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System License

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wiz-
ards of the Coast, Inc. and is Copyright
2000 Wizards of the Coast, Inc (“Wiz-
ards”). All Rights Reserved.

1. Definitions: (a)”’Contributors” means
the copyright and/or trademark own-
ers who have contributed Open Game
Content; (b)”Derivative Material” means
copyrighted material including deriva-
tive works and translations (including
into other computer languages), pota-
tion, modification, correction, addition,
extension, upgrade, improvement,
compilation, abridgment or other form
in which an existing work may be re-
cast, transformed or adapted; (c) “Dis-
tribute” means to reproduce, license,
rent, lease, sell, broadcast, publicly dis-
play, transmit or otherwise distribute;
(d)’Open Game Content” means the
game mechanic and includes the meth-
ods, procedures, processes and routines
to the extent such content does not
embody the Product Identity and is an
enhancement over the prior art and any
additional content clearly identified as
Open Game Content by the Contribu-
tor, and means any work covered by
this License, including translations and
derivative works under copyright law,
but specifically excludes Product Iden-
tity. (e) “Product Identity” means prod-
uct and product line names, logos and
identifying marks including trade dress;
artifacts; creatures characters; stories,
storylines, plots, thematic elements,
dialogue, incidents, language, artwork,
symbols, designs, depictions, likeness-
es, formats, poses, concepts, themes
and graphic, photographic and other
visual or audio representations; names
and descriptions of characters, spells,
enchantments, personalities, teams,
personas, likenesses and special abili-
ties; places, locations, environments,
creatures, equipment, magical or super-
natural abilities or effects, logos, sym-
bols, 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 Contribu-
tor (g) “Use”, “Used” or “Using” means
to use, Distribute, copy, edit, format,
modify, translate and otherwise cre-
ate 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 af-
fix 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 it-
self. No other terms or conditions may
be applied to any Open Game Content
distributed using this License.

3.0ffer and Acceptance: By Using the Open
Game Content You indicate Your accep-
tance of the terms of this License.

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

5.Representation of Authority to Contrib-
ute: 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 con-
veyed 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, modi-
fying or distributing, and You must add
the title, the copyright date, and the
copyright holder’'s name to the COPY-
RIGHT 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, inde-
pendent 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 Con-
tent 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 des-
ignated 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 distrib-
uted 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 Distrib-
ute.

1. Use of Contributor Credits: You may not
market or advertise the Open Game
Content using the name of any Contrib-
utor unless You have written permis-
sion 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 termi-
nate automatically if You fail to comply
with all terms herein and fail to cure
such breach within 30 days of becom-
ing aware of the breach. All sublicenses
shall survive the termination of this Li-
cense.

14 Reformation: If any provision of this Li-
cense is held to be unenforceable, such
provision shall be reformed only to the
extent necessary to make it enforce-
able.

15 COPYRIGHT NOTICE
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A Foreword From
lan Livingstone

Creative ideas deserve outlets. Were it not for the
increasingly diverse and innovative independent
publishers springing up across the world we would
see only the big headline games and little else. In the
early days of gaming in the 1970s Steve Jackson and |
created Games Workshop to be an outlet for the many
games companies, before we realised the only way
to survive in such a small market at that time was

to develop our own games and focus exclusively on
those. And building on the success of our own titles
we went on to write our Fighting Fantasy Gamebooks
which started slowly but went on to become became
international bestsellers. Since then there have

been an increasingly smaller number of companies
surviving on the gaming market, focussed around
just a few best selling brands. However diversity

is good and with the ever diminishing circle of big
name games and the increasingly accessible means
to publish and distribute your own books in a profes-
sional manner it was only a matter of time before
people started to turn their own ideas into reality.

The last few years have seen a rapid rise in self-
publishing by a small but fast growing community
of talented people that are passionate about their
games. As the technology and services to print and
publish books in small quantities or ‘on demand’
develops so too this attendant publishing community
snatches any new opportunity to release its ideas to
the world. It was this new passion-driven aspect of
the industry that saw Fred Hicks and Rob Donoghue
create the FATE rules, an award winning role playing
game system that left the maths behind and focused
on story telling and fun.

With the growth in the gaming community a
number of companies have sprung up to bring
together the new creators, artists and writers to tap
in to both the existing gaming audience and new
players. Cubicle 7 Entertainment is one such business
which believed in Chris Birch’s ideas, and together
they realised the opportunity to turn a unique British
comic licence into a highly playable role playing game.

Starblazer was one of the milestones of the British
comic scene in the 70’s and 80’s. It inspired many
of the artists who worked for Games Workshop and
most artists | work with at Eidos today will point

<l|[Foreword]

to Starblazer as one of their early introductions to
science-fiction art.

This book, Starblazer Adventures, represents the
fresh ideas of a group of people who decided to spend
the long hours creating something new — from Fred
& Rob who wrote the FATE rules to Chris, Stuart and
their team who have weaved the tale of Starblazer’s
heroes around the FATE foundations. If more creative
partnerships like this continue to emerge we’'ll see a
renaissance in the gaming industry that promises to
unite new blood and industry expertise and bring a
whole new generation to the table, and that, in my
opinion can only be great thing.

So here’s to some rock and roll adventures in the
fantastic worlds of Starblazer!

o O\N
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Welcome to Starblazer!
Gigantic fleets prowl the starlanes, mysterious aliens
devise inexplicable fates for humankind, devilish
scientists operate enormous engines of destruction
and swashbuckling princes defend their worlds from
ancient empires.

Each of Starblazer's 281 comic books explored a
whole story set within the vast galactic empires of the
far future. Starblazer Adventures is designed to help
you create a story telling game set within any of the
space opera storylines described by the comics. From
low-tech space exploration to galaxy-busting wars to
space fantasy epics at the end of time. There is plenty
for everyone.

What is Starblazer?
Published by British publisher D.CThomson, Starblazer
was the home to some of the best British science
fiction space opera of the 1970’s and 80’s. Featuring
stunning art and classic space opera stories, comic
creators such as Grant Morrison and John Smith, artists
Enrique Alcatena, Mike McMahon, Cam Kennedy,
John Ridgeway, Alan Rogers, Jaime Oritz, lan Kennedy,
Colin MacNeil and Casanovas Junior helped bring the

fantastic “spacefiction adventure in pictures” to life.
Each issue featured a self-contained story, with
characters and organisations, phrases and technology
re-appearing in many adventures. Several of the
regularly re-appearing characters such as Fi-Sci (the
Fighting Scientists of Galac Squad), The Star Patrol,
The Suicide Squad, The Planet Tamer, Cinnibar the
barbarian warrior of Babalon and galactic cop Frank
Carter are detailed in the Starblazer Legends chapter.
DC Thomson is a major British publisher, producing
over 200 million newspapers and magazines each
year. Established in 1905 and famous for their Beano
and Dandy comic books they also still publish the
sister comic to Starblazer, the legendary Commando.

What is Fate?
Fate is the award-winning role-playing system driving
Spirit of the Century and the Dresden Files RPG. Fate
can be used to build the best kinds of role-playing
experiences — full of laughter, story-telling and
memorable moments. You can find out more about
the designers of the Fate system, Evil Hat Productions,
and join the community of Fate fans at their website,
www.evilhat.com.

ZENOS RACED FOR THE MAGNON RAIDER.
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What is Space Opera?
Space Opera is science fiction without all the detail
that bogs you down. Everything from Star Wars™
to old school Star Trek™ is space opera. The science
generally makes sense but nothing is explained or
justified in great detail and technology is more a tool
for the characters to do wild and crazy things. Ships
are gigantic, heroes stand alone, aliens are every-
where, bad guys are really bad and are often tied in
some way to the heroes, plots are usually to destroy
whole civilisations and everything is that much more
epic. Space opera doesn’t have to be dodgy characters
in bad fitting stretchy suits jumping around though, if
you want to play gritty space exploration or go to war
with the marines, it’s up to you.

All the tools are here in this book to play all kinds
of space opera adventures. And if you check out the
comics you'll find literally, hundreds of stories inspired
by all the best sci-fi and fantasy adventures.

What Is A Roleplaying Game
Or Adventure Game?
How Should I Play Starblazer?

You've probably heard these terms a few times before
and imagined all kinds of things! Roleplaying has been
used for years in business school to allow students to
experiment with potential business situations — such
as “hey you’re the manager and you've got to let 10%
of the workforce go, and you’re the head of the union
and want a 10% payrise, work it out between the two
of you.”

The most famous roleplaying game, of course is
probably Dungeons & Dragons™, made famous in the
movies, video games and a cartoon. It’s the game that
lets you play warriors, thieves, clerics and wizards
exploring a rich fantasy world.

Now roleplaying technically isn’t the right word,
you see it really means playing a role — or acting the
part. | run a drama group and this is what we do
there, under the name of ‘improvisation’. Roleplaying
games or RPG’s don’t involve any acting at all unless
you enjoy putting on unusual voices and acting out
your part — of course you’re allowed to do that and
are often rewarded for it. We feel it's more accurate to
call our game an ‘Adventure Game’ — a mutual story
telling experience where you play a character in a
story. You play the ‘role’ in as much as you get your

Batteries Not Included
Okay, there’s some stuff that you can’t include
in a book that you will need to play this game:
e Two six sided dice — ideally for each
player and the Story Teller.
e A copy of the character sheet on
page 606 for each player or blank paper
to write down information instead.
e Pens or pencils.
e A bunch of friends. For running a
game, somewhere between two and
eight is ideal.
You'll find useful:
e A set of poker chips or glass beads (to
use as Fate points; see page 201).
e A pad of paper to pass notes, draw maps
and pictures as you’re playing.
e Snacks, drinks, dinner if anyone’s feeling

adventurous, a pile of take-away menus
if not!

character to do things that you believe they, not YOU,
would do. Maybe they’re more heroic, more spiritual,
more harsh, more intelligent, more afraid? I'm glad
to let you know this doesn’t involve prancing around
in tights saying “But my lady!”. To keep it simple,
from now on we’ll refer to this as an Adventure
Game, okay?

So how does it work? The Story Teller (or Games
Master as is commonly used) dreams up the plotto a
story, the details of the bad guys, the scenes and any
places of interest in the story. Meanwhile the players
create the characters they will each play in the story,
what they are like, what motivates them, what they
can do (all using some simple guidelines). The rules
in this book are very simple, they're there to provide a
framework for what you can and can’t do as a player.
The simple answer is, of course, that you can do
anything you can imagine yourself doing in the same
situation. The rules are only there for when you try
to do something unusual, or that people only tend
to try to do in the movies — such as running through
burning buildings, firing guns at fast moving targets,
fly powerful Starships down narrow canyons or spin
a car in the street to cut down an alley out of sight of
your enemy.

[Chapter 1: Introduction]>
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What’s most important is the story, always, forever
and amen. Never forget that. If for one moment
someone needs to check a basic rule at the height of
the story, don’t lose that moment, keep going, make
it up. The reason you’re all sitting around playing this
game is to have fun, not to score, not to win,
not to gloat. Worst case, use the handy reference
sheet in the back of the book (cut it out, photocopy it
or download the version from our website at
www.starblazeradventures.com) but try not to open
the book for something as simple as whether a bonus
is +1 0r +2.

| want you to have so much fun playing Starblazer
Adventures that all your friends wonder why you
talk about it with such a gleam in your eye, why
you're always laughing about what happened, and
eventually want to join in!

That’s the rock and roll bit in the title. This is about
having a heck of a lot of fun with your friends and
it's the kind of experience you just can’t get playing
a video game (which is totally different - totally cool,
but different).

Who Do | Play With?

Okay, so you bought this book and want to get get
in on the action? If you don’t know anyone who likes
playing roleplaying or adventure games then here’s
some things to try:

Check out www.rpg.net — the forum there is
incredibly busy and a great place to find people who
play all over the world. You should find lists of local
clubs or if you ask the question people will normally
direct you to the right information.

Join the community at our website,
www.starblazeradventures.com — a great place to find
other people around the world playing Starblazer
Adventures, get ideas, tips and find the answers to
questions you might have.

Try the local games store that sells roleplaying,
board and adventure games. They normally have a
noticeboard for clubs in the area and you can always
post a note saying you want to run or join a game.

Want to be brave?! | run a drama group and
explaining this was an adventure game where we told
a story over dinner | managed to get 3 guys and 3 girls
to come and play. Everyone brought drinks, | cooked
dinner and we have had, and continue to have some
of the wildest Starblazer Adventures, with people
taking it in turns to cook some great meals. Now what

<l|[Chapter 1: Introduction]

I’'m saying is if you explain the idea of this to people
in a format they understand — key words: Dinner party
and story telling game — then you shouldn’t have a
problem. That’s the thing with social life these days
—ifit isn’t dinner parties it’s going out to dinner or
hitting the pubs, bars or clubs. Now you’ll be amazed
that most people (even the ones you think are going
out a lot) spend a lot of their time at home bored,
watching rubbish TV, watching movies, playing video
games, etc. Everyone loves an invite to a dinner party,
especially an unusal one, and once you try a game
like this, people generally love it. And if you're a good
cook? Hey, they’re yours!

