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> Gamemaster Tips

What's in this Chapter

You've made it this far, so you probably don't want even more“rules.”
We'll keep this chapter short by offering a list of helpful ideas. If you
want more guidance, you can find more gamemaster resources online
at www.westendgames.com.

The Tips

The most important rule to remember is have fun. All the other
rules in this book are intended to help you worry less about being fair
and more about enjoying developinga fantastic story with your friends.
Here are some ideas to help you with this.

> Before beginning play, skim the rulebook at least once. Refer to
it during the slow parts; make up the difficulties you can't remember
during the exciting scenes.

> You're in charge of the rules, not your players. However, find that
balance between being too strict and too lenient. Players need to feel
both challenged and like they accomplish something. If the players
contend you made an error in judgment or presentation, rectify the
matter or make it up to them later.

> Youare permitted to place restrictions
on character creation if you don't think you
can come up with obstacles challenging
enough for the players to run wild.

> Be descriptive. Keep in mind the old
rule of “show, don't tell” Make your char-
acters and scenes as interesting as you can.
Try to work as many senses as possible into
descriptions. Think abouthow novelists do
it, and follow their example. (All right, it is
possible to overdo it — you'll figure thatout
when your players start nodding off.)

> Players know only whatyou tell them,
so don't expect them to use a clue later that
you don't give them a chance to find now.

> Have the players come up with a situa-
tion thatyouknowisnotin the book? Flip to
the genericdifficulties descriptions (if you've
nowhere else to start) or the generic modi-
fiers (if you already have a difficulty). Then
pick a number based on the descriptions
therein and go with it. You can also use this
technique to reward player ingenuity.
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> Hide the adventure’s text or notes, so your players don't know
whether you're changing something, It also increases the level of
suspense and excitement, because they don't know what’s going to
happen next.

> Adjust the dice totals to make sure that neither side trounces
the other too fast (although sometimes, that just can't be helped, so
you have to add a few more henchmen, swarms of rats, or a sudden
gas trap).

> Keep a few appropriate filler obstacles handy, like game charac-
teristics for mercenaries, rolling boulders, booby traps, critter swarms,
military robots, or whatever, for those times when you need to slow
the players down. Also, have a list of suitable helpers, such as a lost key
in a niche, some convenient med-kits, a reformed thug, or a talkative
child, just in case the players need a hand.

>Don'tgive yourvillains more firepower (or damage-dealing devices
or abilities) than could kill a player’s character in a single blow.

> Never let a player’s character die unless doing so is particularly
dramatic or heroic. Your characters come and go, but players use only
one or two, so they invest a lot more into their development.

> Give new players leeway, but show
players who persistently make bad
choices for their characters that there
are consequences to their actions.

> When there’s tension between the
players, call for a break. It might be as
simple as getting a snack, or as challeng-
ingasreminding the playersthattheyare
nottheir charactersand they're supposed
to have fun together.

> If you need to encourage players
to get into their characters, give them
immediate, but small, rewards for doing
so, such as a bonus to a skill roll or a
reduction in difficulty.

> Customize your scenarios to
the skill levels, character options,
backgrounds, and goals of the players
characters, as well as the kinds of things
that the players like (particular types
of rewards, jokes, villains, and so on).
The players will feel like they're actually
participatingin creating the story, rather

than being dragged along.
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What's in this Chapter

In an adventure, characters confront a series of obstacles as they
attempt to reach an ultimate goal. Thus, here’s a chapter devoted to
some tips on preparing and running adventures, including obstacle
ideas, rewards, and generic characters.

This book offers several features common to many, but not all, sci-
ence fiction settings. You, as the gamemaster, need to decide what you
want to include before you create your adventures. You'll also need to
let your players know the details, so everyone experiences the game
from a similar viewpoint.

Aliens: Aliens generally allow players to explore one or two key
aspects of the human condition in depth, without actually being bound
by the stereotype of ‘Human.” However, you might decide that, though
Humanity has never met any alien cultures, the Human colonists have
grown so far apart that they've practically become their own species
— at least culturally.

Of course, if you decide to make interstellar travel prohibitively
costly or even scientifically impossible, unless the aliens come to the
players, it's likely that they’ll never meet another species outside of
their own.

On the flip side, you could decide that Humans are the minority
rather than the norm in your setting.

Cybernetics: Cybernetics allow players to have amazing Special
Abilities. You might decide that you don't want to deal with that, instead
ruling that the setting hasn't reached a level of technology beyond
installing prosthetic devices. Or, you could take a middle ground and
limit the Special Abilities available for installation with cybernetics.

Metaphysics: Extraordinary mental abilities exist as another feature
that can really throw off the fun factor in a game — or it can open up
new horizons. You decide on how much you feel that Humans and
aliens have tapped into the power of the mind. Perhaps it’s strictly
random, and you randomly assign the Metaphysics attribute to one
player in the group after character creation and at no additional cost
(and give everyone else an extra piece of equipment as a consolation
prize). Or you could limit Metaphysics to certain alien species or make
it much more difficult to use than it currently is.

Space Travel: Easy access to interstellar travel means that you'll
need to come up with new planetsand, possibly, new alien races. You can
avoid this by deciding that the society has not yet reached that level of
technology. Alternatively, you can limit the speed of interstellar travel,

having it take months or years to reach the next solar system. Pirates
and interstellar police forces are less likely, but divergent cultures are
much more possible.

If you want plenty of contact between various species and solar
systems, you can make space travel faster than the default listed in
this book or use a combination of the default rate plus special artificial
wormholes or gates.

Scope of the Galaxy. Space can be be big and teeming with life or it
can be sparse and lonely. The more you allow access to easy interstellar
travel, the more fun it is for the players to regularly encounter alien and
Human offshoots, lost civilizations and treasure planets, and pirates
and interstellar military forces.

Like most games, roleplayers must overcome a series of obstacles
to reach a final goal. But in roleplaying games, that combination of
obstacles and goals, called an adventure, takes on the same structure as
a story. Both have an exposition, progressively more difficult challenges
to overcome, a climax, and a resolution. You can use movies, television
shows, novels, or comic books to come up with ideas for adventures,
always remembering that the players get to decide how their characters
react to the given obstacle, instead of being dictated by the writer.

The hurdles the characters must deal with are chosen by you, the
gamemaster. You provide a goal and then present the characters with
a series of problems that prevents them from reaching that objective.
The hindrances can take a variety of forms, from aliens to evil tech-
nocrats to acid storms to covert government agents, depending on the
particular circumstances of the adventure through which the players’
characters are working.

Tynes of Adventures

The most direct way of creating an adventure is to select the goal
first. Once you know the end, you can more easily decide on what types
of obstacles make it interesting for the characters to reach the goal.

Caught in a Tight Spot: Escape from a situation that could cause
some type of harm to the characters or their allies.

Contest: The characters mustaccomplisha predetermined goal more
quickly or more efficiently than everyone else involved in the contest.

Guard Duty: Protect someone or something from harm.

Foil a Plan: Stop someone else from accomplishing their goal.
Generally, the plan to be foiled has something to do with the destruc-
tion of a person, place, or thing of importance to the characters or to
the entire world.



Adventure Tips

I

Mystery: The players’ characters must discover the truth about a
person, thing, or event.

The Quest: Locate and retrieve an object or person at the behest of
another. It could be a stolen object, the person kidnapped, or a criminal
who's escaped justice.

Tynes of Obstacles

Once you've determined the type of adventure you want to create,
you must divide it up into smaller chunks called scenes, each contain-
ing one or two obstacles. A scene is triggered by the players’ characters’
arrival ata given location or by the passage of time. Once the characters
overcome or bypass the obstacle, they move on to the next scene and one
step closer to the goal of the adventure. Here are a few examples.

Adverse Conditions: Weather, terrain, and hostile or uncooperative
gamemaster’s characters can hamper the characters in accomplishing
the goal.

Gamemaster’s Characters: The people that the player’s characters
meet come in handy for all sorts of situations, so much so that there’s a
whole section on them in this chapter.

Combat: In order to continue forward or get to something, the
characters first must defeat a creature or villain.

Diversions: Include extraneous details in setting descriptions or
when the players’ characters talk to other people. The details are more
for show than to further the adventure, but they offer some interesting
roleplaying opportunities.

Information: The players’ characters often need to obtain infor-
mation, and you can make this more challenging by making it harder
for them to find (two secretaries to convince instead of one), missing
(part of a needed tablet has been destroyed), in the form of a puzzle or
riddle, from a questionable source, or giving the characters what seems

like a right lead but ends up being to the wrong place. However, make
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sure that the information the characters seek really is attainable. Be
careful not to force the players’ characters to go through an enormous
amount of trouble based on clues and hints you've given them only to
find that their efforts were wasted.

Multiple Goals: Typically for experienced roleplayers, adding
the rumor of a new goal can force the characters to rearrange their
priorities.

Restrictions: The characters can't use some of the regular equip-
ment or must be certain to perform certain rituals, or there will be
dire consequences.

Time Limits: There's nothing like a time limit to speed up a scene.
This kind of obstacle can take the form of limited supplies, limited
ammunition, or a set amount of time before something horrible
occurs.

Gamemaster’s Characters

During theiradventures players'characters encounter variousallies,
enemies, and neutrals who serve to shape the story, establishing the
setting or helping or hindering the characters at critical moments.
Without these characters, nothing much would happen.

