may reduce the
difficulty of any Science test by one step per rank of
Sorellian Genius, to a minimum of Simple (DO).

SPACECRAFT (COORDINATION)

This skill covers the ability to pilot any vehicle
outside of a planet’s atmosphere or through inter-
planetary space, including small shuttles, merchant
cargo haulers, large battlecruisers, and the like.
(Driving or operating land-based or atmospheric
flight vehicles are handled by the Pilot skill.)

SPACECRAFT TALENTS

STARSLINGER

TRANSATMOSPHERIC STARFIGHTER

FLEET
ACTION

ALONE IN THE NIGHT

Prerequisite: Space Ace

It's not unusual for spacecraft to encounter
mechanical difficulties far from facilities where
repairs can be made. Pilots often gain practical,
hands-on experience with repairing their rides. The
character can substitute their Spacecraft skill when
making Tech tests to repair spacecraft.

FLEET RACTION

Prerequisite: Starfighter

The character has commanded squadrons of
spacecraft during conflicts and has survived the
experience with tales to tell. They may substitute
their Spacecraft skill for Command in any such
conflicts.

FLY CRSURL

Prerequisite: Space Ace

When attempting to evade detection while flying
a spacecraft, the character may substitute their
Spacecraft skill for Stealth.

SPACE ACE

Prerequisite: Spacecraft Expertise 1

The character may reroll one d20 when making a
Spacecraft test, but must accept the new result.
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STARFIGHTER

Prerequisite: Starslinger, Spacecraft Expertise 2
The character may substitute their Spacecraft skill
for Ballistics when firing weapons mounted on a
space vehicle that they are also piloting.

STARSLINGER

Prerequisite: Space Ace

Maximum Ranks: 3

When making Spacecraft tests involving piloting,
the character decreases the difficulty rating by
one per rank of Starslinger, to @ minimum of
Simple (DO).

TRANSATMOSPHERIC

Prerequisite: Space Ace

When flying a ship designed for both atmospheric
and space flight, the character can substitute their
Spacecraft skill for Pilot on tests.

STEALTH AGILITY)

The art of going unnoticed, whether staying hidden
within shadows and moving silently, blending

into a crowd, slipping through a Maya cluster, or
disguising the source of a smear campaign. Stealth
also governs the creation and use of camouflage,
disguises, covering one’s tracks, and other indirect
means of discretion.
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STEALTH TALENTS
oo
STATIC

LIVING

SHADOW DISGUISE

INFILTRATION

IMPERSONATION

CAMOUFLRAGE

Prerequisite: Scout

The character recognises that often it is not impor-
tant for just themselves to remain unseen, but also
their allies and any equipment they might be using.
When acting as the leader of a group Stealth test
or attempting to conceal anything vehicle sized

or larger,any Momentum paid to add dice to their
Stealth test adds two d20s instead of one.

DISGUISE

Prerequisite: Scout

Maximum Ranks: 3

The character has learned to capably impersonate
a broad range of people, effectively blending into
the background and acting like they belong. When
making Stealth tests to make or use a disguise,
they gain bonus Momentum equal to their ranks
in Disguise.

IMPERSONRATION

Prerequisite: Disguise, Stealth Expertise 2
When impersonating another, the character may
substitute their Stealth skill for Persuade or
Command tests.

INFILTRATION

Prerequisite: Living Shadow, Stealth Expertise 2
The character has learned a variety of techniques
necessary to bypass security measures when
infiltrating a target facility. The character may
substitute Stealth for Thievery when attempting to
bypass physical security measures.

LIVING SHRDOW

Prerequisite: Scout

When the character attempts to remain unseen
or unnoticed,any Momentum spent to add dice
to their Stealth test adds two d20s instead of
one. (The normal maximum of three bonus d20s
still applies.)

AOUANTRONIC STAHTIC

Prerequisite: Scout

When the character attempts to evade detection
while hacking, any Momentum spent to add dice to
their Stealth test adds two d20s instead of one. (The
normal maximum of three bonus d20s still applies.)