What Do You Mean
By “Story Teller”?

The Starblazer Adventures game is basically an
elaborate way to tell a story with a group of friends.
To do that we need a Story Teller, also called Games
Master, DM or GM in other games. They tell the
story (with everyone else’s help), devise the plot,
background, setting and enemies, play the roles of
Extras and enemies when you encounter them and
are responsible for making sure the other players have
a great time. He or she should definitely know the
rules — it helps if the players do but it’s not necessary.

If you're familiar with games likes this, | must say
| generally roll my eyes at the various names games
designers replace things like ‘GM’ with just to try and
be different but in this case it just felt right. The Fate
rules which are at the core of this game, are about
telling stories and the Story Teller is not there to
adjudicate rules and modifiers but to lead the players
in a galactic tale of heroism. You’ll see me go on about
this a lot. Rules out, story in, okay?

Oh and whilst we’re at it. The Fate rules encourage
cooperative story telling, and the Story Teller’s job
is to lead the story but his or her word is law at the
end of the day. If they say a player can do something,
then they can, if they say they cant, they can’t and if
they say they can but they’ve got to roll the dice and
add a number, or spend a Fate point, then that’s what
they’ve got to do. Saying that, Story Tellers should
always be open to creative ways of solving problems
that players come up with. Ultimately, the Story Teller
has the final say.

— Chris Birch
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THE NEXIONS ATTACKED VICIOUSLY, AND THE CLIPPER'S AGE BEGAN TO SHOW — ___——~

MIK CHANGED TO MANUALCONTROL.”_—

~ ( STRATOFIGHTERS ARE RESTRICTED ) /
>, TO ATMOSPHERIC WARFARE. IF
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=\ WE CAN REACH SPACE WE'LLBE /
=Y FREE. /
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" THEIR ACCELERATION IS TWICE
OURS! WE WON'T MAKE IT. —




THE STRATOFIGHTERS MOVED

IN FOR THE KILL. =z
< THEY'VE
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— ( ATTENTION STRIKE FORCE, BREAK OFF
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MOMENTS LATER THE CLIPPER ESCAPED INTO SPACE.
%  LATER Af
WE'RE SPACESIDE! COMPUTER,

{ TO EARTH. ONCE THE HOME FLEET

y

| CAN'T UNDERSTAND WHY THEY DIDN'T
DESTROY US! WE WERE IN THEIR SIGHTS.

IT DOESN'T MATTER WHY, IT'S
THEIR LOSS. ONCE THE FLEET
RECEIVE THE SIGNAL THEY'LL
WARP IN AND MOP UP.
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COMPUTER, PLOT A SLOW
PATH TO EARTH. WE'VE &
JUST ENOUGH POWER TO




BUT THE AGED SPACE CLIPPER WAS BEING CLOSELY MONITORED — @\
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How Do | Play This?

Here’s a basic outline of the Fate rules and how to
play Starblazer, some simple concepts, what things
mean and what stuff on the character sheet means.

The cast of
Starblazer Adventures

There’s a bunch of names for what people do in the
game, whether real life players or fictional characters.

Story Teller — also called Games Master, DM or GM
in other games. Helps the group tell a story,
devises the plot, background, setting and enemies,
plays the roles of Extras and enemies when you
encounter them and is responsible for knowing
the rules and making sure the players have a great
time.

Player Character — the character devised by the player.
The fictional person they will explore the story
with. They'll tell the Story Teller what their player
character does in the situations they are put in and
how they respond. The character is described by a
number of things such as Skills and Aspects which
explain what they can and can’t do and how good
they are at it.

Extras — Also called Non Player Characters or NPCs in
other games. We call them Extras because they’re
not important to the storyline. They’re the cast
of people on the fringe of the story, people met
along the way, all briefly ‘played’ by the Story

ONCE LANDED :

e
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Teller to enhance your experience. They are usually
described by their highest rated three Skills and
any other defining features

Minions — Minions are the faceless hordes of aliens,
guards and other bad guys that are a hindrance to
the player progress through the story. They’re most
likely described by one Skill rating — e.g you might
have Average+1 palace guards which means all
their Skills are at Average+1 for any Skill checks.

Companions — Companions are the close allies and
supporters of the player characters who accompany
them on their adventures. They are described more
simply than player characters.

Named Characters — Other major characters in the
story who have a name as opposed to Guard #3.
They might be major players such as the player
character’s boss, a major ally or enemy. It could be
the main henchmen or the player’s arch nemesis,
the evil alien or mad scientist. They'll be described
just like player characters.

Characters: The Basics
Characters in Starblazer are made up of a number of
things which describe who you are, what you can do
and why you are special. The fun way of creating them
is through a series of phases (page 30) or you can
jump right in (page 28). We use the character sheet to
record this information and help you to understand
what you can and can’t do during the game. Here’s a
sample player character, Brandon Carter.

S g e " A
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Player: That’s you,
the person playing
this game

Character Name: That’s

PLAYER: chris Birch
CHARACTER: Branden cartetr -,

the name for your

imaginary character
you will play in

First On The Scene
Astraade! save el ]
airl In s=vetry starpert
cutting It close

drew Up Ih Spdce

Il et These Firates

the game. See the

list of Starblazer
heroes on page 510

i
CASPECTS | [Ehw s
pashihng star Patrol v (+8) _
T offieer Eric (+7) - :
Clumsy Ass FanTasric (+6)
; Supers (+5)

GreaT (+4) Guns

Gooo (+3) Aletthess, Investigation

Far (+2) Prive, Intimidation, Fesslve

Averace (+1) Academics, Rappert, Resaurces, Starshie Flet

J

for some ideas.

Someday!
\- Y-

Career: Which (if any)

career path your r'f
character has followed :
Aspects: Aspects describe ';
who a character is as a w
person, what motivates f( STATUS ) L
or drives them, their PHYSICAL STRESS
career and history or ‘?E‘E‘E‘E‘%?E?%
what resources they o000 EEEE®
ComPOSURE STRESS

might have access
to. They can be used
to give you bonuses

CONSEQUENCES
MINOR -2

L.

(- %
STUNT EFFECT STUNTS
Backup Pay | PP to call i backup of

Averagel ) officets

Lecal Cffice Rescurces

+ tr Eessurces once/session

Access te Weapons

+| te Eesources once/session

(tr acquire weapons eted

Focused Sehses

+2 te Investigation, -2 to other

actions while Focusing sehses

J

[ b
ITEM EFFECT STUFF
Hand _Gun +2_stress, Range: | zone 3

star Patrel Uniform

+H Rappert w/ subsrdnates

Powerful Toreh

4l Alertness in dark locations

Commmlnicator
Flasti-cuFFs

Security PDA

H to Tnvestigation or Acadermics

MAOR 4 e
SEVERE -6 - -

in situations where | EXTREME 8 )
they are relevant. # r N
y : (C_ _NOTES (REFERENCE)
Fate Points: Fate points S o i Pl b
fresw = Fa* & + Get +10n any rall

are used to get
bonuses, to briefly take
control of the story
and to ‘power’ Aspects
and some Stunts.

Refresh: That’s your
h the Kiing Trade

budget—how many o T
¢ hied o

« Make a Dedlaration
+ Inveke or Tag an Aspect for +2, reroll, or
use alternate Skill
« Power some Stunts
« Refuse Compulsion
« Compel opponent Aspect
Earn Fate Points by...
« Accepting Compels
- Good or entertaining roleplay
Each Shift can...
+ Reduce the time to do a task
« Increase quality of result
« Increase subtlety of result
+ Increase attack stress
Spin (3 shifts) allows...
«+1.0r -1 on very next roll that happens
« Creating a Sticky Aspect with a successful
Manoeuvre or other effort
Effort = Skill + Dice
\ _Shifts = Effort - Difficulty or Opposing Effort /

fate points you 4

get at the start of

each session.

Stress: As you lose in social or physical conflicts you
take Stress and can be ‘Taken out’ if you run out.

Consequences: Characters can opt to take a Conse-
quence to reduce the amount of stress suffered
in a conflict. Consequences have increasingly bad
effects on you and you can only take three of them.

Notes: Background info, where you were brought
up & what kind of life you have now and if there
was a twist of fate that affects your life. This
is also a place to write down any other infor-
mation about the character such as how you
know the other player’s characters and what
Starblazer Legends you've experienced together

<l|[Chapter 2: Rules & Characters]

Skills: Characters, ships, organisations, monsters—
everything in Starblazer Adventures is described by
Skills which are ranked from Terrible to Legendary.
If you need to use a Skill but it isn’t listed on
your character sheet, assume it is Mediocre.

Stunts: Stunts are related to Skills and show that
you have some kind of speciality or aptitude
which gives you a bonus in certain situations.

Stuff: Starblazer characters usually come across
gear which is useful to them — Starships,
gadgets, weapons and strange alien artefacts.

This is where to write the name of the gear
down and any bonuses they provide.



Starblazer Adventures
Rules Summary

The Fate rules, which we use to power Starblazer
Adventures, are an amazing tool to help you tell
great stories. This is a simple introduction to the rules
and once you read this have a look at more detailed
sections such as Chapter 10 How To Do Things and
Chapter 11 Running The Game

The Ladder

Most things in Starblazer are described using the
ladder below (when we say “the ladder” throughout
the text, this is what we mean). The adjectives are
used to explain the quality of things in the game such

s

as character or organisation

Y Legend ] Skills, vehicle equipment,

+7:  Epic
+6: Fantastic

Starship systems, the costs
of things or the difficulty of
doing something.

+5:  Superb
For example someone
+4: Great . .
might be a Good Pilot or
+3: Good .
. Average at Academics. There
+2:  Fair

could be a Great Beam
+1:  Average Starship or a
eapon o ars
0: Mediocre weaponona P
patrol car could have Superb
i Foor d. A weapon might
Aw
-2:  Terrible spee P g
have a cost of Good or the
Abysmal

strange power of a giant
alien monster might be
Legendary. The Star Patrol might have Fair Resources
(Ships) as an organisation Skill or it might be a Superb
task to break into the arms locker aboard a pirate ship.

We normally use the adjective and the number
such as Good (+3) but it’s up to you.

On this scale, Average represents the level of
capability that someone who does something
regularly and possibly professionally, but not excep-
tionally. Most people are Average at the things they
do for a living, like Science for a scientist, and are
Mediocre or Poor at most other things. It is only when
they are driven to excel that they surpass those limits.

Starblazer heroes push the very boundaries of what
“normal” people are capable of, and as such, could
be Great, or even Superb at whatever their central
passion is. This means that heroes are genuinely
exceptional individuals, and are frequently recognized
as such.
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Rolling the Dice, Shifts & Effort

When you need to roll dice in Starblazer, take two
different coloured six sided dice, and decide which
will be the ‘minus’ dice before you roll. Roll the dice
and subtract the minus dice from the other dice and
add the result to your Skill level.

Your total is compared against another number
(a difficulty or the total rolled by an opponent) to
determine success and is referred to as your effort.

For example if your Skill is Fair (+2) and you roll a
+3 on the dice your effort is 5.

r

Rolling a six sided dice less another six sided
dice will give you a number from -5 to +5,
including 0. The results on the dice mean that
on average you’ll get zero or close to zero. Since
doing things usually involves adding the roll of
the dice to your Skill level it means you’ll be as
good as your Skill says you are but occasionally

you might do better, or worse.

If your effort is higher than the number required,
you get shifts equal to the margin between your roll
and the number, which can be spent on special effects
that enhance the quality of your action.

For example, if you effort is 5 and the difficulty is
Good (+3) then you have succeeded with 2 shifts

Skills

For player characters Skills represent the things that
they are trained to do or have experience in. For
Starships they represent the equipment installed
onboard, for giant monsters it could be how intel-
ligent or strong they are, for Star Empires it’s their
resources, the power of their navy, diplomatic or
security services.

Skills are described using the adjectives and
numbers from the Ladder. For example you could have
Weapons - Great (+4) or Science - Fair (+2). Character,
Star Empire and Starship ‘character’ sheets have a
pyramid of boxes where you fill in your chosen Skills
at the level you want them to be. Depending on the
level of the Skill you get greater or smaller bonuses to
dice rolls in the game. But as with all things you are
somewhat limited and can’t take every skill on the
highest level. You must adhere to the following rule:
To have a Skill on a certain level you need to have

[Chapter 2: Rules & Characters]>
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at least the same

1Great, 2 Good, o number of Skills on

3 Fair, 4 Average 550 the next level down
plus one more.

2 Good, 4 Fair, 0330 For example if you

gverage oo have one Skill on the

Good (+3) level, you

1 Good, § Fair, o
7 Average ooooooo:oooo need to have at least

two Skills at the Fair
(+2) level, three Skills
at the Average (+1) level and so on.