However, you don't have to create enough characters to fill the
entire universe. Save yourself work and carefully choose which game-
master’s characters play the most pivotal roles in your adventure and
design them in detail. Then select the less important characters and
determine most of their background and personality, and so on until
you come down to the nameless characters who need nothing more
than a brief mention.

Assigning Characteristics

Once you've come up with the overall concept for the character,
you should decide on his game statistics. Skim through the “Character
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Basics” and “Character Options” chapters for some ideas, jotting down
whatever details are important for the character’s importance to the
adventure and what’s needed to use him. There’s no need to follow the
character creation rules exactly; instead, give each character what you
think they need to play their part in the story.

The average adult human being has 2D in all attributes. Depend-
ing on how much experience you want an individual to have, give the
character between 7 and 14 dice in skills.

Children will generally have 1D in all attributes, with two or three
dice in skills, such as throwing (for tossing baseballs, footballs, food,
etc.), climb/jump, running, swim, computer interface/repair, hide, and
con. Older or gifted children may have more or a greater variety of
skills. Children will have few, if any, specializations. They often carry
a favorite toy or nothing.

Elderly adults may have fewer dice in their Agility, Mechanical, and
Strength. However, they have twice as many skill dice (between 14 and
20) to account for their greater experience.

Body Points for generic characterslikewise depend on age and tough-
ness. For base Body Points, use these guidelines: 5 for kids and eldetly
individuals, 10 for ordinary innocent bystanders and most animals,
15 for minor villainous opponents, and 20 for major secondary and
leading gamemaster’s characters. Add to these values any additional
points as you deem appropriate.

Should you prefer the Wounds system, be sure to drop one or
more levels from the bottom of the list. For example, most animals,
kids, and elderly would take one Wound level (Incapacitated) before
dying, while minor character and large animals might take two (Stun
and Incapacitated), and so on.

Character Points and Fate Points

Cannon-fodder villains, such as army troops, henchmen, and
merchants, typically have
no Character Points or Fate
Points. Minor villains, whose
survival isn't dependent upon
the adventure’s plot may have
one to three Character Points
and (usually) no Fate Points.
Continuing villains, such as
those who may be used for
several adventures or who
are subordinate to the main
villain, may have several Char-
acter Points and no more than
one or two Fate Points.

Major villains who might
be used over the course of
a campaign and are integral
to an adventure should have
at least 11 Character Points
(some characters may have
well over 50 Character Points)
and many will have at least
three Fate Points.

L]
Starting the Adventure

Once you've got the goal and a few obstacles, you'll need to give the
players’ characters a reason to go on the adventure. Often called the
hook, here are a few examples.

Character Goals: The group, even just one of the players'characters,
gets information that could help get them closer to a long-term goal.

Informant: Someonelets the players'characters know about the goal
and gives them just enough information to get to the first obstacle. The
information could be provided as a letter, a holo-vid announcement, a
classified ad, or an anonymous source.

In Medias Res: Start the game in the middle of an explosive or
suspenseful event. Such fast starts put the players immediately on their
toes, thrusting their characters into the action before they even know
it. Once they've dealt with theirimmediate problem, they're thoroughly
enmeshed in the story.

Mission Briefing: The organization in which the characters are
involved calls a meeting and sets reveals the goal (though, of course,
not how to accomplish it!).

You've successfully brought the players'charactersinto theadventure.
Now you have to keep them focused and enthralled with the plot. If you
see their eyes start to wander, or they fall into a conversation about the
last game (or worse, what they watched on television last night), you
know something’s gone wrong. This section should help you maintain
an involving story and a sense of “really being there.”

Setting the Scene

Your first job is to vividly depict the scene unfolding before the
players’ characters. Where are they? Who else is there? What's hap-
pening? These are the questions you must
answer immediately.

Description

The key here is to engage the players’
senses, just like a good movie, novel, or
television show. Tty to use evocative words
to give the players a clear and vivid view of
their characters environment. The best way
tolearn how to provide such lifelike descrip-
tions s to picture the scene in your mind and
do whatever you can to convey that same
scene to your players. You may incorporate
movie or television footage you've taped,
maps and diagrams you copied out of library
books, or even illustrations you've drawn
yourself. Sound effects CDs especially can
help you set the stage for the characters.

Justremember thatyour players have five
senses. Don't just rely on the sense of sight.
Describe what your characters heat, smell,
touch, and (sometimes) taste. The following
example engages several senses.
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Gamemaster:“Youstep outof the shuttle
and onto soggy ground with a squish. The
thick, musty smell of the swamp immediately
washes over you. From all around you, you
can hear the screeching chirps of birds and
small animals. The humidity settles against
your skin like a blanket of moisture as you
walk away from the shuttle. The gangly gray
trees scattered in small stands reach upward
into the mist, and you get the distinct feeling
that something out there is watching you.”

Other than the setting, the players'charac-
ters willalso encounter other people wholive
in the game world. Your job is to make sure
that these gamemaster’s characters appear
real to the players. Their words and actions
mustseem appropriatein the context of their
histories, personalities, and ambitions. If a
stoic military officer suddenly took off his
helmetand started jokingaround, the players
would probably juststare at you for a minute
as the game comes crashing to a halt.

Play each character to the best of your
ability. Make sure he does everything in his
power to achieve his goals, whether he's trying to thwart the players’
characters or earn a hefty sum of credits. This does not mean that each
gamemaster's character should act overtly. Part of his goal may be to
achieve his objective undetected, or to make it look like someone else
was responsible. Rather, the idea is that the character should use all of
his resources — his skills, allies, finances, and so on — to accomplish
his immediate as well as his long-term goals.

Try to make each place the players’ characters visit seem different
than the others. By doing this, you can make these sites engaging and
memorable for the players.

Personal Stake

Every once in while you should ask to see the players’ character
sheets. Look for background information and personality traits that
might lend themselves to a personal stake. If a player has written that
her character is extremely competitive, for example, you could create a
rival group that seeks to outdo the players'characters at every turn. The
players will do everything in their power to make sure their characters
succeed more often and more quickly than the newcomers.

Don't constantly force your players to follow along the prescribed
path of the adventure. They may have devised an alternate scheme for
success not covered by the scenario, and you shouldn't penalize them
for their creativity. Instead you'll have to use your judgment to run the
remainder of the adventure.
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If the players feel that they never
have a choice, that you have prede-
termined what their characters will
doand say — and therefore, how the
adventure will turn out — they're not
going to have any interestin playing.
Partof the fun of aroleplaying game
is the almost unlimited possible
reactions toany given situation. Take
that away, and you've lost much of
the reason for participating in this
type of game.

Sometimes the characters will
have onlyafew choices—oratleast,a
few obvious choices — and that's fine
ifitmakeslogical sensein the context
of the scenario and doesn't seem like
anattempt by youas the gamemaster
to dictate their characters paths.

Reward creativity. Give the play-
ers a reason to exercise their brains.
The more freedom they believe they

have, the more they’ll enjoy the
adventure. When their characters
make a mistake, they have no one
else to blame it on, and when their
characters succeed, they feel a genuine sense of accomplishment.

The Subtle Art of Misdirection

If the players can correctly guess the conclusion of an adventure while
they're progressing through the first encounter, the ensuing encounters
won't provide as much excitement as they should.

This is where the subtle art of misdirection comes in. The object
here is to keep the players (and their characters) guessing and revising
those guesses through the whole adventure. You can do this in small
ways: make die rolls, smile for a moment, and then don't say anything
about it; have the characters roll Perception checks, ask for their totals,
and then just continue with the encounter; ask a player for detailed
information on how her character is going to close a door (“Which
hand are you using?” “Do you have a weapon in your hand?”), but then
have the portal close uneventfully.

You also have the option of throwing in major red herrings. If a
character starts tracking the players’ characters, the players will imme-
diately attempt to mesh this new person’s presence with the rest of the
adventure. In reality, however, he’s just a common thief looking for an
easy mark, or he thinks that one of the characters looks familiar but
doesn't want to say anything until he’s sure he's not mistaking that
character for someone else.

It’s that chance of failure that gives excitement to a roleplaying game,
so sometimes characters need to fail. If they roll poorly, or are simply
outclassed, or most importantly, if they play poorly, their characters
will not accomplish their goal.

S —————
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Yet, with each defeat, the characters (and players) should learn
something. They may learn a better way to approach a situation, or
they may stumble upon a tool or gadget that will help them in the
future. It should take perseverance and dedication, but learning from
mistakes will eventually lead to success.

Sometimes an adventure doesn't thrill the players like you expected it
to when you were first reading or creating it. As you run a scenario, you
should pay attention to the players’ reactions to the various scenes. Did
they stand up and all try to talk at once during the chase? Did they go
comatose when they reached the puzzle-solving encounter? Gauge their
reactions to your judgment calls and improvisation. The players’ words
and actions can convey a great deal of information about which parts of
the adventure they enjoyed and which parts put them to sleep.

Ask the players what they did and didn't like. You could even have
them write you an anonymous note with a list of their favorite and
least favorite scenes.

Don't take any negative responses as criticism. It takes a lot of work
to plan and run a game, and you can’t always please everyone no matter
what you do. Just don't forget to listen to what your players have to say.
They may want to take the game in a different direction than you do.
Compromise. Make sure you and your players have fun. If not, either
you or your players will eventually give up and find something else to
do during those precious spare moments. View player reactions and
comments as hints for what you can do in the next adventure that will
keep them on the edge of their seats.