SCouT

Prerequisite: Stealth Expertise 1

The character may reroll one d20 when making a
Stealth test, but must accept the new result.

SURVIVAL (RWRARENESS)

This skill covers the ability to find food, shelter, and
other resources. It is possible to eke out survival

in incredibly harsh environments — from the vast
icefields of Svalarheima to the alien biomes of
Paradiso — but the skill presumes that the character
is in a fundamentally life-sustaining biosphere. (For
survival in the vacuum of space or on worlds inca-
pable of sustaining human life, use Extraplanetary.)
Survival also governs the ability to find and

follow tracks.

Necessities: Finding food, water, and shelter
requires a Survival test, with the difficulty of the
test determined by the severity of the environment.
On a success, the character provides one day of
necessities for one person plus one additional day
per Momentum spent.

SURVIVAL TALENTS

ONE WITH YOUR
NATURALALLIES SURROUNDINGS

ENVIRONMENTAL SPECIALISATION
Prerequisite: Self-Sufficient

Maximum Ranks: Education Focus

The character is particularly devoted to a par-
ticular kind of environment (Arctic, Desert,Jungle,
Mountain, Forest, Plains, Subterranean, or Urban).
When making a Survival test in or related to

that environment, the character gains +1d20 on
their test. This talent can be taken multiple times,
with each additional rank either granting a new
specialisation or an additional +1d20 to an existing
specialisation. (The normal maximum of three
bonus d20s still applies.)

ENVIRONMENT

SPECIALISATION PROVIDER

SCROUNGER

NATURAL ALLIES

Prerequisite: Environmental Specialisation, Survival
Expertise 2

When interacting with creatures native to their

Environmental Specialisation, the character

may substitute their Survival skill for Animal

Handling tests.

SURVIVAL TIPS
Common Uses: Avoiding
environmental hazards, finding
daily sustenance, tracking
movement through an area,
setting traps, determining likely
weather forecasts, locating

or building shelter to resist
exposure, avoiding or seeking
out encounters with wild
animals

Common Difficulty Factors:
Lighting, Terrain, Equipment,
Weather, Time, Unfamiliarity,
Complexity

PLAYTEST TIP

LIVING OFF

THE LAND

When you're out in the
wilderness, you can often use
Survival to make up for a lack
of proper tools or supplies
needed for other skill checks.
For example, if a comrade has
been poisoned, a Survival test
may allow you to find a natural
remedy (and you can apply the
Momentum you generate to the
Medical test).

SKILLS AND TALENTS
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TECH TIPS

Common Uses: See Repairing
Items (p. 333); identifying,
building, repairing, maintaining,
or disabling mechanical devices.
Identifying, creating, placing, or
disarming explosive devices

Common Difficulty Factors:
Lighting, Disruption, Distraction,
Distance, Equipment, Random
Motion, Time, Unfamiliarity,
Complexity

ONE WITH YOUR SURROUNDINGS

Prerequisite: Environmental Specialisation, Survival
Expertise 2

While moving through their Environmental

Specialisation, the character may substitute their

Survival skill for Stealth tests.

PROVIDER

Prerequisite: Self-Sufficient

The character is particularly capable of finding the
necessities of life. When attempting to find food,
water, or shelter, each point of Momentum earned
on the Survival test can be spent to provide neces-
sities for two days (instead of the normal one).

SCROUNGER

Prerequisite: Provider, Survival Expertise 2
Maximum Ranks: 2

Useful items and resources are often discarded

or abandoned. A resourceful individual can often
recover these for their own purposes. The character
may reduce the Restriction rating of any item by
one per rank of Scrounger, to @ minimum of 1.

SELF-SUFFICIENT

Prerequisite: Survival Expertise 1

The character may reroll one d20 when making a
Survival test, but must accept the new result.
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TRACKER

Prerequisite: Self-Sufficient

Maximum Ranks: 3

The character is experienced with recognising all
the signs of passage, from the subtle to the obvious.
When tracking an opponent, the character reduces
the difficulty of the Survival test by one step per
rank of Tracker,to a minimum of Simple (DO).