That’s why the Skills form a pyramid shape and this
all is intended to balance things out. See page 98 for
more information on Skills.

Stunts

Stunts are related to Skills and describe ways in
which you can temporarily get a bonus within game
play — perhaps a bonus to the dice, the ability to do
something automatically, permission to do something
that others can't, etc.

If this is one of those situations you can use its
bonus, which is usually an effect, ora +1or+2to a
specific task. Generally you only get bonuses of +2 in
more limited situations. More powerful Stunts often
require the character to spend a Fate point to use.

AL -

-
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. 00 BLASTER'S NOT STRONG ENOUGH.
0 THESE ARE HEAVY DUTY HARVESTER-MEKS.

Aspects
Aspects can be anything descriptive like ‘Lucky Dog’
or ‘Married to the Law’. It also includes various career
descriptions which unlock certain special Stunts.
Aspects can be invoked or tagged to briefly make an
impact on your situation and possibly help you in
some way but they can also be compelled to hinder
you. The cool thing is you earn a Fate point when one
of your Aspects is compelled. See Playing The Game
later in this chapter for how to use Aspects.

Fate Points
Each player has a certain number of Fate points and
they can earn more by playing their character authen-
tically (as the character would act), in some cases
making mistakes.

Normally, a character starts every session with 10
Fate points less the number of Stunts they have, this
is called the refresh total. If they have less, they regain
as many Fate points as it would take to equal their
refresh. If they have more, they keep their current
total.

So, didn’t do so well on the dice roll? AFTER you
have rolled the dice, you can spend one Fate point to
do one of several things:

e add +1 to the total of any dice roll

e to power a Stunt if they are particularly
powerful

e to make a minor narrative declaration
in the game outside of rolling dice. The
Story Teller has veto power over this,
but should strongly consider any decla-
rations that can be justified by your
Aspects

e Invoke an appropriate Aspect which lets
you add +2 to the dice roll OR re-roll the
dice

e Tag an Aspect belonging to the scene or
another character

Stress — Physical & Composure
Sometimes you don’t get on with people, nature, gravity or giant
planet-eating monsters and when that happens, you usually get
hurt — emotionally or physically.
Physical stress is taken when you’re getting shot at, hit, covered
in acidic robot innards, breathing poisonous gas, falling off moving
vehicles or stepped on by giant creatures.



Composure stress is taken when you are insulted,
traumatized, embarrassed, scared right out of your
little printed rocket pants (come on admit it!), shamed
or scared. Basically we’re talking more than a few
harsh words, this is scary hurtful stuff but it doesn’t
actually harm you physically.

Stress is a measure of how hurt you are, and when
you take a total of 5 Stress (some Stunts allow to take
more than 5 Physical or Composure Stress) in either
Physical or Composure Stress you’re out of the picture,
what we call Taken Out. What exactly that means is
up to the Story Teller but it could be dead, mindless,
scared to death, unconscious and captured, having
alien tentacles doing unspeakable and irreversible
things to you. Believe me it’s bad.

However it’s not all bad just yet, Stress clears or
heals at the end of a scene, unless the next scene
follows straight on, for example in the case of a chase
or on-going conflict. It's only when you take too
much Stress that you have to take more longer lasting
Consequences (see below) to avoid being Taken Out.

Consequences
Consequences can be taken to absorb stress from
a conflict. They include Minor (absorbs 2 Stress),
Major (absorbs 4 Stress), Severe (absorbs 6 Stress)
and Extreme consequences (absorbs 8 Stress) and
could be anything from a sprained ankle or being
emotionally shaken to a terrible chest wound or being
left seriously traumatized by what you saw. Characters
can only take a maximum of three of these four
consequences. See page 220 for more information on
Consequences and healing.

Some character cannot take consequences - these
are usually Minions, Extras and possibly Companions.
They may also be limited to taking less stress than
player characters. This could be anything from 1 stress
for a basic guard up to 5 stress for notable henchmen.

Playing The Game
This next part summarises how character’s attributes
are used and how to run the game.

Aspects
A character’s, Starship’s, organisation’s or monster’s
Aspects are used either in a positive (called an
Invocation) or a negative (called a Compel) way. You
can also use the Aspects of others or those placed on
objects or scenes; this is called a Tag.

> > > > D

Invocation

Pay a Fate point and add +2 to your effort, reroll the
dice or make a declaration

After a Skill roll is made, if the player can convince
the Story Teller that a particular Aspect of theirs is
appropriate to the situation, the Story Teller may
allow the player to spend a Fate point and add 2 to
the current effort, reroll the dice or make a decla-
ration. Multiple Aspects can be invoked on one roll,
but no single Aspect can be invoked more than once
at a time, though they can be used as often as they
are relevant.

'

For example...

Brandon is exploring an abandoned Starship
and discovers that a Sirian Serpent has made
its home in the hold. During the fight, Brandon
rolls badly and decided to pay a Fate point to
Invoke his Dashing Star Patrol Officer Aspect,
arguing that he’s been taught how to fight
these vicious beasts. The Story Teller agrees

and let’s Brandon re-roll the dice.

Making a declaration with a Fate point momen-
tarily gives you control of the story to add or describe
something which may be of use to you. It’s always at
the discretion of the Story Teller and should never be
something too powerful.

s

For example...
Brandon Carter is trying to repair the star drive
on the abandoned ship but doesn’t have any
tools. Brandon could pay a Fate point to declare
that it would be standard practice to have a

tool kit on board a Starship.

Compel

Gain fate points.

If the Story Teller decides that an Aspect limits
a character’s available choices in a situation (or the
player can convince the Story Teller of the same),
the character must react in a way appropriate to the
Aspect. This gains the player a Fate point. The player
may also decide to not accept the limitation on his
actions, but must spend a fate point to do this.

[Chapter 2: Rules & Characters]>
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For example...
Brandon Carter is running away from the Star
Baron guards and the Story Teller says, “hey
Brandon, you know you have that Aspect,
‘Clumsy Ass’? Well | figure you looked back to
see if the guards were still chasing you and
tripped over the power cable”. He slides a Fate
point over the table to Brandon. The guards
might catch him now, but Brandon now has
a Fate point he can use for a bonus later on.
Remember this is about story telling, not
winning. The fun is in letting Brandon succumb
to ‘fate’ and seeing what happens. No one’s out

to kill your character in these rules, it's about
enjoying the situation and the challenge of how
you will deal with the situations you end up in.

Tag

AT LEAST LET ME EJECT

l THE POD! THERE MUST BE [N . As per invocation.
ENOUGH POWER LEFT FOR . "
THAT! B

If someone knows
an Aspect that
belongs to another
character, object,
or scene, they can
invoke that Aspect
as though it were
their own by paying
a Fate point and
describing how the
Aspect is appro-

NEGATIVE. POWER — ZERO. priate. They would
- = | ORBIT— DECAYING.THIS |-
VESSELISNOWWITHINTHE | | then geta bonus or
| GRAVITATIONALFIELDOF |

KANDRON-B. | reroll as if they had

5z invoked one of their

own Aspects. If a
character discovers or causes an Aspect to be created
(and assigned to a Scene, Character or an Object) such
as ‘Slippery Floor’ by pushing over a barrel of oil, then
the first tag of that Aspect is free. Anyone else may
now tag that Aspect at the cost of a Fate point.

Using Alternative Skills with a Tag
You can also invoke a scene or location’s Aspect to
argue that one of your Skills could be used in place
of another.

<l|[Chapter 2: Rules & Characters]
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For example...
Brandon Carter has the Dashing Star Patrol
Officer Aspect and is trying to convince the
Admiral to let him command the Cruiser
Revenge. Let’s say they are at a meeting of the
Terran War Council and the scene has an Aspect
of ‘Fear & Trepidation’. Brandon’s Rapport Skill
is low but his Intimidation is high so he could
argue that his character could tag the scene’s
Aspect to let him use his higher Intimidation
Skill to convince the Admiral that they need you
Brandon out there in the Cruiser Revenge. For
the rest of the scene Brandon can use Intimi-
dation instead of Rapport in interaction with
the Admiral, but after this scene would go back
to using Rapport.

Hidden Aspects

Sometime scenes will have hidden Aspects that the
characters will not know about. If a player guesses a
hidden Aspect (or is pretty close) then the Story Teller
can reward them with a free tag and that Aspect is
now available for any other character to use by paying
a Fate point. In the example above the Aspect of ‘Fear
& Trepidation’ could have been a hidden Aspect.

Doing Things...

When a character, creature, Starship or Star Empire
is trying to do something and no one is trying to stop
them it’s an un-opposed task. If there’s trying to stop
them, it’s a conflict.

Doing Something Un-Opposed

When a character tries to do something, take the level
of their most appropriate Skill (e.g. an Average Skill

is +1, Fair is +2 and so on) and add it to the roll of the
dice. They must beat a difficulty number to succeed.

Difficulties are measured on the same ladder as
everything else. For instance, it might be a Mediocre
(+0) difficulty to jumpstart a battered old Starship, but
a Good (+3) difficulty to repair that same ship after a
serious breakdown.

If you're the Story Teller and you’re trying to work
out a difficulty for something a character is trying to
do —it’s pretty easy. If the task is an everyday task like
driving a car down a street don’t even roll the dice, let
them succeed! However if it requires some Skill but



is not difficult tell the player they are faced with an

Average (+1) task (or maybe that’s an everyday task

done under pressure). That means they need to get
a total of +1 with their Skill and the roll of the dice
added together. If it’s a more difficult task but you're
not sure how difficult, just start with Average (+1)

then for every extra problem you think the character

faces add +1, for example, if they need to do it quickly,

are being shot at, the object they’re moving is really
heavy, or very delicate, or it’s a long distance to jump.

'

working out numbers, if you're not sure just
quickly pick a number between 1and 5
depending on how difficult you
want the task to be. See page 235
for more information on setting
difficulties.

Teller, to determine whether
character’s efforts have any extra
effect such as whether they

For example...
Let’s take Brandon Carter, the Star Patrol officer.
He’s following a suspect in his patrol car. A
fairly standard task for Brandon is driving the
patrol car and pursuing the suspect — that
should be an Average (+1) difficulty. If it's more
complex like weaving through traffic and
chasing the suspect, something Brandon would
need experience at, it should be a Fair (+2) diffi-
culty. If it’s really complex like swerving around
on-coming traffic, pursuing the suspect, whilst
being shot at by the suspect’s accomplice, that’s
a Great (+4) difficulty. Here’s how that was
worked out. As you can see it’s pretty simple:

A Star Patrol officer, driving a patrol car
(Mediocre +0), pursuing a suspect (+1). Total +1,
Average difficulty.

A Star Patrol officer driving a patrol car
(Mediocre +0), pursuing a suspect (+1), through
traffic (+1). Total +2 Fair difficulty.

A Star Patrol officer driving a patrol car

(Mediocre +0), pursuing a suspect (+1), through
traffic (+1), that is oncoming (+1), whilst being
shot at (+1). Total +4, Great difficulty

Remember the story is more important than

Shifts are used by the Story

e D>

completed the task quicker, more accurately, caused
more damage or did something cool.

r

For example...
Brandon is trying to reprogram a renegade
robot. He has the Skill Science Mediocre (+0).
Let’s say that it’s a Fair (+2) difficulty task
because he needs to do it before it recovers
from a Stun grenade (+1) and it's an unusual
robot he’s not seen before (+1). That means
Brandon needs a total of +2 on the dice. Let’s
say he rolls and get a total Effort of +4 (0 from
his Skill and +4 from the roll). That means he

got 2 Shifts. In this case the Story Teller suggests
that whilst restoring the robot’s programming
Brandon also found a clue as to who had
ordered the robot to attack the Chief of Police.

Conflicts
Any time two or more characters are opposed in a
way that can’t be quickly or cleanly resolved, use this
system to determine what happens.

Running Conflicts
Conflicts start like so:

Frame the Scene
The Story Teller tells the player’s what Aspects are
present in the scene that they would know about
(but not any hidden Aspects) and where everyone
is located in an abstract measurement called zones.
Zones are used to determine how movement is
handled in the scene - you can spend a shift from any
roll to move one zone and perform your action. If you
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need to move more than one zone, that is your action
for the round and is handled with a Skill roll.

Establish Initiative
Sometimes, the Story Teller will use a Skill-based
system to determine the turn order for the round.
Sometimes, a different person will take the first action
in every successive round, going clockwise or counter-
clockwise from the Story Teller, according to your
group’s preference.
Then, when it’s your turn, you:

Take Action
Describe what your character is doing and, if
necessary, roll an appropriate Skill. This will either
be resolved as a simple action (no opposition) or
a contest. If it’s a contest, whoever has to defend
against your action or does something to counteract
your effort, rolls an appropriate Skill.