Rewarding the Players

Part of the fun of roleplaying is watching characters improve and
develop. Gamemasters have plenty of options for helping that along,
though, of course, no single option should be overused or the players
will have no reason to continue adventuring.

Look through thelist of Advantages for some reward ideas. Typically,
when a gamemaster allows access to an Advantage, it's a one-shot deal,
especially for particulatly powerful Advantages, such asbeingowed a favor
by a galactic tyrant. If the characters want a more permanent access to
this kind of Advantage, they will have pay for it (in Character Points).

Gamemasters mightalso give free Advantages to characters —along
with an equivalent amount of Disadvantages!

Depending on the circumstances of the present adventure and the
gamemaster’s ideas for future adventures, gamemasters may allow the
players' characters to keep equipment, gear, and treasure that they find
in abandoned temples or acquire from a villain’s lair. Gamemasters
may even want to plant various items in the adventure for the players’
characters to locate, whether to fulfill a character’s dream or help the
group in a future scenario. Should the equipment or other material
cause the players’ characters to become too powerful, too quickly,
remember that things can break, become the object of desire by more

powerful personages, or get stolen.

]
Funds

Characters might choose to sell some of their loot and put the
money into their bank account or investments. Depending on what
characters do with their money, gamemasters may allow a permanent
one-pip increase to each of their Funds attribute (because of putting
it into solid investments as determined by a business roll), or give the
characters a larger bonus to a limited number of Funds rolls (because
they kept the cash in a vault at their hideout).

While not terribly tangible, information could be useful for drawing
the characters into another adventure or helping to fulfill a character’s
goal (such as discovering details about her mysterious past).

Assuming that the players have really been trying and have been
sufficiently challenged by the adventure, each character should receive
enough Character Points to improve one skill, plus a few extra for help
in overcomingalow roll at a future inconvenient time. Obviously, more
experienced characters will either have to experience more adventures,
or they'll need bigger challenges.

Hereareafew guidelines for distributing Character and Fate Points
for an adventure that lasts two or more nights, several hours per night.
They are per character, not per group.

Obstacle was easy to overcome (the difficulty numbers were about
three times the die code in the skills required): No reward.

Obstacle was somewhat difficult to overcome (the difficulty num-
bers were about three to four times the die code in the skills required):
one Character Point per low-difficulty obstacle in the adventure.

Obstacle was quite challenging to overcome (the difficulty numbers
wereabout five times the die code in the skills required; generally reserved
for the climactic scene): two or more Character Points per high-dif-
ficulty obstacle in the adventure (depending on how many Character
Points the characters had to spend to beat the difficulties set).

Individualroleplaying (overcoming goalsand playing in character):
two to three Character Points (awarded to each character, not to the
whole group).

Group roleplaying (teamwork and interacting with each other in
character): three to four Character Points.

Everybody had fun (including the gamemaster): one to two
Character Points.

Accomplished the goal: one Fate Point.

> Aliens and Human Offshoots

You can find generic aliens and sample characteristic sets
in Chapter 3, pages 41—44. You can also use the character

packages in those chapters and combine them with the
generic people listed here to create alien versions of each
profession.

S —
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Generic
Characters

Bounty Hunter: Agility 3D,
brawling 3D+2, dodge 3D+1,
firearms 3D+2, melee combat
3D+1, Strength 3D, Knowledge
3D, survival 3D+1, Perception
3D, investigation 3D, sneak 3D,
Mechanical 3D, Technical. 3D
Move: 10. Strength Damage: 2D.
Fate Points: 0. Character Points: 2.
Body Points: 14/ Wound levels: 2.
Equipment: knife (damage +1D);
blaster pistol (damage 5D); pro-
tective vest (Armor Value +2).

Law Enforcement Officer:
Agility 3D+2, firearms 4D+2,
dodge 4D+1, melee combat 4D,
Strength 3D, Knowledge 3D,
bureaucracy 3D+1, security
regulations 4D, Perception 3D,
investigation 3D+1,search 3D+1,Mechanical 2D+2, Technical 2D +2,
security 3D. Move: 10. Strength Damage: 2D. Fate Points: 0. Character
Points: 2. Body Points: 13/ Wound levels: 2. Equipment: blaster pistol
(damage 5D); body armor (Armor Value +1D).

Merchant: Agility 3D, Strength 2D+2, Knowledge 3D+1,
bureaucracy 3D +2, business 3D+2, cultures 3D+2,languages 3D+2,
Perception 3D+1, bargain 4D, con 3D+2, Mechanical 2D +2, vehicle
operation 3D, Technical 3D. Move: 10. Strength Damage: 1D. Fate Points:
0. Character Points: 2. Body Points: 12/ Wound levels: 2. Equipment: fine

clothing; hand comp; various currency; goods for sale.

Soldier: Agility 3D+2, brawling 4D, dodge 4D, firearms 5D+2,
Strength 3D +1, Knowledge 2D+2, security regulations 3D, Perception
3D, search 3D+1, Mechanical 2D+2, Technical 2D+2, demolitions
3D+2. Move: 10.Strength Damage: 2D. Fate Points: 0. Character Points: 2.
Body Points: 14/ Wound levels: 2. Equipment: blaster pistol (damage 5D);
grenades (damage 6D; 2 units); protective vest (Armor Value +2).

Thug: Agility 3D, brawling 4D, firearms 3D+1, dodge 3D+2,
melee combat 3D, Strength 3D, lift 4D, stamina 3D+2, Knowledge
3D, intimidation 3D+2, streetwise 3D+2, Perception 3D, Mechani-
cal 1D, Technical 1D. Move: 10. Strength Damage: 2D. Fate Points: 0.
Character Points: 2. Body Points: 13/ Wound levels: 2. Equipment: energy
knife (damage +1D); protective vest (Armor Value +2).

Characters may also interact with animals from time to time.
Remember that, although clever, most animals are not as intelligent
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as Humans are. They don't actively use
skills, though they may have some to
represent their unconscious use of them,
such as willpower to resist being told
what to do. They may have Technical
attribute of 0D. A Mechanical attribute
of 1D indicates that the animal has the
capacity to be trained to push buttons.
Animals usually decide on the best
course of action that will lead to their
own survival, unless they are trained
otherwise.

Cat,Domestic: Agility 3D, brawling
4D, dodge 4D, running 3D, Strength
1D, climb/jump 4D, Knowledge 1D,
willpower 3D, Perception 2D, search 3D,
sneak4D,Mechanical 1D, Technical 0D.
Move: 20. Strength Damage 1D. Body
Points: 10/ Wound levels: 1. Natural Abili-
ties: claws (damage +2), teeth (damage
+2); small size (scale modifier 6).

Cat, Large (Lion, Tiger, Puma):
Agility 4D, brawling 5D, dodge 5D,
running 5D, Strength 4D, climb/jump
5D, Knowledge 1D, intimidation 5D, willpower 3D, Perception 2D,
search 3D, sneak 5D, Mechanical 1D, Technical 0D. Move: 30. Body
Points: 18/ Wound levels: 2. Strength Damage: 2D. Natural Abilities:
thick fur (armor value +2), claws (damage +1D), teeth (damage +1D).
Note: Large cats can leap up to 30 feet horizontally or six feet vertically;
small size (scale modifier 2).

Dog, Domestic: Agility 3D, brawling 4D, dodge 4D, running
4D, Strength 3D, Knowledge 1D, intimidation 3D, willpower 2D+1,
Perception 2D, search 4D, Mechanical 1D, Technical 0D. Move: 25.
Strength Damage: 2D. Body Points: 14/ Wound levels: 1. Natural Abilities:
teeth (damage +1D); small size (scale modifier 5).

Dog, Guard: Agility 3D, brawling 5D, dodge 6D, running 4D,
Strength 4D, Knowledge 1D, intimidation 5D, willpower 4D, Percep-
tion 2D, search 4D, Mechanical 1D, Technical 0D. Move: 25. Strength
Damage: 2D. Body Points: 18/ Wound levels: 2. Natural Abilities: teeth
(damage +1D); small size (scale modifier 4).

Rats: Agility 3D, acrobatics 3D +1, brawling4D, dodge 3D, running
3D+2, Strength 1D, climb/jump 3D, swim 1D+2, Knowledge 1D,
willpower 2D, Perception 2D, hide: self only 4D, search 3D, Mechani-
cal 1D, Technical 0D. Move: 3. Strength Damage: 1D. Body Points:
6/Wound levels: 1. Natural Abilities: teeth (Strength Damage only);
swarm attack (roll a single brawling total for entire group of rats, adding
+5 to the total for every 10 creatures involved; if using the optional
damage bonus, add the bonus for this roll to the Strength Damage of

a single rat); small size (scale modifier 9 for single rat).

S —————
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Character Name:

Player Name:

Occupation: Communications/Cultures Expert
Species: Human Gender:
Age: Height: Weight:
Physical Description:

Agility Mechanical

brawling comm

dodge navigation

firearms Sensors

running

sleight of hand

Perception

bargain

command

con
Strength forgery
gambling
hide

investigation

persuasion

search

Knowledge sneak

aliens

bureaucracy

business

cultures Technical

intimidation comp. interface/repair

languages medicine

scholar personal equip. repair

streetwise

willpower

Metaphysics

Channel I

sense Fate Points

transform Character Points

Advantages: Cultures (R1), you have a knack for
drawing parallels between known and unusual
cultures

Disadvantages: Handicap: Trick Shoulder (R1),
+1 to melee combat, climb/jump, and throwing

difficulties
Special Abilities: None

Equipment: Hand computer with communication
link; data wands with information about numerous
languages and cultures (+1D to aliens, cultures, and
languages attempts); personal blaster (damage 3D;
range 4/8/12; ammo 6) with 2 spare energy cells
(ammo 6 each); cred-key

Description: With ashoulder thatnever quite worked
correctly, you focused on the softer side of life, learn-
inghow find common ground with anyone, no matter

what part of the galaxy they're from.