TECH (INTELLIGENCE)

This skill covers the understanding, maintenance,
and repair of machinery and structures. This covers
a wide range of disciplines and fields of expertise,
from internal combustion engines, to zero-g con-
struction, to nanotech, to robotics, to biosynthetics.

TECH TALENTS
NATURAL
ENGINEER
SNAP EXPLOSIVES
EXPERT

DIAGNOSIS

GREASE
MONKEY

MAKESHIFT

WIZARD JURYRIG

DESIGN SAVANT

Prerequisite: Natural Engineer

Maximum Ranks: 3

The character has a knack for designing novel solu-
tions to problems. Any time the character chooses
to design a new piece of equipment —or modify an
existing design —they may reduce the difficulty of
the Tech test by one step per rank of Design Savant,
to @ minimum of Simple (DO).

EXPLOSIVES EXPERT

Prerequisite: Natural Engineer, Tech Expertise 2
Maximum Ranks: 3

When setting an explosive charge, the character
gains bonus Momentum equal to their ranks in

Explosives Expert.

GREASEMONKEY

Prerequisite: Natural Engineer

The character is familiar with mechanical systems,
and recognises the most likely points of failure
intuitively. When attempting to treat damage sus-
tained by an object or construct (something with
Structure and Faults, instead of Vigour and Wounds),
the character gains 2 bonus Momentum.

JURY RIG

Prerequisite: Snap Diagnosis, Tech Expertise 2
Often when a critical piece of equipment breaks
down — either due to wear and tear or damage —
components necessary to replace it are unavailable.
Characters with this talent have a knack for making
do without. They suffer no penalty for Tech tests
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attempted without the use of proper tools. They
can also make an Average (D1) Tech test to tem-
porarily repair a device when necessary parts are
unavailable. On a success, the device will continue
functioning for one hour. Each point of Momentum
earned on the test can be spent to add an addi-
tional hour of function.

MRAKESHIFT WIZRARD

Prerequisite: Greasemonkey, Tech Expertise 2
When the character uses Parts, each Part expended
grants 2 bonus Momentum instead of the

normal one.

NATURAL ENGINEER

Prerequisite: Tech Expertise 1

When making a Tech test, the character may reroll
any dice that did not generate a success on the
initial roll, but must accept the new result.

SNAP DIAGNOSIS

Prerequisite: Natural Engineer

The character is able to identify the problem with
any broken or malfunctioning device or recognise
the vulnerabilities in a piece of equipment that
can be used to comrpomise it. The character
reduces the difficulty of any Tech test performed
for diagnostic purposes by one, to a minimum of
Simple (D0). When an Exploit action is taken, Snap
Diagnosis also grants the Piercing weapon quality
to the character’s subsequent attack with a value
equal to their Tech Focus.

THIEVERY (ARWARENESS)

Thievery covers a broad spectrum of techniques
in criminal and criminal-type activities. Many of
these skills are, unsurprisingly, also useful in the
intelligence and law enforcement communities.
In addition to the physical techniques, Thievery
also includes an understanding of how criminals
act and think, along with the nuances of the
criminal underworld which exists beneath every
ordered society.

THIEVERY TALENTS
£ B2
SECURITY
INCONSPICUOUS

MISDIRECTION

SURREPTITIOUS
RECONNAISSANCE

BYPRSS SECURITY

Prerequisite: Thief

Maximum Ranks: 3

The character has studied different security systems
and has developed a broad range of different

techniques to mitigate their efficiency. Any time
the character attempts to pick a lock or overcome
a security system —regardless of whether it is elec-
tronic or mechanical —they may reroll a number of
d20s equal to their ranks in Bypass Security. The
results on the rerolled dice must be accepted.

INCONSPICUOUS

Prerequisite: Surreptitious Reconnaissance,
Thievery Expertise 2

Committing a crime is easy, getting away is harder.

Through practice, the character has learned how to

avoid notice and slip away undetected. They may
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