If you win the contest, or if you succeed at the
simple action, you can spend the shifts you generate
to resolve your action. If you lose the contest, your
action fails. If you lose the contest by three or more,
the defender gets spin, which he can then use to add
or subtract 1 from the effort of the next immediate
action, provided he can find a way to reasonably
narrate his character’s influence.

If you choose not to take an action on your turn,
you make all your defense rolls at +2. You may also
supplement an action with a simple action (like
moving and attacking, flicking a switch, or drawing a
weapon and attacking) by taking a -1 penalty to your
roll, effectively spending a shift in advance. In general,
a supplementary action shouldn’t be anything that
would normally require a separate roll.

Resolve Action
You can spend shifts to resolve your action in a
number of ways.

If it’s a direct attack, you can inflict stress on your
target at a value equivalent to the number of shifts
you gained (plus any bonus damage from weapons).
The target ticks off the number of stress on his stress
track and then checks to see if he’s been taken out (if
the stress value is higher than the last open box on his
track). If he has any consequences left, he can choose
to take a consequence, which is an Aspect that repre-
sents lasting effects from the fight and can be tagged,
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instead of receiving stress. A Minor consequence
absorbs 2 stress, a Major 4 stress, a Severe 6 stress
and an Extreme consequence absorbs 8 stress. If the
character cannot take any further consequences and
has no stress boxes left they are taken out. This means
the character is very close to death and must be stabi-
lised if they want to survive.

s

For example...
Brandon Carter our brave Star Patrol officer is
hated by Jed Tharrow, a rather bent cop who
sees Brandon as a threat to the scam he’s got
going at the precinct. Brandon’s obviously too
clean and straight to ignore what Jed’s up to so
Jed tries to intimidate Brandon. His Intimidate
Skill is Good (+3) and Brandon’s Resolve is Fair
(+2). The Story Teller says there are no bonuses
to either side so both characters roll the dice.
Jed rolls a o for a total Effort of +3 (o roll plus +3
Skill), whilst Brandon'’s player smirks as his dice
come up +4 for a total Effort of +6 (+4 roll plus
+2 Skill). Brandon’s obviously not easily scared
by Jed and inflicts 3 Shifts composure stress on
Jed. Jed could take a Minor consequence ‘wary
of Brandon’ to reduce the composure stress by 2
and then tick off 1 composure stress box.

As a bonus Brandon also generated spin
because he beat Jed by +3 or more. This means
that Brandon can add 1 to his next roll or deduct
1from Jed’s next roll. He has to describe how
this happens so Brandon says Jed is so shocked
by Brandon’s refusal to be bullied that he is on
the defence when Brandon demands to know
who he really works for.

We'll leave them ‘discussing operational

procedure’ in the corridor for now...

Overflow
If a character inflicts more damage than the target
can absorb you can use the wasted Shifts as a bonus
in a Supplemental action (which cannot be an attack
or offensive manoeuvre). For example, Brandon takes
out a guard who has 5 Stress with a total of 6 shifts,
and use the 1 overflow to move one zone away. See
page 214 for a description of zones.



Manoeuvres
If it's not a direct attack, you resolve your action as
a manoeuvre, if you're trying to prevent something
from happening, that’s called a block. Your shifts
become the difficulty for anyone to try doing
whatever you're trying to block. Blocks have to be
fairly specific in context.

Manoeuvres cover actions such as moving,
defending yourself, blocking something from
happening, or an attempt to affect or change the
environment in some way (which could cause an
Aspect to be created).

e If you're moving as your action, each shift you
spend allows you to move one zone. If you're
performing any other miscellaneous action,
resolve it the same as you would outside of
combat.

e If you're trying to inflict some kind of condition
on your opponent or the scene that isn’t
directly damaging, like blinding or confusing
them, you spend all your shifts to
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for tasks, or forget to use Spin, Fate points, Overflow
or Stunts. It’s just a story and the most important
thing is whether you all had fun exploring it together.
You’ll pick up the important stuff as you play, and it’s
actually easier to learn by playing than sitting there
reading this book!

You can go ahead and read the rest of the chapters
when you’re ready. They go in to far more detail
on playing the game and cover the Skills, Aspects,
Stunts, how to create and fly Starships, how to play
Star Empires, how to fight Giant monsters, and
much more.

If you want to go ahead and create a full blown
character now, turn to Chapter 3. If you want to get
playing right away though, there’s a really quick and
simple way of creating characters ‘on the fly’ below.
Have a look at the introductory adventure on page 569
if you want something even simpler for people new
to games like this, but this will require a little prepa-
ration on your part.

put a temporary Aspect on your target

which you can then tag. The first tag on

a temporary Aspect you inflict is free.
For example: pushing a stack of containers over to
block the approaching robots or pulling a cord to
trip up the chasing guards. This could tag the robots
or guards with the temporary Aspect ‘stumbling’
which you could give to one of the characters waiting
in ambush to immediately get a free +2 bonus in their
attack

Concluding or Continuing the Conflict
Conflicts continue or conclude like so:

Begin a New Round
After everyone has taken and resolved an action,
begin the process again, continuing until all opposing
parties are Taken Out or have Conceded (chosen to
lose by their own terms).

Now What?

And... That’s basically it. It's pretty simple once you
get your head around using the dice and the Ladder,
invoking & tagging Aspects and how to use Fate
points. Remember as a Story Teller you're not out to
beat the players, you're working together to have a
brilliant time telling an amazing story. Don’t worry
if you get difficulties wrong, choose the wrong Skills

.. SHRAP'S OPPONENT HAD BEEN DREDGED
: FROM THE SARGASSO SEA OF SPACE
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Creating Characters On The Fly
Simply pick a name, and if you want write down a
good and a bad Aspect. Seriously—that’s it. Don’t
worry; you can add more Aspects, Skills and Stunts
as you go. Each player is given a Fate point for both
Aspects they came up with.

Each player starts with 5 physical & 5 composure
stress and can take up to three consequences from
Minor, Major, Severe or Extreme.

Usually you would start a game with 10 Fate points,
less the number of Stunts you have. However, for the
first session, start with 1 for each Aspect the players
come up with for their character. Every time a player
thinks of another cool Aspect or Stunt to add to their
character give them another Fate point up to a total
of .

Now to Skills (see page 98 for full descriptions),
this is the easy bit. Say the characters all jump in to
a Starship but no one’s got Starship Pilot as a Skill.
Someone fancy it? No problem, add it in to their Skill
pyramid at whatever Skill level they like, or simply roll
it at Mediocre +o0.

1 Great, 2 Good,
3 Fair, 4 Average

&
0

Come up with a cool Aspect? Great! Write it down.
Read about a great Stunt (page 145) in the rulebook,
great just add it.

In this way you can build characters as you play
without having to spend too much time dreaming
them up. It’s especially good for people who’ve not
played a game like this before or who don’t yet under-
stand what Aspects or Stunts do, or what Skills would
be cool for their characters. Often by just playing the
game you quickly understand why Stunts or Aspects
are so useful.

Players starting in this way can add up to 20 points
of Skills to their Skill pyramid (as they decide they are
important). Each level of a Skill above Mediocre costs 1
point and there must always be one more Skill at each
lower level than the level above.

The general rule for Aspects and Stunts is not to
have more than half as many Aspects as the character
has Skills and not more than half as many Stunts as
they have Aspects.
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Character Creation
If you want to spend some time creating a more
rounded character with your friends, then follow this
process.
If you'd like to create a character on your own see

page 37.

Steps of Character Creation

1. Think about your character concept (see some
Character Ideas on page 53).

2. Make up a cool Starblazer name for your
character.

3. Go through the phases (see below) in order,
picking two Aspects each phase.

4. Assign your Skills.

5. Select five Stunts for your character.

Creating the Character
Full blown character generation takes place over four
to five phases, but there is also a simpler version
where you create your character on the fly (page 28) if
you want to dive right in.

il ENFORCEMENT OFFICER OF THE GALACTIC POLICE,
RETURNED TO QUADRANT HEADQUARTERS FOR HIS
ANNUAL CHECK-UP. "

IT WAS A HIGHLY SPECIALISED CHECK-UP,
BECAUSE 70% OF CARTER HAD BEEN .
REPLACED BY BIO-ELECTRONIC UNITS

e FOLLOWING AN “ACCIDENT” IN A
DEPARTMENT STORE.
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Each phase outlines events in that character’s life.
The first phase sets up their general background and
training. The last four phases consist of the character’s
adventures in the Starblazer Legends.

Character creation is a group activity, done at
the same time, ideally with at least three players
(remember, the more players for a character creation
session, the better!) in addition to the Story Teller.
The character creation process includes a number of
built-in ways to establish ties and history between
the characters and the setting. Character creation
can often take the time of a full session of regular
play, and is a good opportunity to lay the founda-
tions of the setting, and allow everyone to establish a
common understanding of each others’ characters.

During character creation, players are encouraged
to talk out loud about their characters, make sugges-
tions to each other, discuss how to make their
characters work together, talk about relationships and
interactions between the characters, and otherwise
establish some of the campaign background.

Preparation

Before the first phase, it’s a good idea to think about
the concept for your character. They could be modeled
after a particular hero from the Starblazer comics,

or science fiction/fantasy, or could be based around
some specific thing that you want to be able to do,
like fly a Starship, blow things up, or solve mysteries.
Starblazer heroes can usually be described briefly, so
try to think of a concept that you can express simply.
If you can express it with an exclamation point at the
end, all the better!

You could also think about your character’s

upbringing, and early development:

e What were the family’s circumstances like?
Rich? Poor? Scholarly? Isolated? Pious? Political?
Unusual? Dangerous - constantly under attack?
Hardy - growing up in an isolated colony?
We've provided some funs ways to generate
a random upbringing and basic lifepath on
page 37.

e How big is the family?

e How well does the character get along with the
family?

e  What world or nation is the character from?
What region? You could use the Random
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Planet Generator in Chapter 26 to work this out
or pick a world from Chapter 29.

e How was the character educated?

e What were the character’s friends like? Did the
character get into much trouble?

Names
Starblazer names can be like any kind of name, but
there is usually a particular cadence to them. The most
common model is a short first name and a last name
which is also a word (usually a noun or adjective,
but sometimes a proper noun will be a good fit). This
allows for simple, resonant names. Have a look at
Chapter 31 for some suggested names or check out
www.starblazeradventures.com for a list of heroic
names from the pages of Starblazer.

More “normal” names are fine too, but such names
are more appropriate if your character also has an
alias (such as Jubal McKay, The Planet Tamer) or is
intentionally cultivating an image!

Starting points
Here are four suggested levels of characters you can
start with, which each give a different balance to
character abilities.

| HEARD A RUMOUR
CARTER WAS SEEN IN
\ THE TRADING POST ON
: (7 ‘NUNKI-DELTA.

.
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Characters on the fly
If you really just want to get going then just dive right
in, go to the Characters on the fly section on page 28.
This is perfect for those players who don’t really know
what Skills, Stunts or Aspects are important yet and
provides the leeway to add them as they discover the
game rules.

Gritty Campaign
If you are playing a Gritty campaign you’ll have gone
through the first three phases and will be starting
with 6 Aspects and can now pick 3 Stunts and 15 Skill
Points worth of Skills — for example 6 Average, 3 Fair
and 1 Good Skills. Gritty is a real low-tech starting
point, it'’s good for more dangerous and hard missions,
perhaps with recruits fresh out of the academy or
colonists forced on to the frontline.

Standard Campaign
If you are playing a standard campaign you’ll have
gone through the first four phases and will be starting
with 8 Aspects and 4 Stunts. You can now pick twenty
points of Skills, such as 4 average, 3 fair, 2 good and 1
great Skills. Standard is a compromise between having
enough Skills to make it interesting and plenty of
scope for character development.

[Chapter 3: Character Creation]l>
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Heroic Campaign
If you are playing a Heroic campaign you’ll have gone through the
first five phases and will be starting with 10 Aspects and 5 Stunts.
You can now pick thirty-five points of Skills, such as 5 Average, 4
Fair, 3 Good, 2 Great and 1 Superb. The Heroic scale starting point
will provide a more standard pyramid shape with more width and
a greater aptitude across all Skills — this is for character’s who've
seen some action, experienced the galaxy and can hit the
ground running

Phase One: Training
Phase one is the character’s time in the academy, in service, at
war with the navy or training in Star Patrol, perhaps defending
the farm from off-planet pirates or following your merchant
family across the galaxy. As young cadets, trainee agents, plucky
farmboys or inquisitive students, this is the time when the
characters start coming into their own, and begin realizing their
true potential.
Some questions to consider during this period:
e  What did your character do? For whom? Where? In what
capacity?
e  What was the highlight, did anything dangerous happen?
Did you meet any of the other characters there?
e What happened to your family? Your patron? Your best
friend who you grew up with?

Player Rules

1. Write down a brief summary of the events of the phase.
Include the name and fate of your family, patron or best
friend.