Funds 3D
Credits 525
Strength Damage 1D Move 10
Body Points 26

Wound Level Body Points Range
[J Stunned 15-20

[ Wounded 10-14

Il Severely Wounded 5-9

D Incapacitated 2-4

| Mortally Wounded
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Character Name:

Player Name:

Occupation: Con Artist

Species: Human Gender:
Age: Height: Weight:
Physical Description:

Agility

brawling

dodge

sleight of hand

running

Strength

Knowledge

aliens

astrography

bureaucracy

business

cultures

languages

scholar

streetwise

survival

willpower

Metaphysics

channel

sense

transform

Mechanical

navigation

vehicle operation

Perception

bargain

con

forgery

gambling
hide

investigation

persuasion

sneak

Technical

comp. interface/ repair

medicine

personal equip. repair

security

Fate Points

Character Points

1

Advantages: Equipment (R1), con game props add

2 to any con attempts when using them

Disadvantages: Quirk (R1), you tend to forget your
cons are cons and sometimes get caught in your own
lies

Special Abilities: None

Equipment: Various decks of cardsand manipulatable
games of chances; Plastovar armor decorated to look
like a flashy outfit (Armor Value +1D+1); personal
blaster (damage 3D; range 4/8/12; ammo 6) with
1 spare energy cell (ammo 6); hidden holster; 1,000

creditsinvarious types and denominations (not usable

on all worlds); props for con games

Description: Life is an opportunity to be exploited
to its fullest. You like to think of yourself as wander-
ing the universe, revealing the wonders of the ages to
the uniformed, hoping to move happiness from one
corner of the galaxy to another.

Funds 3D
Credits 525
Strength Damage 1D Move 10
Body Points 25

Wound Level Body Points Range
[J Stunned 15-20

[ Wounded 10-14

Il Severely Wounded 5-9

D Incapacitated 2-4

| Mortally Wounded
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Character Name:

Player Name:
Occupation: Cyberchopper
Species: Human Gender:
Age: Height: Weight:
Physical Description:

Agility Mechanical

brawling comm

dodge Sensors

firearms shields

melee combat vehicle operation

Perception

bargain

con
hide

Strength investigation

life persuasion

stamina search

sneak

Knowledge

aliens

business Technical

intimidation armor repair

languages comp. interface/repair

scholar firearms repair

streetwise flight sys. repair

willpower medicine

personal equip. repair

robot interface/repair

security
vehicle repair

Metaphysics

Fate Points

Character Points

Advantages: None

Disadvantages: Debt (R2),youneed to pay protection
to keep yourself out of prison; Enemy (R2), you're
a known cyberjacker and thief, suspected of worse
crimes, and wanted by most police

Special Abilities: See cybernetics equipment

Equipment: SuperSight (Enhanced Sense: Sight
(R1), +1 to sight-based rolls); cyberarm (Increased
Attribute (R2), +2 to Strength with Limitation Ability
Loss (R1), rightarm only); blaster pistol (damage 5D;
range 20/50/150;ammo 12) with 2 spare energy cells
(ammo 12 each); med-kit with cybertools (+1D to
medicine rolls and allows performance of Cybernetics
surgery; includes spare supplies); cred-key

Description: You used to zipyank other steelskinsand
taking the goods back to the chopshop. Then the cutter

got slagged, and they were gonna close you down. But

you got new skills fast and now you're the cutter.

Funds 3D
Credits 525
Strength Damage 2D Move 10
Body Points 31

Wound Level Body Points Range
[J Stunned 18-24

[ Wounded 12-17

| Severely Wounded 6-11

Il Incapacitated 3-5

| Mortally Wounded 1-2
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Character Name:

Player Name:

Occupation: Demolitions Expert

Species: Human (mutant) Gender:
Age: Height: Weight:
Physical Description:

[
Agility 3D  Mechanical 2D
brawling comm

dodge exoskeleton operation

firearms gunnery

running navigation

sleight of hand piloting

throwing sensors
shields

vehicle operation

Perception

artist

bargain

command

Strength con
climb/jump forgery
gambling
hide

investigation

know-how

Knowledge persuasion
- search

. sneak
business

intimidation Technical

bureaucracy

security regulations armor repair
streetwise comp. interface/repair

survival demolitions

exoskeleton repair

firearms repair

flight sys. repair

gunnery repair

medicine

personal equip. repair

robot interface/repair

security

vehicle repair

Metaphysics

e —
Fate Points

Character Points

Advantages: None

Disadvantages: Quirk (R3), you're talkative and
every round you need to be quiet is a Very Diflicult
willpower roll (does not count as an action)

Special Abilities: Fast Reactions (R1), + 1D to Percep-
tion when determining initiative and get 1 additional
action 3 times per adventure

Equipment: Malleable explosive with timing chips
(damage 6D; 10 uses); syntheleather jacket (Armor
Value +2 ); work laser tool (damage 1D); connecting
wires; cred-key

Description: Something about your heritage makes
youlittle different from other members of your species.
Maybe it’s because you're good at blowing things up,
but others contend it’s because you talk too much.

Funds 3D
Credits 525
Strength Damage 2D Move 10
Body Points 32

Wound Level Body Points Range
[J Stunned 19-25

] Wounded 12-18

| Severely Wounded 9-11

| Incapacitated 3-8

| Mortally Wounded 1-2
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Player Name:

Occupation: Hard Warrior

Species: Human

Gender:

Age: Height:
Physical Description:

Weight:

Agility 4D
brawling
dodge
firearms

flying/0-G

melee combat

running

throwing

Mechanical

comm

exoskeleton operation

gunnery

navigation

piloting

sensors
shields

vehicle operation

Strength

climb/jump
life

stamina

swim

Knowledge

aliens

astrography

intimidation

languages

scholar

streetwise

survival

willpower

Metaphysics

Perception
command

persuasion

search

sneak

Technical

armor repair

comp. interface/repair
demolitions

exoskeleton repair

firearms repair

flight sys. repair

gunnery repair

medicine

personal equip. repair

vehicle repair

L
Fate Points

Character Points

Advantages: None

Disadvantages: None

Special Abilities: None

Equipment: Serrated combatknife (damage +1D+2)
with compass in handle; plasteel breastplate (Armor
Value +1D+2); makeshift greaves on arms and legs
(Armor Value +1); medium semi-automatic (dam-
age 4D; range 8/13/35; ammo 17); med-kit (+1D
to medicine rolls; includes spare supplies); cred-key;
miscellaneous supplies and keepsakes

Description: From war zone to gang to battlefield,

you know nothing but fighting. You take the money

to keep yourself in ammo and medical supplies, but
you give no one loyalty except yourself.

Funds

3D

Credits

525

Strength Damage

Body Points

2D Move 10
35

Wound Level

[J Stunned

] Wounded

Il Severely Wounded
| Incapacitated

Il Mortally Wounded

Body Points Range
21-28
15-20

=14
3-6
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Player Name:

Occupation: Medic

Species: Human

Gender:

Age: Height:

Physical Description:

Weight:

Agility

dodge

firearms

running

Mechanical

comm

navigation

sensors

Strength
lift

stamina

Perception

bargain

command

con

hide

investigation

persuasion

search

Knowledge

aliens

bureaucracy

cultures

languages

scholar

survival

willpower

Metaphysics

Technical

comp. interface/repair
medicine

personal equip. repair

robot interface/repair

Fate Points

Character Points

1

Advantages: None

Disadvantages: Quirk (R1), you can't resist adding
a little flair to anything you do
Special Abilities: Skill Bonus: Upbeat (R1), +1bonus

to bargain, con, and persuasion totals

Equipment: Med-kit (+1D to medicine first-aid at-
tempts; five uses); personal blaster (damage 3D; range

4/8/12; ammo 6) with 2 spare energy cells (ammo

6 each); medical reader (+1D to medicine diagnostic
attempts); cred-key

Description: With an irresistible personality, most
people find it hard not to give you your way. That's
often come in handy with reluctant patients, especially
the macho types with serious injuries.

Funds 3D
Credits 525
Strength Damage 1D Move 10
Body Points 27

Wound Level Body Points Range
[J Stunned 16-22

] Wounded 10-15

| Severely Wounded 5-9

| Incapacitated 2-4

Il Mortally Wounded

5 [ODead
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Character Name:

Player Name:
Occupation: Megacorp Contract Negotiator
Species: Human Gender:
Age: Height: Weight:
Physical Description:

com.
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Agility

brawling

dodge

firearms

flying/0-G

melee combat

running

throwing

Mechanical

comm

exoskeleton operation

gunnery

navigation

piloting

sensors

shields

vehicle operation

Strength

climb/jump

life

stamina

swim

Knowledge

aliens

astrography

bureaucracy

business

cultures

intimidation

languages

scholar

security regulations

streetwise

survival

willpower

Metaphysics

Perception

bargain

con

forgery

hide

investigation

persuasion

search

sneak

Technical

armor repair

comp. interface/repair

demolitions

exoskeleton repair

firearms repair

flight sys. repair

gunnery repair

medicine

personal equip. repair
robot interface/repair

security

vehicle repair

Fate Points

Character Points

Advantages: Cultures (R4), you've got extensive knowl-
edge about many cultures, enough to help you fit in
and make first contact go smoother; Patron (R4), your

employer keeps you well informed and supplied

Disadvantages: Advantage Flaw (R1), your employer
often lies to get you to take a job; Employed (R3), your
employer dictates your assignments; Infamy (R2), you
are well known and rarely well liked by those in other
corporations and in many local space fleets; Quirk (R2),
you're a snob to people working for other corporations
— unless you need them for something

Special Abilities: None

Equipment: Slick-looking Plastovar suit (Armor Value

+1D+1); medium semi-automatic (damage4D; range
8/13/35;ammo 17) plus 2 extra clips (ammo 10 each);
armored briefcase (damage resistance total 21) with blank
contracts; cred-key; corporate contacts might help you
get other items needed for the job at hand

Description: Working for a multi-planetary organiza-
tion, your life is fast paced, complicated, and, aside from
the steady pay, unpredictable. One day your negotiating
a contract; the next you're quelling a dispute.

Funds 3D Credits 525
Strength Damage 2D Move 10
Body Points 27

Wound Level Body Points Range
[J Stunned 16-22

[J Wounded 10-15

Il Severely Wounded 5-9

| Incapacitated 2-4

| Mortally Wounded
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Character Name:
Player Name:
Occupation: Old Scout
Species: Human Gender:
Age: Height: Weight:
Physical Description:

Agility

brawling

dodge

firearms

flying/0-G

melee combat

Mechanical

comm

gunnery

navigation

piloting

Sensors

shields

vehicle operation

Strength

climb/jump
lift

stamina

Knowledge

aliens

astrography
intimidation

languages

security regulations

survival

tactics

willpower

Metaphysics

Perception

command

con

investigation

search

sneak

Technical

armor repair

comp. interface/repair
exoskeleton repair

firearms repair

flight sys. repair

gunnery repair

medicine

personal equip. repair

vehicle repair

Fate Points

Character Points

Advantages: Ship (R4), you have the use of a space

service ship

Disadvantages: Age (R1),you'realmost pastyour prime;
Advantage Flaw (R3), your ship has problems — see the
equipmentdescription; Employed (R2),youonly getthe
use of the ship while you remain in service

Special Abilities: Iron Will (R1), +1D to willpower
rolls and +2 to default interaction difficulties
Equipment: Military scout ship (owned by the military;
less-than-mint condition; on any Critical Failure with ship
system, the ship shuts down and requires a repair roll for
that system against a difficulty of 16 to get it running
again); worn Plastovar armor (Armor Value +1D+ 1);
laser pistol (damage 4D; range 25/75/150; ammo 15);
standard comlink; standard enviro-suit; cred-key
Description: It seems like you've been a scout for years,
with no an end in sight. You're heartily sick of regs and
reports, but you know you'd be worse off at a desk job
or in the brig. You do your job just enough to keep from
getting kicked out (and losing the few perks), but you
concentrate on your many different “sidelines.”

Funds 3D

Credits 525
Strength Damage 1D Move 10
Body Points 28

Wound Level Body Points Range
[J Stunned 16-22

[J Wounded 11-15

| Severely Wounded 5-10

[ Incapacitated 2-4

| Mortally Wounded
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Character Name:
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Player Name:

Occupation: Security Expert

Species: Human

Gender:

Age: Height:

Physical Description:

Weight:

Agility

brawling

3D

dodge

firearms

flying/0-G

melee combat

running

sleight of hand

throwing

Mechanical

comm

gunnery

navigation

piloting

sensors

shields

vehicle operation

Strength
climb/jump

lift

stamina

Knowledge
bureaucracy

business

cultures

intimidation

languages

security regulations

streetwise

tactics

willpower

Metaphysics

Perception

command

con

forgery

hide

investigation

persuasion

search

sneak

Technical

comp. interface/ repair

demolitions

firearms repair

personal equip. repair
robot interface/repair

security

vehicle repair

Fate Points

Character Points

Advantages: None

Disadvantages: Enemy (R1), you stumbled across some
information you shouldn't have (you're not sure what),
and someone wants to make sure you never reveal it; Ad-
vantage Flaw: Skills (R3), you must spend a round doing
nothing else but concentrating before using your security,
demolitions, or computer interface/repair skills (do not get
preparing bonus)

Special Abilities: Skill Minimum (R1), your skill totals for
security, demolitions, and computer interface/ repair will always
be a minimum of 3 times the number before the D

Equipment: Hand computer with communication link,
various connectors as well as data wands containing com-
mon security protocols and cracking programs (+1D to
security and security regulations attempts); personal blaster
(damage 3D; range 4/8/12; ammo 6) with 2 spare energy
cells (ammo 6 each); cred-key

Description: You've always had a knack for breaking and
entering — and preventing others from doing the same.
Unfortunately, ever since you stumbled across someone’s
deep, dark secret, you always get nervous before attempting
any security procedures.

Funds 3D
Credits

Strength Damage 2D Move __ 10
Body Points 29

Wound Level
[] Stunned
[0 Wounded 11-16
| Severely Wounded 5-10
| Incapacitated 2-4
| Mortally Wounded

Body Points Range
17-23
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Player Name:

Occupation: Technical Wiz

Gender:

Species: Human

Age: Height:

Weight:

Physical Description:

Agility

brawling

dodge

firearms

flying/0-G

melee combat

sleight of hand

throwing

Mechanical

comm

gunnery

piloting

Sensors

shields

vehicle operation

Strength

climb/jump

lift

Knowledge

astrography

business

intimidation

languages

scholar

security regulations

streetwise

Metaphysics

Perception

bargain

con

forgery

gambling

hide

investigation

persuasion

search

sneak

Technical

armor repair

comp. interface/ repair

demolitions

exoskeleton repair

firearms repair

flight sys. repair

gunnery repair

personal equip. repair
robot interface/repair

security

vehicle repair

Fate Points

Character Points

Advantages: None

Disadvantages: Age (R1), you are slightly younger

than typical, so people don't always take you seri-
ously

Special Abilities: Skill Bonus: Observant (R1), +1
to investigation, search, and sensors totals
Equipment: Repairand diagnostickit (+1D torepair
attempts; one use per skill); blaster pistol (damage
5D; range 20/50/150; ammo 12) with 1 spare energy
cell (ammo 12); syntheleather jacket (Armor Value
+2); cred-key

Description: Quick to spot and diagnose a problem,
you can fix anything. You're always looking for new
jobs that can help you keep up on the latest technol-
ogy or improve older versions.

Funds 3D
Credits 525
Strength Damage 1D Move 10
Body Points 25

‘Wound Level Body Points Range
[] Stunned 15-20

[0 Wounded 10-14

| Severely Wounded 5-9

| Incapacitated 2-4

| Mortally Wounded
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Player Name:

Occupation:

Species:

Gender:

Age: Height:

Physical Description:

Weight:

Agility

acrobatics

brawling

dodge

firearms

flying/0-G

melee combat

missile weapons

riding

running

Mechanical

comm

exoskeleton operation

gunnery

navigation

piloting

Sensors

shields

vehicle operation

sleight of hand

throwing

Strength
climb/jump

lift

stamina

swim

Knowledge

aliens

astrography

bureaucracy

business

cultures

intimidation

languages

scholar

security regulations

streetwise

survival

tactics

willpower

Metaphysics

channel

sense

transform

Perception

Advantages:

artist

bargain

command

con

forgery

gambling

hide

investigation

know-how

persuasion

search

sneak

Technical

armor repair
comp. interface/repair
demolitions

exoskeleton repair

firearms repair

flight sys. repair

gunnery repair

medicine

personal equip. repair
robot interface/repair

security

vehicle repair

Disadvantages:

Special Abilities:

Funds
Credits
Fate Points

Character Points
Strength Damage Move
Body Points

Wound Level

[] Stunned

] Wounded

| Severely Wounded
Il Incapacitated

Il Mortally Wounded

Body Points Range
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Character Name:

|
Armor Other Equipment

Type Type Notes

Weapons
Type Dmg. Range: S/M/L

Ammo: 1OOOOOOOOOOOONOO

Ammo: 1OOOOOOOOOOOONOO

Ammo: 1OOOOOOOOOOOONOO

Ammo: 1OOOOOOOOOOOONOO

Cybernetics

Type Notes

Personality:

Objectives:

Native Language:

Other Information:
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> D6 Reference Sheet

> Gieneric Difficulties

See pages 5562 for general task resolution information and other
modifiers.

Automatic (0): Almost anyone can perform this action; there is no
need to roll. (Generally, this difficulty is not listed in a pregenerated
adventure; it is included here for reference purposes.)

Very Easy (1-5): Nearly everyone can accomplish this task. Typically,
tasks with such a low difficulty only are rolled when they are crucial
to the scenario.

Easy (6-10): Although characters usually have no difficulty with
this task, an untrained character may find it challenging.

Moderate (11-15): Thereisa fair chance that the average character
will fail at this type of task. Tasks of this type require skill, effort, and
concentration.

Difficult (16-20): Those with little experience in the task must
have a lot of luck to accomplish this type of action.