2.  Write down two Aspects that are in some way tied into the
events of the phase. You may want to choose a particular
Career Aspect, see Chapter 4 for more info. This will give
you access to particular Stunts and resources.

Phase Two: Starblazer Legend
Phase two is the character’s first Starblazer Legend, starring him
or her! Each player needs to come up with a title for the legend
starring his character, in a fashion reminiscent of the comics. The
general pattern is:

Character Name (vs./in.../and) Adventurous Thing!

As such, Deke Sundriver and The Starcurse! or Brandon Carter in...
The Lost Destroyer would be ideal.

You can look at Chapter 30 for examples of Starblazer comics
with brief summaries of the stories. Players should feel free to use
any of these.

Then, each player needs to think up a story to go with his title.
The story doesn’t need to have a lot of detail — in fact, it should be
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no more detailed than the synopsis on the back of a
DVD or novel.

Player Rules

1. Write down the title and synopsis (a couple
sentences at most) for your character’s
Starblazer Legend. Don’t nail down all of the
details of it yet (you’ll find out why below).

2. Write down two Aspects that are in some way
tied into the events of the legend. (You can
delay doing this, wait to see how the next
couple of phases play out, and then choose
your Aspects at the end). See page 89 for some
suggestions of Aspects.

Phase Three: Guest Star

At the beginning of this phase, the Story Teller writes
down all the Starblazer Legend titles on separate
sheets of paper, shuffles the stack, and hands them
out. If a player gets his own Legend, he should trade
with the person to his right until everyone has a title
that isn’t theirs. The title of the Starblazer Legend a
player is now holding is a legend that his character
had a supporting role in. For each Starblazer Legend,
the involved players — the player whose Legend it is,

4

and the player who has just received that Legend on a
piece of paper — should discuss the story, and add one
or two sentences to the description of the Legend to
reflect the supporting character’s role.

Player Rules

1. Add a sentence or two to the description of the
Starblazer Legend you’re co-starring in.

2.  Write down two Aspects that are in some way
tied into the events of the legend (as before,
you can delay doing this).

3. Ifyou are playing a Gritty level game stop here

Phase Four: Guest Star
Phase four is identical to phase three, with the sole
caveat that no character can costar in the same
Legend twice.

Player Rules
1. Add a sentence or two to the description of the
Starblazer Legend you’re supporting cast in.
2. Write down two Aspects that are in some way
tied into the events of the legend.
3. Ifyou are playing a Standard level campaign
stop here.

[Chapter 3: Character Creation]l>
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Phase Five: Guest Star
If you are playing a Heroic level
campaign, go through the process
for a third time (if you have enough
players), or simply choose another
Starblazer Legend that all the players
agree on and discuss your roles in
the story.

Player Rules
1. Add a sentence or two to the
description of the Starblazer Legend you're
supporting cast in.
2. Write down two Aspects that are in some way
tied into the events of the legend.

Adding Characters Later
Players who join after the initial character creation
session should ask for volunteers to be in their
Starblazer Legends (volunteers do not get additional
Aspects, however). They should also pick two Legends
that sound interesting to co-star in.

Skills ”
Once all players have Cost Skill Rating
mapped out their o] Mediocre
phases and chosen their 1 Average
Aspects, it’s time to )

. . 2 Fair

pick Skills. Each player
gets to choose Skills 3 Good
as suggested below. 4 Great
Any Skill the character 5 Slinel
does not explicitly take
defaults to Mediocre.

Because of the “shape” of
this set of Skills, this is sometimes referred to as the
character’s Skill Pyramid. For a quick view of available
skills, see the list on page 35.

Here are some example pyramids based on point

s

totals for each
Skill, using the
standard Skill
Point starting

1 Great, 2 Good, o%
3 Fair, 4 Average ol
00
0000

value of 20. 2 Good, 4 Fair,

Remember you 6 Average 000000
must have at

least one more 1 Good, 5 Fair, oo

Skill than the 7 Average 0000000
level above .
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Stunts

Each player selects the appropriate number of Stunts
for his character. These are likely to be Stunts that are
associated with the character’s most highly-ranked
Skills, but there is no restriction in that regard. They
may also be Stunts unlocked by choosing certain
Career Aspects on page 42. In a number of cases, it
may be fine to take a Stunt that’s tied to a Skill that
the player has left at the default, if the Story Teller
agrees to it.

For more on Stunts and how they can affect the
game, see Chapter 8.

Equipment During Character Creation
Once you have picked your Aspects, Skills and Stunts,
look at each and write down one piece of standard
equipment that is relevant. You can pick these from
the equipment list in Chapter 5. For example a
character with the Aspect of ‘Dashing Naval Officer’
would probably always have his uniform or maybe a
ship sword, whilst another with the Skill Science could
have a diagnostic tool. It's something that person
would normally carry around with them all the time.

In Starblazer, characters are expected to have
access to all ‘Mediocre’ cost pieces of equipment
(see page 58). This means they are free to those who
would normally have access to them. If something
is rated as Average, Fair, Good or higher it's more
expensive, rare, illegal or requires permission to own
and requires a Skill check.

You’ll need to ask the Story Teller if you can take
this, and if he or she agrees you’ll need to make a roll
against your Resources Skill. If you don’t have this
Skill, treat it as Mediocre — or basically 0. To own the



piece of equipment or item, roll the dice, add your
Resources Skill bonus and you’re looking for a result
of at least that shown next to the item. For example
the ancient Demon Sword requires a Legendary or
+8 result to own. Be careful though, if you fail at a
roll, you cannot make Resource rolls for any other
equipment during character creation and if you
get a minus result that is deducted from your next
Resources Skill check. Note that you cannot use Fate
points or Stunts to influence the Resource Skill check
at this stage.

The idea is to choose particular pieces of
equipment or stuff to give you things to hang your
story and action around. Having some equipment
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doesn’t always give you any bonuses; however it
might trigger an idea in your head. ‘Ah! I'm going to
spend a Fate point and say that if | reverse the polarity
on the diagnostic tool’s transceiver | could broadcast a
beam at the robot so it's momentarily blind to us”.

The Last Bit: Stress & Fate points

Characters can take up to 5 Health stress and 5
Composure stress, and may start with more due to the
benefits of certain Stunts. Check off any physical and
composure stress boxes you don’t have.

You start the game (and each subsequent session)
with a number of Fate points equal to ten, less the
number of Stunts you have.

-
Skill List

Alertness (‘passive’ awareness, on-your-toes-ness,
the ability to avoid surprise)

Art (playing to an audience, artistic composition
and appreciation, creative communication)

Athletics (running, jumping, climbing, dodging)

Burglary (the ability to break into places you
shouldn’t be, and to plan to break into them)

Contacts (knowing people, tapping into the
rumour mill, keeping your ear to the ground,
hitting the streets or the data web to get the
word out)

Deceit (falsehood, deception, distraction, misdi-
rection)

Discipline (concentration and self-control)

Driving (driving, flying, boating, car chases,
shortcuts, street navigation)

Empathy (“reading” people, maintaining the social
graces, spotting lies)

Endurance (stamina and toughness)

Engineering (building, fixing, and breaking things
with tools)

Fists (brawling, martial arts)

Guns (gunplay, firefights, gun knowledge, etc)

Intimidation (threats, scaring people, provoking
anger, interrogation)

Investigation (examination, eavesdropping,
pattern recognition, surveillance)

Leadership (charisma, leadership skills, reputation,

social “teflon factor”)

Might (lifting things, breaking things, exerting
force, wrestling)

Mysteries (ancient mysteries, magic and special
powers, rituals, and vague I've-got-a-bad-
feeling-about-this “sixth sense”)

Rapport (small-talk, friendliness, ‘putting your best
foot forward’ impression-making, gift of gab)

Resolve (courage and willpower, coolness under
fire and self drive)

Resources (wealth, equipment, lifestyle, accom-
modations)

Scholarship (mundane research, sciences,
languages, using computers)

Starship Engineering (FTL & Manoeuvring Drive,
power and repairs)

Starship Piloting (FTL navigation, galactic travel,
space hazards, zero g combat manoeuvring)

Starship Systems (all on-board systems from
communications to shields, engineering, life
support, and specialised equipment)

Starship Gunnery (plasma, energy, projectile and
unusual weapon systems)

Stealth (hiding, skulking, ambushing, “shadowing”
or secretly following someone)

Survival (animal handling, outdoor camouflage,
riding, wilderness scavenging, tracking beasts)

Weapons (armed combat, swordplay, thrown
weaponry, weapon knowledge)

[Chapter 3: Character Creation]l>
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Advice on Character Creation

Motivation
It's important to work out why your character does
what he does. Starblazer characters are exceptional,
and they could very easily find success in less exciting
fields than "adventuring’. So it is on your head to
figure out why your character is going to keep getting
involved in these things. It is work, a sense of duty, for
revenge, to see new things, for love? Along with the
Starblazer Legends you chose, this will give the Story
Teller more clues as to what you might like to see in
the game.

Choosing Aspects
Aspects can be both useful and dangerous, but they
should never be boring. Whenever you choose an
Aspect, stop a minute to think about what kinds of
situations you can imagine using it for, and what kind
of trouble it might get you into. The very best Aspects
suggest answers to both those questions, and an
Aspect that can answer neither is likely to be very dull
indeed.

When you're picking Aspects, one of the best ways
to determine that you and the Story Teller are on the
same page is to discuss three situations where you
feel the Aspect would be a help or a hindrance so you
both have a clear idea of what it might be used for.

<l|[Chapter 3: Character Creation]

Career Aspects
These are special Aspects that unlock special Stunts.
You should add your own description to a Career
Aspect. We've provided examples but feel free to
develop your own. Career Aspects also bring with
them certain responsibilities, resources and threats.
See Chapter 4 for more details.

Powerful Aspects
At first glance, the most powerful Aspects would
seem to be things that are broadly useful with no real
downside, things like “Quick”, “Lucky” or “Strong”, and
a lot of players are tempted to go with those. Resist
that temptation!

There are three very large problems with Aspects
like this: they’re boring, they don’t generate Fate
points, and they surrender your ability to help shape
the story.

Boring is a pretty obvious problem. Consider a
character who is “Lucky” and one who has “Strange
Luck”. The latter Aspect can be used for just as many
good things as the former, but it also allows for a
much wider range of possibilities.

You'll also want to have some room for negative
results of Aspects. This may seem counterintuitive at
first, but remember that every time an Aspect makes
trouble for you, you'll receive a Fate point, which is a
pretty powerful incentive.



To come back to “Strange Luck”, it means that
the Story Teller can throw bizarre, even unfortunate,
coincidences at the character, but you get paid for it.
If this doesn’t seem tempting enough yet, remember
that the Story Teller is probably going to do something
bizarre to you anyway — shouldn’t you benefit from it,
and have some say in how it happens?

And that leads to the last point. When the Story
Teller sits down to plan an adventure, she’s going to
look over the Aspects of the players involved. If one
character has the Aspect “Quick” and another has the
Aspect “Sworn Enemy of the Starfuries”, which one do
you think suggests more ideas for the Story Teller?

Your Aspects give you a vote in what sort of game
you’re going to be playing in, so don’t let it go to
waste. If nothing else, you have just established that
the Secret Brotherhood of the Starfuries exists in the
setting, and the Story Teller will probably turn to you
for the details.

So in the end, the most powerful Aspects are easy
to spot, because they’re the most interesting ones. If
you consider that you want an Aspect you can use
to your advantage but which can also be used to
generate Fate points, then it’s clear you will get the
most mechanical potency out of an Aspect that can
do both. What’s more, Aspects that tie into the world
somehow (such as to a group, or a person) help you
fill in the cast and characters of the world in a way
that is most appealing to you.

Bottom line: if you want to maximize the power
of your Aspects, maximize their interest. For more
extensive advice on choosing Aspects and to see a lot
of sample Aspects, see Chapter 6.
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Random Character Lifepaths
If you're thinking: “What happens when | want to
create a character for Starblazer on my own?” this
is the section for you. It’s not always convenient
to spend time developing characters together so
this system can help you come up with your own
character, ready to dive in to the game. You can still
use the suggestions below for mutual character devel-
opment as well.
Here’s what to do:
1. Roll for starting background; Upbringing
location and quality of life
Roll for background twist
3. Pick a number of Starblazer Legends
depending on the type of character you want
(gritty, standard or heroic)
4. Picks Aspects you feel relate to those legends
and your background
5. Pick Skills
6. Pick Stunts
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Starting Background LEVEL 4 - Lowest class of citizen
First roll to see where you were brought up. Destitute — You live off what you can find. Maybe you

live in the ancient slums below vast cities. You take
é what you can get and you’ve done a few bad things
Roll Random Upbringing - Location to survive, but it was you or them. You will take any

“5/-4 Child of a farmer in an outlying chance you can get. Civilisation has forgotten you
colony world exist, but maybe if enough of you got together, you

-3 Nobility could make them take notice.

A Space Station Devolved world / New world — You’re the

descendant of those who survived the war, or maybe
! A small town your world was cut off from civilisation for too long
*0 A major capital and technology was lost. What little there is belongs
to those in control. Maybe you’re from a world that’s

just been discovered, and technology is like magic to

+1 A small village

+2 Scientific co it
R O MUY you. You're hungry for knowledge and to discover this

+3 Religious order vast civilisation and meet the many different people
+4/+5 Travelling merchant family out there
LEVEL 3

Next roll to see what kind of quality of life you have. Colonist — You're got a good thing going, a nice piece
of land, a great community. You haven’t got much but

é it's a good life. Family and friends are important and
Roll Starting Background you’ll always yearn for your home, whichever star you

-5/-4 Destitute look up to. Civilisation and government seems a long

-3 First class Giten way away, and sometimes that’s a good thing, unless

. A of course you need them to protect you from pirates
-2 Third class citizen L .
or alien invasion!
-1 Second class citizen Third class citizen — No one cares who you are,
+0 Second class citizen you’re a number, a name on a list of billions. Maybe
you want to be someone, or maybe you're happy
being invisible, doing your thing. Work is hard and

you get little time to relax. You might hate those

+1 Second class citizen
+2 Colonist

+3 First class citizen above you or be happy they haven’t noticed you yet.

+4/+5 Devolved/New world

LEVEL 2

Second class citizen — You're doing okay, got a nice

We've graded people in five categories. little place, earning a bit of cash. Work is hard or dull

aﬂ; \%

HENRY, S!R—-_»NAVIGATOR. THEY'VE COMMANDEERED.
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but okay and you get to play a bit. Maybe you still
want more, and you’ve probably got the contacts to
give you a chance at getting what ever it is you want.
You might not want to risk losing what you’ve got,
considering the billions who have to scratch a living
below you.

LEVEL 1
First class citizen — You're at the top of the pile. You
work in the most important companies and organi-
sations. You have an amazing quality of life and can
work where you wish. You have great connections
and yet maybe you’re still not happy. What’s missing?
Maybe life’s too easy and you need to see what else is
out there. You could be scared of losing all of this, it's
a privileged position and you might do ‘anything’ to
keep it so.

LEVEL o
Ruling Class — You're the elite of society. You run
a mega-corporation or one of the most important
organisations in your society or perhaps are part of
the inner circle of government. Your influence is felt
on hundreds of worlds and there is no one you cannot
reach. This much power has an effect on people and
you may have learnt how to deal with this, or perhaps
abused your position.

Background Twists
Roll on this table to see if you have a background
twists. This means you stand out in some way within
your background level. You would be noticed by
people in the background level above you.

7~
Roll Background Twist
-5/-4 Anti-Hero
-3 Failure
-2 Criminal record
-1 Nothing unusual
+0 Nothing unusual
+1 Nothing unusual
+2 Notable/Leader
+3 Star
+4/+5 Hero

Hero — you saved an important person’s life from
the level above you, or achieved fame in a war or
the security services. People will know of you, the
media will be interested in what you do and you'll
find it easier to get people to support you in your
endeavours.

Star — You're a media star, actor, singer, news
reporter or creator. People love you and maybe the
performance is a drug you cannot get enough of. Your
persona off camera could be completely different and
sometimes you hate the fact everyone assumes they
know you. The news always follows you, unless you
are the news in which case you desperately need to
find the next big scoop to keep your producer happy.

Notable/Leader — You've achieved something
important in the community, maybe you're a
renowned inventor who’s created something

[Chapter 3: Character Creation]l>
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amazing or you've brought together resources in
your community to make people’s lives better. You
might have led an army or navy unit, you run your
own company, or organisation, or are a renowned
politician or leader.

Criminal Record — You screwed up and made a
bad decision, followed the wrong people or just got
greedy. You got caught or are still on the run, nothing
major but bad enough to make you want to keep a
low profile.

Failure — You failed big time. Your business went
down taking everything with it or you lost everyone

<l|[Chapter 3: Character Creation]

you love in a crash that was your fault. Perhaps you
made a bad decision that cost the guys in your unit
their lives. You've lost people, your life, maybe your
soul. Whilst you are technically still in this background
level, you actual life resembles that of the level below
as you struggle to deal with your inner demons and
the practical fall-out of your mistakes.

Anti-hero — You might have done something very
bad, you're a traitor, pirate or major criminal? Perhaps
you were fed up with the system and rebelled, maybe
convincing a few others to follow you. Or did the
greed get to you this time? What ever it is, ‘they’ want
you badly, so watch out! You might even have your
own secret organisation.
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Careers and Character TypES e  Explorer (Scout Corps, Archaeologist)
You may have your character follow a particular e Sci-Techs (Fi-Sci, Engineer, Scientist)
career. This gives advantages in the form of additional e  Security (Star Patrol, Law Lords, Galac Squad,
abilities and a concrete sense of the character’s role or Bounty Hunters, etc)
purpose. If you want to charge straight into the game, e Military (Navy, Army, Mercenaries, Suicide
you don’t have to choose a career, but we would Squad)
recommend it. e Pirate/Rebel
e Native (Warlord, Prince)
Choosing a Career Don’t worry if you can’t see an exact match for what
You should start defining your character’s career by you had in mind — just pick the closest. The next step
choosing a general career type from the following list: is to personalise your character’s career by developing
e (Civilian (Traveller, News Reporter) your choice into a Career Aspect.
e Diplomat See the Starblazer Legends chapter (page 495) for
e Miner/Scavenger more information on the organisations mentioned,
e Merchant and check out the character ideas on page 53 in
this chapter for some general background
IT TOOK YEARS, BUT GLAVE QUESTOR BUILT UP A inspiration.
REPUTATION FEARED BY THE LAWBREAKER. HE

NEVER ACCEPTED CREDITS, ALWAYS ANEW PIECE ¥ Using a Career Aspect

OF TECHNOLOGY — A SIGNAL BEACON, A : When you create a Career Aspect, try to link it to
SONIC RESONATOR, AN AUDIOPARALYSER. . .

HE BECAME KNOWN AS b

THE EXTERMINATOR.

one of careers in the list above to give it more
flavour. You might also want to link it with one
of the worlds listed in Chapter 29 or organisa-
tions in Chapters 28 and 31.

Remember, a career Aspect should describe
what type of person your character is in relation
to his career and why he is in this line of work.

<l|[Chapter 4: Careers and Character Types]



For example:

e ‘Signed up to the Federation Navy to forget

her’

e  ‘Star Patrol cost me my marriage’

e ‘I may be a Lawlord, but I'll hunt them down

and make them pay’

e ‘l just want to explore one more alien world’

e  ‘Gritty veteran of the Thermal Wars’

e ‘ldealistic Fi-Sci scientist’

e  ‘Brave Star Patrol Officer’

e ‘This deal will mean peace for our worlds’

e ‘Consul of the Earth Empire’

e ‘Ambassador expelled from the Centaurian

government’

e ‘A good diplomat always has a second plan.

And a third, for that matter’
It could also indicate how experienced you are, such
as ‘Brave Star Patrol recruit’ as opposed to ‘Dashing
Star Patrol officer’.

Each career details a few Stunts that you can
choose from in addition to the normal Stunts for
Skills.

The Story Teller is free to create new careers or
Stunts to go with the career options detailed below.

Civilian
(Civilian, News Reporter, Galactic Back-Packer)
Maybe you're a galactic traveller or back-packer and
want to see the fabulous wonders of the universe,
alien worlds and their cultures. You've taken time
out from your career to travel as far and wide as you
can with just a few essentials and hope to bring back
some great memories.

You could be a News Reporter who needs one more
exclusive. You've got an eye for the personal angle,
your camera is always ready, and you've got some
expenses to get you where the news is happening, be
it a backwater world or a galactic megalopolis.

> > > > D>

<> Ticket to Travel
You've got a universal travel pass, which gives you
third class travel (cattle class) on all civilian liners to
any destination. You'll have a little money set aside for
the odd trip to worlds off the beaten track (or you'll
work as crew to get there). You may add +1 to Resource
rolls to secure passage to out-of-the-way places.

<> Travel in Style
Requires Ticket to Travel
You just have to travel in style, and that means first
class apartments on the best liners travelling between
the hottest destinations. You have a First Class travel
pass that gives you the best quality quarters on any
passenger ship.

<> Funds
Requires Travel in Style
Your career has paid dividends and you’ve got quite
bit saved. Once per game session, you may add +2 on
a Resource roll.

<> Small Ship

Requires Travel in Style

Forget travelling on liners, you're doing it at your own
pace. Sometimes the best locations are off the beaten
track. The character has the equivalent of a small
one-person scout ship. It might be small but it gets
you where you want to go, when you want to go there.

<> Expenses
News Reporter only. Requires Ticket to Travel
You've got an expense account with one of the major
banks servicing the areas you'll visit. You can sharge
meals, drinks, hotels, or a bit of cash here and there
within reason, but spend too much and it’s just as
likely to get pulled if you're not sending some juicy
stories back in return. You get +1 to one Resource roll
in each game session.

CORY'S STILL ABOUT . ..
CONTACT MARS.

[Chapter 4: Careers and Character Types]>
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Diplomat
Some people fight and some people talk. You are the
emissary of a country, planet, star system or star-
spanning empire. The diplomat is the first line of
defence and the best way to know what your closest
ally, enemy or friend is up to. You’d be amazed what
can be decided over a few whispered words or a
heroic speech in front of the assembled government.
An expert diplomat is worth a thousand armed ships.
Knowledge of those around you is vital and a certain
skill in socialising and networking is a must. As a
diplomat you automatically gain diplomatic immunity,
which means that your luggage is not searched, and
you are immune to local laws (but abuse this and you
will be swiftly sent home).

The player can pick from the various governments
listed in the Starblazer Legends chapter or create a
government as an organisation with the Story Teller’s
help, using the rules in Chapter 16.

<l|[Chapter 4: Careers and Character Types]

<> Protocol

You are expert in dealing with all manner of guests,
especially with the many clashing galactic cultures.
You can use Contacting as a knowledge type Skill to
ascertain the right way to interact with species and
representatives of other governments, and to discover
nuances and unusual background information that
could be useful in negotiations.

<> Introduction
You know a lot of people, and who you don’t know,
you can get to. You are able to get an introduction to
anyone in government or high positions by making a
successful Rapport Skill check with the difficulty being
the level or importance of the target.

<> Favour
Requires Introduction
The character knows a lot of people, and have pulled
a few strings to help them on their way up the ladder.
There are three people in high positions or with access
to considerable resources that you can ask a favour of,
but once those favours are used up they’re gone.

<> Direct Line

Requires Favour
You have a direct line to the head of the government
or organization you serve and may make a direct
request for support using your Rapport Skill versus a
difficulty based on what you are requesting. Asking for
financial support for a government event should be
simple compared to asking for a naval fleet to secretly
attack another empire’s base.

This can take the form of you directing one of
the organisation’s Skills for an action or a simple
favour. You can also request a personal audience. If
the circumstances do not justify it, the head of state
will be less likely to accept the request next time (-2
modifier to Rapport Skill check). If it was justified you
receive a +2 bonus to the next request.

<> Embassy Funds
Requires Direct Line
You have access to lots of money in matters that are
vital to your government. Once per game session you
can assume you rolled +4 on the dice for a Resource
roll. However, if this is abused the facility will be
withdrawn and you will likely be questioned by your
government. At best, you will lose your position, at
worst you’ll end up in jaill



<> Embassy
Requires Embassy Funds
You have a plush embassy — land-based, inside a large
space station or possibly a ship of Scale (4)-Scale (6)
depending on the size of the government. This comes
with personnel, security, suites for entertaining guests
and encrypted communications to your government.
You may be asked from time to time to make the
facilities available to members of your government,
security or intelligence agencies and, of course,
an Embassy comes with a whole host of political
problems: people seeking asylum, missing credentials,
visas and much more!

Explorer
(Scout Corps, Archaeologist, Xenobiologist)
You're looking for signs of life, ancient ruins, habitable
worlds, alien races or lost colonies. As an archaeologist
you’re interested in the remains of civilisations, whilst
a scout wants to find those who could be allies, or
even enemies. A Xenobiologist revels in the discovery
of new species and alien civilisations.

<> Maps
You have a number of maps showing the possible
locations of interesting places and potential hazards.
Some of the maps might be false. Only by travelling
there will you discover the truth.

<> Scout Corps Gear
The character has +1 on Resource Skill checks once per
game session.

> > > > D

<> Interesting Location
Requires Maps
The character knows the location of an interesting
place — it could be an undiscovered ancient ruin, a
world emanating unusual signals, a Star Relic, myste-
rious derelict Starship, etc. They just haven’t been able
to secure the funds or support to go and check it out
properly yet.