Very Difficult (21-25): The average character only rarely succeeds
at these kinds of task. Only the most talented regularly succeed.

Heroic(26-30),Legendary (31 or more): These kinds of tasks are
nearly impossible, though there’s still a slim chance that lucky average
or highly experienced characters can accomplish them.

Generic Difficulty Modifiers

See page 61 for examples.
Situation Helps/
Hinders Character...
Slightly

Significantly

Modifier
+/-1-5
+/-6-10
+/-11-15
+/-16 or more

Interaction Difficulty Modifiers

See pages 84-85 for additional information and modifiers.
Base Difficulty: 10 or target’s Knowledge or willpower
Situation

Decisively
Overwhelmingly

Target is friendly or trusting
Target is neutral toward character
or of equal standing
Target is hostile or has superior standing
Target is an enemy
Target is in weakened position
Request is something target would do anyway
or target feels is of minor importance
Request is illegal or highly dangerous

Target is on guard or actively resisting*

*Do not include this modifier if you are using the active mental
defense described in the “Mental Defenses” sidebar on page 85.

Information Difficulties
See page 84 for additional information and modifiers.

Amount of Information Difficulty
Basic or common information; unconfirmed rumors 5
Theories; generalities 10
Complex concepts; moderately detailed information 15
Professional level; extensive (though not complete)

information 20

Cutting-edge topics; extensive information,

including peripheral details and extrapolations 30
Condition
Age of information (per century in the past) +5
Closely guarded secret

See page 84 for additional information and modifiers.
Situation Difficulty
Noticing obvious, generic facts; casual glance 5
Noticing obvious details

(ex. number of people) 10
Noticing a few less obvious details

(ex. gist of conversation) 15
Spotting a few specific details

(ex. identities of individuals) 20
Spotting a few obscure details

(ex. specifics of conversation) 25

Noticing many obscure details 30 or more

Movement Difficulty Modifiers

See pages 6365 for additional information and modifiers.

Base Difficulty for Characters: 0 (running); 5 (other movement)

Situation Modifier

Easy terrain (flat surface, smooth water,
using a ladder, light breeze, light rain or fog)

Moderate terrain (uneven surface, small obstacles,
choppy water, climbing a tree, strong winds,
heavy rain or fog)

Rough terrain (large but negotiable obstacles, strong
undercurrent, climbing a rough wall, flying near
unyielding obstacles such as pillars or trees)

Very rough terrain (dense and large obstacles,
stormy weather, a few airborne hazards, hail)

Hazardous terrain (minefield, narrow walkway,
many airborne hazards, large waves, climbing a
smooth surface, complete darkness)

Very hazardous terrain (corridor filled with falling
debris and explosions, swimming or flying in

a hurricane) +25 or more




>Combat Summary

See pages 72—74 and 80-83 for additional information and modifiers.
Determining the Difficulty
Base combat difficulty = defense total
> Defense total = (passive defense value or active defense value)
plus combat difficulty modifiers
> Passive defense value = 10
> Active defense value = full or partial defense value
> Full defense value = any defense skill roll + 10
> Partial defense value = any defense skill roll

Determining Success
If the attacker’s combat skill total plus any modifiers equals or exceeds
the target’s defense roll, the attack succeeds and may do damage.

Determining Damage
> Damage total
> For attacks that do damage not modified by strength: damage
total = roll of weapon damage die code plus damage modifiers
> For attacks that do damage modified by strength: damage total
= roll of weapon damage die code plus character’s Strength Damage
die code plus damage modifiers
> Damage resistance total
> Body Points: roll of Armor die code plus defense modifiers
> Wounds: roll of Strength plus Armor die code plus defense
modifiers
> If the damage total is greater than the damage resistance total,
the target was injured. If the damage total is less than or equal to the
damage resistance total, the target was not injured.
> If the target was injured, subtract the damage resistance total from
the damage total. Then either subtract this from the target’s current Body
Total or compare the value on the “Wound Level” chart.

Common Combat Difficulty Modifiers

Modifier
+1D (+3)
+2D (+6)
+4D (+12)
+1D (+3)
+2D (+6)
+4D (+12)
+1D (+3)

Cover Situation

Light smoke/fog

Thick smoke/fog

Very thick smoke/fog
Poor light, twilight
Moonlit night

Complete darkness

Object hides 25% of target
Object hides 50% of target +2D (+6)
Object hides 75% of target +4D (+12)
Object hides 100% of target *

*If cover offers protection, the attacker cannot hit the target directly, but
damage done to the cover might exceed the Armor Value it provides, and,
indirectly, damage the target. Most of the time, the attacker must eliminate
the cover before having a chance to hit the target.

Range Distance to Target Modifier
Point Blank 0-3 meters -5
Short 3 meters to first value® 0
Medium First to second value* +5
Long Second to third value* +10

* Values refer to values given in the weapon’s range listing.

Weapon is difficult to use (character unfamiliar with technology,
object is hard to throw or grasp, melee or thrown weapon is more than

60 centimeters long, etc.): +5 or more to the combat difficulty. The game-
master may decide that such factors as experience, strength, and features
of the weapon (such as a well-balanced sword) lower this modifier.

> Strength Damage

To figure the Strength Damage die code, drop the pips from the
character’s Strength or lift die code (but include any Disadvantages or
Special Abilities), divide the number by 2, and round up.

> Wound Levels

See pages 7577 for additional information and modifiers.
Wounds* Body Pointst
Damage Total >
Effect Resistance Total By:
Stunned 1-3
Wounded 4-8
Severely Wounded 4-8**
Incapacitated 9-12 19% - 10%
Mortally Wounded 13-15 1% - 9%
Dead 16 or more 0

*Note: Penalties imposed by each level are not cumulative and they are

Body Points Left
80% - 60%
59% - 40%
39% - 20%

not included when determining the resistance total or damage done by non-
strength-based weapons. Any additional damage less than the character’s
current level moves the character up by one level.

**A character moves to the Severely Wounded level if the difference is
between 4 and 8 and she already has the Wounded level.

+Note: This is an optional chart for use with Body Points. The “Body
Points Left” column is based on the character’s maximum Body Points.
Round so no overlap exists between levels. Penalties imposed by each level are
not cumulative; do not include them when determining the stun or damage
resistance total or any total not involving a skill or attribute.

Stunned: Either receives -1D for all remaining actions this round
and next round or may only defend or retreat in the next round.

Wounded: -1D to all actions until healed.

Severely Wounded: -2D on all actions until healed.

Incapacitated: As a free action before losing consciousness, he may
try to stay up with a Moderate (15) stamina roll. If the character succeeds,
he may continue to act, but all actions have a -3D penalty. If he fails, he
is knocked out for 10D minutes.

Mortally Wounded: Knocked unconscious with no chance to keep
up. Roll the character’s Strength each round, the character finally dying
if the roll is less than the number of minutes he’s been at this level.

Dead: The character is toast.

> Abbreviated Healing Chart

See pages 78—79 for additional information and modifiers.
Medicine Body Points Current
Total Recovered Wound Level
1-5 2 —
6-10 1D
11-15 2D
16-20 3D
21-25 4D
26-30

Stunned, unconscious
Wounded, Severely Wounded
Incapacitated

Mortally Wounded

hereby granted to photocopy this page for personal use. Copyright 2004 Purgatory Publishing Inc., wwwavestendgames.com.
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> Die Gode Simplification

As characters progress, often the number of dice players have to
roll and add becomes daunting. With this in mind, this chart provides
two ways of reducing the amount of dice needed.

The fastwayis toroll five dice, including the Wild Die,add the results,
and then add the die code’s pips and a bonus number. To determine
the bonus number, find the die code (ignoring the pips) of the original
attribute, skill, weapon, or other value in the “Die Code” column. Then
read across to the “5D” column to get the bonus number.

Example: A character has a Natural Ranged Weapon that does
30D of damage. Instead of rolling 30 dice, the player rolls five and
adds 88 to the total on the dice.

The faster way is to roll only the Wild Die, adding to its result the
corresponding bonus listed in the “Wild Die” column of the chart.

Example: A character has a skill with a value of 10D. The game-
master rolls the Wild Die and adds 32 to the result.

> Die Code Simplification

Die Code Wild Die

1D 0

2D +4
3D +7
4D

5D

6D

7D

8D

9D

When using only the Wild Die, a Critical Failure only indicates
a complication or funny thing happening; it does not affect the total
rolled.

Because Character Points function similar to a Wild Die, roll
any dice gained from Character Point expenditure separately. When
using Fate Points on a roll, double the original die code and use that
to determine the bonus number.

For bonus numbers beyond the 50D level for the “5D” column,
subtract 5 from the die code and multiply the number by 3.5. Round
up.