You could give up in the hope of a massive favour
or payout if it proves worthwhile. Otherwise you could
get someone to back you for a cut of the profits. If the
player gives the co-ordinates of their secret away they
make a Skill check with their Resources Skill against
the difficulty that they wish the find to be worth. If
they succeed they receive the value of the find as a
Resource Skill bonus, which can be used as a whole or
split up over several Resource Skill checks.

If you fail the Resource Skill check the mission
ended badly — it could be there was nothing there,
crew members were lost or the whole expedition
disappeared and no doubt the backers will want to ask
you some questions. The severity of the failure should
be an indication of how badly it went, and how much
trouble you’re now in!

If you choose to pursue the mission, it should be an
adventure in its own right with a much bigger reward.

<> Scout Ship

Requires Interesting Location and Scout Corps Gear
The character has a small one-person Scout ship.
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Merchant
You travel from one world to the next doing deals.
Everything has a value, to someone. It might be
worthless on one world and prized on the next. You
pride yourself in knowing who needs what, and that
means travelling to every world you can find and
seeing what they need.

<> Ticket to Travel

You've invested in a universal travel pass, which gives
you third class travel (cattle class) on all civilian liners
to any destination. You've got a little money set aside
for the odd trip to worlds off the beaten track so you
can check out their goods. Merchants may add a plus
one to Resource rolls to secure passage to out-of-the-
way places.

<> Merchant Funds
Requires Ticket to Travel
You've got the funds to buy a container’s worth
of goods and ship them to one other world. You
will need to make a Rapport Skill check against
the Resolve of a local merchant or supplier to find
something of value to the merchant on a world you
know. The success in shifts in this ‘purchasing’ Skill
check is the value of the goods to the destination
world. If it’s a failure the character didn’t find anything
of value today. If successful, you pay for the goods to
be shipped to the destination, along with yourself.
Once on that world, the character needs to make a
Rapport Skill check against a local merchant’s Resolve
Skill. The shifts achieved on the ‘purchasing’ Skill
check count as a bonus to this ‘selling” Skill check. If
the roll is successful the total shifts achieved can be
broken up and used as a bonus on more Resources
Skill checks (by you or by another member of the
player group you've given the bonus), or added to the
next merchant Rapport Skill check. If the character
fails the ‘selling’ Rapport Skill check at the destination
they have not managed to find a buyer that day and
must wait for the next day to try again. If the character
fails three times in a row, they cannot find a buyer on
this world and have to sell the goods at cost, meaning
they have gained nothing.

<> Small Ship
Requires Merchant Funds
Forget travelling on liners, you're doing it your own
way. It might be small but it gets you where you want

<l|[Chapter 4: Careers and Character Types]

to go, when you want to go there. The character has
the equivalent of a small freighter, which is basically
a one-man ship with space to carry a small amount

of goods.

Military

(Navy, Army, Mercenary)

Your weapons and your unit are the things you

know best. When all else fails, you are all that stands
between the long night and the light of civilisation.
You'll go wherever command sends you and fight

to protect even insignificant chunks of rock, if that

is what is called for. You’ll do your duty and never
question the orders. Mercenaries will weigh the cost
though—it’s only worth what you’re getting paid, and
sometimes even you have a limit—unless yourhonour
demands more.

<> Supply Officer
The character has access to a military supply officer
who can procure equipment. Receive +1 on a Resource
Skill check once per game session

<> Access to Weapons
Requires Supply Officer
At character creation, or whenever this Stunt is
acquired, the character may choose weapons, armour
or energy shields with a total bonus of +2 regardless
of cost. Thereafter the character receives a +1 bonus
once per game session on one Resource Skill check
to acquire weapons, armour or energy shields. If the
roll fails, they may not try again until the beginning
of another adventure or 1 month has passed in
game time.

<> Access to Restricted Equipment
Requires Access to Weapons
Instead of the choice of weapons and armour in
Access to Weapons the character may choose weapons
and/or armour or energy shields with a total bonus of
+4 regardless of cost. Thereafter the player is allowed
to make Resource Skill rolls to acquire any weapon
with a bonus of +4 or higher, armour or energy shields
with a bonus of -3. If the roll fails, they may not try
again until the beginning of the next adventure or
until 1 month has passed in game time.
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Requires Access to Restricted Equipment
You have a ship’s crew or unit of soldiers loyal to you
who may be on standby or in-transit. You can, in
extraordinary circumstances make use of this unit or
ship for you own purpose, or may even be assigned
them for a particular mission. In return, you also
have a responsibility to this unit and may be called
on to undertake missions at the most inconvenient
times. The unit should be created using the rules in
the Organisations chapter or can be part of an organi-
sation and therefore will have the Skill level of the
organisation’s relevant Arms Skill.

<> Support
Requires Officer
You can call on fire support from an orbital ship or
ground support from a nearby unit if required. You
can also request a pick-up and transport to a nearby
star system in extraordinary circumstances. Fire
support will be in the form of a beam weapon or
projectile weapon attack from a Frigate in orbit. See

¥ P'M GOING TO OVERLOAD THE POWER
PACK ON MY

PISTOL! SO GET READY TO
TAKE COVER.

the chapter on Starship Combat for more information

on the attack or simply use a Great +4 attack on all
targets in the zone targeted, with a +4 stress bonus
to any successful hits. If you make a Leadership Skill
check, the number of shifts generated against a diffi-
culty of Average (+1) is the number of orbital attacks
he can direct during this game session. If you fail, no
bombardment takes place and you may not make
another request this game session.

If no ships are in orbit but land forces are present,
you can call on ground support. You gain a squad of
soldiers with all relevant Skills at Average +1 (or with
Skill levels based on an organisation you have created)
or an attack by Scale 3 artillery at Good +3 versus all
targets in the zone with a +3 bonus to physical stress
damage to any successful hits.

<> Heavy Weapons Officer
Requires Guns Skill and Access to Restricted Equipment
The character has received training in using heavy
weapons and receives a +1 bonus when using them
in combat. Heavy weapons cover anything with a
Stress bonus of +5 or higher including the dangerous
energy swords.

[Chapter 4: Careers and Character Types]>
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<> Sniper
Requires Guns Skill and Access to Restricted Equipment
You are an elite sniper and receive a +2 bonus when

using a sniper rifle or energy rifle, and have had a
chance to prepare a hidden position from which to fire
without distraction or threat of enemy fire (otherwise
the bonus is simply plus one).

<> Covering Fire!
If you are part of a unit and they are present, you may
pay a Fate point to tag the Gun Skills of up to 3 other
members of the squad to provide bonuses to three
combat manoeuvres. The bonuses apply to the Gun
Skills of each member of the squad, who may not take
any other action whilst providing the Covering Fire.
Each manoeuvre must happen in sequence.

Miner/Scavenger
You’re on to a big score — you know it! It could be a
vein of the most valuable mineral in the galaxy or
perhaps you know the location of an ancient star
battle rich with technology and parts to claim.

<> Maps
You have a number of maps showing the possible
locations of minerals or derelicts. Some or all of them
may be false. Only by travelling there will you discover
the truth.

<l|[Chapter 4: Careers and Character Types]

T MINING. i c

ADY A
TRYFZIUM TRRLE¢?

| HAVE A HORRIBLE FEELING
THAT WE'RE GOING TO.
U g g AVE TO GO DOWN THERE.

i

O

J
=
o1
=
o
-

L8 W

U Ule)

<> Mining & Salvage Equipment
You have access to non-military explosives, shipboard
mining or salvage equipment. You can add +1to a
Resources roll when checking to acquire these types of
equipment once per game session.

<> Mining or Salvage Kit
Requires Maps
You've got the kit, you just need a ship. You can add
an Average Mining Equipment or Salvage System Skill
to a Starship at Average (+1) and the ability to tow or
strap an Average (+1) quality of resources to the ship
(all Starship actions are at a -2 modifier whilst carrying
goods in this way).

<> One Last Score
Requires Mining & Salvage Kit
You've got the co-ordinates to a great score, but you
haven’t got the money to mine or retrieve it. You could
give it up for a massive favour or payout. Otherwise
you could get someone to back you for a cut of the
profits. If you give the co-ordinates of your find away
they can call on a major favour from a First class
citizen. For example, you could ask for the loan of a
ship for a short period of time, a large sum of money
or for the authorities to forget you committed a small
crime. If you choose to pursue the claim it should be
an adventure in its own right with a big reward.
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Native and everyone in your group receives a +2 to their
(Warlord, Prince) next attack manoeuvre. This may only be used on the
Being from a world that is backward or newly first round of an attack and when the players have
discovered can be a good thing. You have no the initiative.
pre-conceptions about the universe and the people
you meet. Everything is new and exciting but you <> Noble Cause
might also be wary of falling foul of strange laws and Requires For Justice!
customs. You might be looking for recognition for Once you explain your background or the circum-
your people or for help to solve a strange problem or stances of your travel outside of your world to friendly
simply to ensure your home is left alone by those who or receptive people you receive a +2 bonus on Rapport
might take it from you. You might use force of arms, Skill checks to secure aid from another character. Can
your noble birth or an innate sense of right and wrong only be used once per game session.

to guide you through the strange galaxy before you.
<> Lucky Artefact

<> For Justice! Requires For Justice!
Uttering the names of your ancestors, you rush in to You have a special item, which has been handed
battle, inspiring all those around you. Pay a Fate point down through the centuries. It can take a minor

ADDRESSES ARE A BIT APPROXIMATE ON BABALON,

AND MY APPROACH WAS NOISY.
u . |

STOP, STRANGER. ..
OR YOU VAPED!
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consequence on your behalf but is never broken. The

consequence ‘heals’ as if it was taken by you and so it
cannot take a further consequence until the previous

one is removed.

<> Legendary Artefact
Requires Lucky Artefact
You have a legendary artefact or weapon. The artefact
can absorb a minor consequence on your behalf and
gives you a special ability (see Chapter 14) whilst you
carry the artefact. If it is a weapon, it has the same
bonuses as any other weapon. Alternatively it can be
created using the Artefact & Gadget rules on page 8o.

<l|[Chapter 4: Careers and Character Types]

I'LL BE BACK TO ATTEND TO
YOU LATER. MEANWHILE,
ENJOY YOURSELVES ... YOUR
TIME IS SHORT . . . VERY

Pirate / Rebel

Sometimes a government drives its people to the edge
and they are forced to steal what they need to survive.
At other times, greedy people just decide to take
things by force. Rebels might be fighting for a just
cause or to improve their lot, whilst pirates might be
evil cutthroats who take what they can carry and leave
no one alive.

<> Member of a Secret Organisation
You are a member of a secret pirate or rebel organi-
sation. This can be created in conjunction with the
player using the rules in the Organisations chapter
or determined by the Story Teller. The player should
come up with the name or pick it from the organisa-
tions detailed in Chapters 28 or 31.



<> Smell Authority
You get a +1 on Alertness Skill checks to detect under-
cover intelligence and security services operatives. You
also have a sixth sense for impending raids by security
services agents and get +1in Alertness checks in the
first round of a conflict involving them.

<> Access to Pirated Goods
Requires Member of a Secret Organisation
You receive a +1 bonus on a Resource roll once during
the game session. If the roll fails you may not use the
bonus again for at least 1 month of game time.

<> Access to Secret Organisation

Resources

Requires Member of a Secret Organisation

You are a senior member of the secret organisation
and may call upon the backup of other members.

You can direct the use of any one of the organisa-
tion’s Resources or Skills in one action, once per game
session. Backup comes in the form of a small gang of
pirates or an attack ship (if available), with Skills at the
same level as the organisation’s relevant Arms Skill.

<> Access to Weapons
Requires Access to Pirated Goods
At character creation, or whenever this Stunt is
acquired, you may choose weapons, armour or
energy shields with a total bonus of +2 regardless
of cost. Thereafter you receive a +1 bonus once per
game session on one Resource Skill check to acquire
weapons, armour or energy shields. If the roll fails,
you may not try again until the beginning of the next
adventure or until 1 month has passed in game time.

<> Access to Restricted Equipment
Requires Access to Weapons
Instead of the choice of weapons and armour in
Access to Weapons, the character may choose
weapons and/or armour or energy shields with
a total bonus of +4 regardless of cost. Thereafter
the player is allowed to make Resource Skill rolls
to acquire any weapon with a bonus of +4 or
higher, armour or energy shields with a bonus
of -3. If the rolls fail, they may not try again until
the beginning of another adventure or 1 month
has passed in game time.

i Y THOSE ARE POWER TERMINALS!

Sci-Tech

(Fi-Sci, Engineer, Scientist)

You're on the edge of discovery. You help support the
pillars of a great civilisation by constantly developing
new technologies, new fixes or new gadgets to do
things people once thought impossible. Sometimes,
the technology must be used to defend what you
believe in. The Fi-Sci leads that fight. Other times
you’ve just got your head down, as the technology is
more important to you than its use.

<> Access to Labs
You know how to get access to the right kind of
laboratory or research tools for any field. Receive +2
on one Science Skill check during a game session.