To get bonus numbers beyond the 50D level for the “Wild Die”
column, subtract 1 from the die code and multiply the number by

3.5. Round up.

> Die Code Simplification

Die Code 5D Wild Die
26D +74 +88
27D +77 +91
28D +81 +95
29D +84 +98
30D +88 +102
31D +91 +105
32D +95 +109
33D +98 +112
34D +102 +116
35D +105 +119
36D +109 +123
37D +112 +126
38D +116 +130
39D +119 +133
40D +123 +137
41D +126 +140
42D +130 +144
43D +133 +147
44D +137 +151
45D +140 +154
46D +144 +158
47D +147 +161
48D +151 +165
49D +154 +168
50D +158 +172
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Advantages, 15, 16, 27-31.
See also character
options

Authority (R1), 27
Authority (R2), 27
Authority (R3), 27
Contacts, 28
Contacts (R1
Contacts (R2
Contacts (R3
Contacts (R4
costs, 16
Equipment (R1
Equipment (R2
Equipment (R3
Equipment (R4,
Fame (R1),29
Fame (R2), 30
Fame (R3), 30
gaining and losing, 53
Patrons, 28
Patron (R1), 30
Patron (R2), 30
Patron (R3), 30
Size (R1 or more), 30
Trademark Specialization
(R1),30
Wealth (R1 or more),
30-31

adventure tips, 122-127

aliens and Human
offshoots, 41-44

caninoid (dog/wolf
people), 42—43
designing, 41

28
28
28
,28-29

),29
), 29
),29
), 29

physical appearance,
41
society, 42
examples and packages,
42-44
felinoid (cat people), 43
floran (plant people). 43
heavy worlder (Human
offshoot), 43-44
insectoid (insect people),
44
reptiloid (reptile people),
44
Armor Value, 8
attributes, 10
Agility, 10
defaulting to, 8, 57,
61-62
Extranormal, 10, 11
improving, 52-53
and character options,
52
Knowledge, 10
Mechanical, 10
Metaphysics, 10
Perception, 10
Reflexes, 10
Strength, 10
Technical, 10

Body Points, 8. See
also damage
changing, 53
determining, 14

healing, 78
character creation, 9-14.
See also character
templates
Advantages,
Disadvantages, and
Special Abilities
and, 11,12
attributes and, 10
putting dice in, 10-11
Body Points and, 14
by creation point pool, 10
creating experienced
characters, 10
by defined limits, 9-10
creating experienced
characters, 10
by templates, 9
Strength Damage
and, 14
Character Points and,
13-14
costs of character
options, 16
creating existing
characters, 10
equipment and, 14
Fate Points and, 13
Funds and, 14
gamemaster’s characters, 9
height and weight and, 14
Move and, 13
skills and, 11, 12-13
focused skills, 11
putting dice in, 11
specializations, 11
Strength Damage and, 14
Wounds and, 14
character options, 15-40.
See also Advantages;
Disadvantages; Special
Abilities
aliens and mutants
and, 15
costs at character
creation, 16
expanding the character
concept, 15
selecting, 15-16
Character Points, 8, 13, 56
character templates
blank sheet, 138-139
bounty hunter, 5
communications/cultures
expert, 128
con artist, 129
cyberchopper, 130
demolitions expert, 131
hard warrior, 132
medic, 133
megacorp contract
negotiator, 134
old scout, 135
security expert, 136
technical wiz, 137
combat, 72—74. See
also damage
active defense, 8, 72
base difficulty, 72
block, 72
determining damage, 74
determining success, 73

dodge, 72

example, 74
full defense, 73
gamemaster’s characters
and, 75
interaction skills and, 85
modifiers, 73, 81, 141
aiming, 73
blind or blinded, 81
cover, 73
crouched target, 82
gravity, 81
range, 73
noncharacter, 72
parry, 72
partial defense, 73
passive defense value,
8. See also combat,
base difficulty
optional modifier, 73
round, 8
steps, 72-74
summary, 141
combat options, 80—-83
acrobatic tricks, 80
all-out, 80, 81
brawling, 80-81, 81
breaking things, 82
burst fire as single, 80, 81
called shot, 81
crouching, 82
disarm, 82
entangle, 82
escape, 82
firearms, 80, 81
full auto, 80, 81
grab, 80-81, 81
arm pin, 81
choke, 81
flip, 81
hold, 81
slam, 81
throw, 81
group attack, 82. See
also skills, command
hit locations, 82
knockdown, 80, 81
knockout, 82
lunge, 80, 81
melee combat, 80-81, 81
multiple weapons, 82
prone, 82
push, 80, 81
quick draw, 83
ready a weapon, 83
scale, 8, 83
single fire as multi, 80, 81
surprise, 83
sweep (close combat),
80, 81
sweep (ranged), 80, 81
tackle, 80—83, 81
trip, 80, 81
unwieldy weapon, 83
using, 80
creation points, 8, 16, 17
cybernetics, 45-51
character options and, 45
cyberpsychosis, 46—47
determining the cost, 46
determining the
installation
difhiculty, 46
examples, 50-51

AdrenoCharger
Dispenser, 50
claws, 50
cyberarm, 51
cyberhand, 51
cyberleg, 51
dermal plate, 51
electric claws, 51
Equilibria, 51
EVD, 51
Heat-Seeker, 51
Serpent, 51
SuperSight, 51
extra parts, 50
foot, lower leg, and
complete leg
restrictions, 48
getting, 45, 46
after character
creation, 45—46
installation surgery,
45-46
at character creation,
45
hand, arm, and shoulder
restrictions, 47
types, 47-50
arm, 47-48
complete leg, 48
dermal plate, 49
digestive system, 49
drug dispenser, 49-50
ear, 48
eye, 48
foot, 48
hand, 47
heart, 49
lower leg, 48
lungs, 49
mouth, 48—-49
neural jack, 50
nose, 49
scholarchip reader, 49
shoulder, 48
syntheskin, 50
tail, 50
tentacle, 50
throat, 49
upgrading existing, 46

damage, 75-77
adjusting the deadliness,
77
Body Points, 75-76
damage resistance
total, 75
stun damage, 75-76
Wound levels for,
76, 141
Body Points versus
Wound Levels, 75
descriptive damage, 77
determining, 74
killing blow option, 77
massive damage option,
77
maximum damage
resistance total
option, 107
miscellaneous, 75
negative damage
resistance total, 77
optional bonus, 74

Strength Damage, 74, 141
unconsciousness and
death, 76
Wound levels, 76, 141
damage resistance
total, 76
stun damage, 76
die code simplification, 142
difficulties, 8. See also Funds,
price difficulties;
rolling dice; using
skills; specific skills
alternate attribute option,
62
choosing, 60-62
determining success, 62
second chances, 62
derived, 61
examples, 84-94
gamemaster’s fiat, 62
generic modifiers, 61,
61, 140
good roleplaying
modifier, 61
guidelines for describing,
62
information, 84, 140
interaction, 84—85, 85,
140
interrogation, 85
mental defenses, 85
movement, 64, 140
observation, 85, 140
opposed, 8, 61
repair, 86
result points, 8, 62
result point bonus, 8
sensors, 85
standard, 8, 60, 61, 140
unskilled/untrained, 8,
57,61-62
using, 84
Wild Die only, 61
Disadvantages, 15, 16,
17-27. See also
character options
Authority (R1), 27
Achilles' Heel (R3), 18
Allergy, 18
Environmental
Incompatibility, 18
Metabolic Difference,
18
Nutritional
Requirements, 18
Rot, 18
Vulnerability, 18
Achilles' Heel (R4), 18
Allergy, 18
Cultural Allergy, 18
Environmental
Incompatibility, 18
Rot, 18
Symbiosis, 18
Advantage Flaw (R1),
18-19
Advantage Flaw (R2), 19
Advantage Flaw (R3),
19-20
Infection, 19-20
Minor Stigma, 20
Age (R1), 20
Age (R2),20

O

Bad Luck
Bad Luck
Bad Luck
Burn-out
21
costs, 16
Cultural Unfamiliarity
(R1),21
Cultural Unfamiliarity
(R2),21-22
Cultural Unfamiliarity
(R3),22
Debe (R1), 22
Debt (R2), 22
Debr (R3), 22
Devotion (R1
Devotion (R2
Devotion (R3), 22
Employed (R1), 22
Employed (R2), 22-23
Employed (R3), 23
Enemies, 28
Enemy (R1), 23
Enemy (R1),23
Enemy (R2), 23
Enemy (R3), 23
gaining and losing, 53

R1),20
R2),21
R3),21

R1 or more),

)22
)22

Hindrance (R1 or more),
23-24

Infamy (R1), 24

Infamy (R2), 24

Infamy (R3), 24

Language Problems
(R2),25

Learning Problems (R1
or more), 25

Poverty (R1), 25

Prejudice (R1), 25

Prejudice (R2), 25

Price (R1), 25-26

Price (R2), 26

Quirk (R1), 26

Quirk (R2), 26

Quirk (R3),26-27

Reduced Attribute
(R2),27

encumbrance option, 106
equipment, 103-113.
See also
vehicles
ammunition, special, 110
reloading, 110
explosives, 110-111, 111
burst radius, 111
grenade targeting, 111
firearms, 107, 108
assault rifles, 108, 109
energy weapons, 108,
109
handguns, 107, 108
machine guns, 108,
109
miscellaneous, 108,
109
rifles, 107-108, 108
shotguns, 108-109,
108
submachine guns,
108, 109
firearm accessories, 109
gyrostabilization, 109
laser sight, 109-110
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quick-draw holster,
110
telescopic sight, 110
UV sight and scope,
110
gear, 104-105
binoculars, 104
comlink, 104
cred-key, 104
crowbar, 104
enviro-suit, 104
flashlight, 104
handcuffs, 104
hand comp, 104
hand scanner, 105
holo-vid player, 105
life-support refills, 105
lockpicking tools, 105
med-kit, 105
rope, heavy, 105
rope, light, 105
scholarchips, 105
shovel, 105
signal locator, 105
thermo-disk, 105
tool kit, 105
tracking device, 105
improvised weapons, 112
melee weapons, 112, 112
missile weapons,
111-112,112
protective gear, 106—-107,
106
purchasing, 103-104,
103. See also Funds;
skills, bargain
robots, 105-106
maintenance, 106
security, 106
servitor, 106
thrown weapons,
111-112,112
weapon terminology, 107

Fate Points, 8, 13, 56-57
Funds, 14. See also skills,

bargain
determining, 14
price difficulties, 103

game-enhancing cards, 57
gamemaster tips, 121
generic characters, 127. See

also aliens and Human
offshoots
animals, 127
bounty hunter, 127
cat, domestic, 127
cat, large (lion, tiger,
puma), 127
dog, domestic, 127
dog, guard, 127
law enforcement officer,
127
merchant, 127
people, 127
rats, 127
soldier, 127
thug, 127

healing, 78-79
Body Points, 78, 141
rest period, 79

‘Wounds, 79, 141

initiative, 57-58
Metaphysics, 95-101
learning and improving
skills, 95
manipulations
aspects, 96, 97
duration, 97
effect, 96
range, 96-97, 97
target size, 96, 97
designing, 96
design time, 97
Psionics and, 100
difficulty, 97
increasing resistance
option, 99
Manipulation
Worksheet, 102
reflux option, 99
releasing, 98—99
situation modifiers,
97-98
community, 97

components, 97, 98
concentration,97, 98

countenance, 98
feedback, 98
gestures, 97, 98

incantations, 97, 98
link to target, 98, 99

other, 98
result points, 98
untrained, 98
obtaining access to, 95
sample manipulations,
99-101
channel, 100
blast, 100
mental shield, 100
personal physical
shield, 100
sense, 100—-101
clairvoyance, 100
detect life, 100
influence, 100
receive thoughts,
100-101
send thoughts, 101
transform, 101
heal, 101
ignore pain, 101
physical
enhancement, 101
telekinesis, 101
translocation, 101
skills, 95
channel, 13, 95
sense, 13, 95
transform, 13, 95-96
using other systems, 95
Move, 13. See also
movement
movement, 63—-67
accelerating and
decelerating, 64
climbing, 63
fatigue, 64
flying characters, 64,
65-67
jumping, 64

maximum, 64

other modifiers, 64, 65
running, 63

short distances, 64
swimming, 63

reference sheet, 140—141
rewards, 126

Advantages and
Disadvantages, 126

Character Points, 126

equipment, 126

Fate Points, 126

Funds, 126

information, 126

roleplaying game, 3

need to play, 3

rolling dice, 55-57

alternate methods, 55,
142
improving a roll, 55-57
Character Points, 56
Fate Points, 56-57
straight values, 55
Wild Die, 55

rounds, 8, 57
rules for vehicles and aerial

characters, 65-67
attacking, 66
dodging, 66
leaping out, 67
passenger injuries, 67
ramming, 66
repairing, 67, 86
sideswiping, 66
stunts, 65-66, 65
vehicle damage, 66-67, 66
vehicle movement, 65

skills, 11, 12—13. See also

combat; difficulties;
healing; Metaphysics;
movement; using skills
acrobatics, 12, 80, 86—87
aliens, 12, 84
armor repair, 13, 86
artist, 13, 87
astrography, 12, 84
bargain, 13, 87-88
brawling, 12
bureaucracy, 12, 84
business, 12, 84
channel, 13, 95
climb/jump, 12, 63, 64,
88
comm, 12, 85
command, 13, 88
computer interface/
repair, 13, 86, 88
con, 13, 84-85, 88-89
cultures, 12, 84
demolitions, 13, 89
dodge, 12
exoskeleton operation, 12.
See also rules for
vehicles and aerial
characters
exoskeleton repair, 13, 86
firearms, 12
firearms repair, 13, 86,
110
flight systems repair,
13, 86
flying/0-G, 12, 64, 65,
65-67

focused skills, 11

forgery, 13, 89-90

gambling, 13, 90

gunnery, 12

gunnery repair, 13, 86

hide, 13, 86

intimidation, 12, 84-85

investigation, 13, 90

know-how, 13, 90

languages, 12, 90-91

learning and improving,
52

character options and,

52

lift, 12, 91

medicine, 13, 91. See
also healing

melee combat, 12

missile weapons, 12

navigation, 12, 69, 70,
91-92. See also
space travel, inter-
stellar drives and

personal equipment
repair, 13, 86

persuasion, 13, 84-85

piloting, 12. See also rules
for vehicles and
aerial characters

riding, 12, 92

robot interface/repair, 13,
86,92

running, 12, 63

scholar, 12, 84

search, 13, 85,92-93

security, 13,93

security regulations,
12, 84

sense, 13, 95

sensors, 12

shields, 12, 70, 70-71

sleight of hand, 12, 93

sneak, 13, 86

stamina, 12, 93

streetwise, 12, 93-94

survival, 12, 94

swim, 12, 63

tactics, 13, 94

throwing, 12, 94

transform, 13, 95-96

using the example
difficulties and
modifiers, 84

vehicle operation, 12.
See also rules for
vehicles and aerial
characters

vehicle repair, 13, 86

willpower, 13, 94

spaceships. See also space

travel
designing, 114-119
in-system defender, 118
light freighter, 118-119
shuttlecraft, 119

space travel, 68—71. See

also spaceships
encounters, 68
in-system travel and
combat, 68—69,
70-71
benchmarks, 69
shields, 70, 70-71

tractor beams, 71
methods of travel, 68
navigation results, 70
interstellar drives and,

69-70

benchmarks, 69

Special Abilities, 16,

17, 31-40. See also

character options
Authority (R1), 27
Accelerated Healing, 31
Ambidextrous, 31
Animal Control, 31

Armor-Defeating Attack,

31
Atmospheric Tolerance,
32
Attack Resistance, 32
Attribute Scramble, 32
Blur, 32
Combat Sense, 32
Confusion, 32
costs, 16
Darkness, 32
Elasticity, 32
Endurance, 32
Enhanced Sense, 32
Enhancements, 17,
38-39
Additional Effect, 39
Bestow, 39
Extended Range, 39
gaining and losing, 54
Multiple Targets, 39
Environmental
Resistance, 33
Extra Body Part, 33
Extra Sense, 33
Fast Reactions, 33
Fear, 33
Flight, 33
gaining and losing, 5354
Glider Wings, 33
Hardiness, 33
Hypermovement, 33
Immortality, 33
Immunity, 33
Increased Attribute,
33-34
Infravision, 34
Intangibility, 34
Invisibility, 34
Iron Will, 34
Life Drain, 34
Limitations, 17, 39-40
Ability Loss, 39
Allergy, 39
Burn-out, 39
Cybernetics, 39
Debt, 39
Flaw, 40
gaining and losing, 54
Minor Stigma, 40
Others Only, 40
Price, 40
Restricted, 40
Side Effect, 40
Singularity, 40
Super-science, 40
Longevity, 34
Luck, Good, 35, 35
Luck, Great, 35, 35
Master of Disguise, 35
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Multiple Abilities, 35-36
Natural Armor, 36
Natural Hand-to-Hand
Weapon, 36
Natural Ranged Weapon,
36
Omnivorous, 36
Paralyzing Touch, 36
Possession, Full, 36, 36
Possession, Limited,
36, 36
Quick Study, 37
Sense of Direction, 37
Shapeshifting, 37
Silence, 37
Skill Bonus, 37-38
Skill Minimum, 38
Teleportation, 38
Transmutation, 38
Ultravision, 34
Uncanny Aptitude, 38
Ventriloquism, 38
‘Water Breathing, 38
Youthful Appearance, 38

Strength Damage, 8, 14

determining, 14, 141
improving, 52

system overview, 3—7

improving rolls, 4

introductory adventure,
4-7

making actions, 3—4

taking damage, 4

using skills, 57, 58. See also

difficulties; initiative;
system overview
action, 8
actions that take time, 59
complementary skill, 8
defaulting to an attribute,
8,57,61-62
free actions, 8,59
groups, 60. See also skills,
command
multiple actions, 58
performing actions in
rounds, 58—60
preparing, 60
aiming, 73
related skills, 59-60
rushing, 60
unskilled/untrained, 8,

57,61-62

vehicles. See also rules for

vehicles and aerial
characters; spaceships
planetary, 112-113, 113
terminology
Maneuverability, 113
Move, 112
passengers, 112
Toughness, 112

Wild Die, 8, 55

Critical Failure, 8, 55
Critical Success, 8, 55

‘Wounds, 8. See also damage

changing, 53
determining, 14

healing, 79
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equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark™ means the logos, names, mark,
sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as
described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive
license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of
any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name to the
COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark
or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the
owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of
that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to
copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to
statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

D6 Space (WEG 51012), Copyright 2004, Purgatory Publishing Inc

West End Games, WEG, and D6 System are trademarks and properties of Purgatory Publishing Inc.

PRODUCT IDENTIFICATION:

Product Identity: The D6 System; the D6 trademark, the D6 and related logos; OpenD6 and any derivative trademarks; and all cover and interior art and trade
dress are designated as Product Identity (PI) and are properties of Purgatory Publishing Inc. Use of this Pl will be subject to the terms set forth in the D6
System/OpenD6 System Trademark License (D6STL).

Open Game Content: All game mechanics and materials not covered under Product Identity (PI) above.