<> Sci-Tech

Requires Access to Labs
You can use your Science Skill instead of Engineering
and vice versa.

<> Lab Requisitions
You have +2 to a Resource Skill check once per
game session.

<> Major Gadget
Requires Access to Labs
You have access to gadgets and those who develop
them. Once per month of game time, you can
request a gadget that fulfils a particular task with the
Resources Skill check difficulty based on what you
want the gadget to be able to do. If successful, it is
delivered within a few days; a failure indicates the
number of weeks before its delivery. The number of
shifts can be used as a measure of the quality of the
device or of the number of improvements it has.

KURNIK HAD STUDIED THE ORNOCRAFT ON SUBSTATION
602, WHERE THE SYRAN ARTIFACTS HAD BEEN TAKEN.
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IT'S GOING TO NEED AN ENERGY
INPUT IF IT'S TO FLY OUT OF HERE.

THROUGH THOSE TERMINALS INTO

b GAMMA PULSES WHICH DRIVE IT

RWARD.
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Security

(Star Patrol, Star Lord, Law Lord, Special Agent,

Bounty Hunter)

Out on patrol you're the only thing between the
lawless and the helpless. It’s up to you to bring civili-
sation’s rule to the furthest reaches of the galaxy and
ensure that those who oppose what is right get what'’s
coming to them. For Law Lords, their word is the law
and they may carry out judgement there and then.
Star Patrol, however, are the galactic police and must
bring criminals back for trial. If you're not wearing an
obvious badge you're probably a secret agent working
for the government, or a private organisation.

<> Backup
You can call on backup from the local police or security
forces if it is reasonable that some would be nearby.
Backup will consist of one or two operatives with
relevant Skills at Average +1. Alternatively see the
chapter on Organisations if you want them to be
representative of the organisation in question.

<l|[Chapter 4: Careers and Character Types]
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<> Local Office Resources
Requires Backup

You can use the resources—computer facilities, local
transport—and request equipment or backup to
accompany you on local missions concerning law and
order. Receive +1 on a Resource Skill check once per
game session.

<> The Law

Requires Local Office Resources
You have the backing of the law — if you're a Star
Lord or Law Lord your s word itself is law. This does
not mean you can demand anything; local govern-
ments must act within the law and help you in
accordance with their lawful obligations. For example,
a government won't leave their world unprotected,
and convicted criminals cannot be freed without good
reason and evidence. You receive a further +1on a
Resource Skill check once per game session.

If you choose to abuse the power, you must assign
an Aspect of Corrupt and a Stunt called Corrupt. Each
time you act wrongly you add another Corrupt Stunt.



Each Corrupt Stunt adds a +1 to any Skill checks based
around corrupt actions. Once your total Stunts reaches
10 you become an Extra, leaving play. The only way

to reduce the number of corrupt Stunts is to make

a sacrifice for innocent people or to own up to each
crime and suffer the legal consequences, which should
be severe.

<> Access to a Ship
Requires Local Office Resources
If one is available, you can request a patrol ship
(or something similar) to use until you reach the
next outpost.

<> Cover Me!
Requires Backup
If you are working with a partner, you may pay a
Fate point to tag your partner’s Gun Skill to provide
a bonus of the partner’s Gun Skill level to a combat
related manoeuvre.

<> Access to Weapons
Requires Local Office Resources
At character creation, or whenever this Stunt is
acquired, you may choose weapons, armour or
energy shields with a total bonus of +2 regardless
of cost. Thereafter you receive a +1 bonus once per
game session on one Resource Skill check to acquire
weapons, armour or energy shields. If the roll fails,
you may not try again until the beginning of the next
adventure or until 1 month has passed in game time.

< Access to Restricted Equipment
Requires Access to Weapons
Instead of the choice of weapons and armour in
Access to Weapons you may choose weapons and/
or armour or energy shields with a total bonus of +4
regardless of cost. Thereafter you are allowed to make
Resource Skill rolls to acquire any weapon with a
bonus of +4 or higher, armour or energy shields with a
bonus of -3. If the roll fails, you may not try again until
the beginning of the next adventure or until 1 month
has passed in game time.

Character Ideas
While players have the leeway to explore any ideas
that interest them, it's worth remembering that the
Starblazer comics have a handful of easily recog-
nizable character types. Here’s a few to give you some
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ideas if you're stuck for a character concept, or the
career suggestions don’t seem to inspire you.

Academic

The academic lives somewhere between the scientist
and the explorer. He is compelled by his interest in
his field, which is usually something like history,
linguistics, anthropology or (most famously) alien
archaeology. The academic knows that lost, hidden,
and forgotten knowledge exists all over the galaxy.
Ancient ruins, obscure libraries, mysterious artifacts —
all these can offer answers to questions that have not
even been asked yet.

What are you doing: You are answering questions,
finding what was lost, and trying to expand the
breadth of human knowledge.

Barbarian Lord
When we speak of the barbarian lord, we’re talking
about heroic princes or lowly serfs that have grown
up on backward or mysterious worlds, or long lost
colonies regressed to pre-technological levels. The
barbarian lord is aware of the greater galaxy and is
on a mission to free his people or to acquire much-
needed aid. He often possesses some great artifact to
aid him in his quest.

Usually awkward in the face of civilisation, these
heroes act with a simpler understanding of things
like justice. But with time, they can become bridges
between two worlds.

What are you doing: You're protecting your home,
and attempting to understand the world outside.

Charming Criminal

Crime is usually a nasty thing, fueled by necessity, but
for some it is the only true challenge available. Usually
possessed of copious talents, enough that they have
already found success elsewhere, charming criminals
pursue a life of crime because of its excitement. Such
characters enjoy the good life and civilisation, so the
adventures of exploration hold no appeal to them,
especially when compared to the thrill of the chase,
outwitting security forces, and similar brushes with
danger across the galaxy. In this futuristic age, when
a world becomes too hot, it is but a simple thing to
change identities and move on to the next.

Often, these criminals become sociopathic master-
minds as they turn more and more to crime. But
others maintain a certain basic, albeit twisted, honesty
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that informs their crimes. A burglar may have a strong
code to harm no-one, or may rob from the rich to give
to the poor. An assassin may only accept contracts
on those he feels society is better off without. Most
such ethical criminals can be convinced to leave
their past behind them and use their talents to more
challenging, world-bettering ends, but true retirement
is not often in their nature.

What are you doing: You're trying to find
something worth doing. When you find it, you seize
the opportunity.

Explorer
Though much of the map of the galaxy is filled in,
even more remains blank or is simply wrong. The
explorer thrives on discovering who and what is in
those unknown places. The khaki-clad, laser axe
wielding explorer is perhaps the most obvious, but the
same spirit can beat in the hearts of Starship captains,
naval officers, merchants, or even ambassadors.

What are you doing: You're discovering the galaxy,

opening new worlds and seeking lost secrets and
treasures.
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Gadget Guy

The gadget guy is the recipient of the wonders

of science. He is the keeper of a unique piece of
technology (alien or invented), usually at the behest
of its creator. The creator may or may not still be alive
and serving as a patron for him (and in some cases,
the creator and the gadget guy are the same person!).
The device in question is usually quite potent, and
serves as a signature for the character — something
interesting and immediately recognizable, like an alien
weapon or a legendary Starship.

What are you doing: With great technology comes
great responsibility. Your gadget has made you more
capable of taking action (whatever action you pursue),
so you have embraced it.

Naval Man

The service is the Naval Man’s life. He lives to uphold
the very foundations of civilisation against the rising
tide of alien invasion, pirates and rebellion which
threatens to tear the empire apart. The Naval Man has
trained since an early age, those under his command
trust his every word, and he has proven himself in
countless conflicts to be one of the bravest captains of
the fleet.



He may live by the book, even if that damns him
in the eyes of others, or he may bend the rules to act
justly, out on the rim, where the laws of civilisation
don'’t often help the common man.

What are you doing: You're keeping the lights of
civilisation alive out on the rim, and bringing aid to
those who can’t defend themselves. You will lay down
your life for those who serve you and for the leaders
you serve.

News Reporter
One of the things that makes the galaxy so much
smaller is the news. Hundreds or thousands of years
back, if something happened a few star systems away,
or anywhere else in the galaxy, it would take time to
trickle into the awareness of the average person.

Now, with the galactic news service ensuring news
is passed on as fast as possible, people know what’s
going on almost as soon as it happens. The demand
for regular news is fierce and competitive, and in this
day and age, “The Exclusive” means a substantial
advantage for news channels — if you've got the inside
story it means trillions in advertising revenue, and a
very happy boss!

With this in mind, news channels are always
looking for news of the exotic and interesting, and
they’re willing to tolerate a lot of wierdness from a
reporter who can bring in the big story.

What are you doing: You are finding out everything
you can so you can share it with the galaxy.

Operator
The Operator is an agent, perhaps for a government
agency that can’t be acknowledged, perhaps for a
secret organization. He may not know himself. But it
means he’s connected (well connected), and is privy to
secrets that others just don’t know about.

His job? Whatever the
agency says it is. Thankfully,

WHAT IS THIS MISSION?
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the Operator would be
interested in doing in the
first place. When conflict
eventually arises between
the operator and the
agency, it usually goes

very badly indeed for one of
them or the other.

> > > > D

What are you doing: You're serving a greater cause
— perhaps for your government, or perhaps a higher or
more secret authority than that.

Primitive

Usually of a people that some explorer has
‘discovered’, the primitive is an outsider in the
world that other heroes operate in. The subject of
condescension and curiosity, he is also the keeper of
knowledge that has been lost, or not yet discovered,
by the people from the civilised worlds.

Perhaps this knowledge is some form of “magic”
or something more recognisable as science, like an
understanding of something far beyond what man
has discovered. One way or another, the primitive is
usually quite sophisticated, albeit in a way that most
people don’t recognize.

What are you doing: You are representing your
people, looking for knowledge to take back to them,
or perhaps trying to carve out a new life in exile.

Science Hero

The science hero is brilliant, tough, strong, basically
better than you at everything, and made that way by
science!
Thankfully, most science heroes are slightly less
obvious examples of the superman incarnate. A
science hero may be very much like a gadget hero,
someone who has benefited from extreme science in
some way — perhaps making them a little stronger,
tougher or faster than they would have been. Such
characters tend to be well-rounded but their specific
interests are frequently tied to their origin.

What are you doing: You do a bit of everything,
taking on all-comers.

Scientist
In Starblazer, science has been one of the corner-
stones of the rise of human civilisation, and everyone
has an interest in it. Despite that, it is easy to spot
the committed scientist, master of one or more fields,
dedicating his time and effort to the pursuit of science.
Whereas other heroes seek adventure and appreciate
science, the scientist seeks science and appreciates
adventure.

While the scientist may have sophisticated labs and
automated design systems, there is still too much to
be found, too many theories to be tested, too much
to do, to simply stay locked up with your computer.
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Scientists can have one or more fields of interest,
which will generally be reflected by their equipment.
A chemist or botanist may have a steady supply of
bizarre and unique concoctions, while an engineer
might have exotic gadgets or weapons.

What are you doing: You're challenging assump-
tions and testing theories, bringing science out into
the field with the intention of proving a theory that
can solve a problem or create something new and
beneficial for civilisation.

Shadow Man

There is no magic, only things science does not yet
understand — and there are a lot of those. The Shadow
Man has delved into these secrets, whether it’s the
true workings of the mind, the strange powers of lost
alien civilisations, or perhaps a dark gift from another
dimension. Whatever this knowledge is, it separates
him from his fellow man, often so much that the hero
adopts a persona to allow separation between his
heroic personality and his normal life.

There’s a proximity to madness which mystery
invites that can mean these heroes are of a darker,
more disturbing character than the norm. They flit
through the galaxy as a shadow, barely noticed, but
when they bring their strange powers to bear it will
light up the sky.

What are you doing: You've seen the darkness, and
you're on a mission to strike it down. You're punishing
those who think they’re above punishment.

Two-Fisted Pilot

Navigating the stars, plying the trade routes or
dodging customs ships on just one more smuggling
run, the two-fisted pilot is as accustomed to his
Starship as he is the bars he drinks in at the end of
every journey. Whether it’s the rough and tumble of
life in the space ports, or traveling between the many
worlds, the two-fisted pilot is truly following his
guiding star.

The pilot shares much of his spirit with the
explorer, and in many ways is the next step in the
chain of discovery. The explorer may find an exotic
new world, but it is the pilot who ties it in to the rest
of the galaxy.

The many galactic wars have made pilots into
dashing, romantic figures as pilots re-connect lost
worlds with civilisation. Commercial realities of the
galactic economy make them invaluable.

What are you doing: You're connecting the galaxy
to itself. Your passion is in seeing all there is to see,
going to strange and exotic worlds bringing the
outside along for the ride, and taking a piece with you

when you leave.
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Equipment and Gadgets
What space opera adventure would be worth giving
up the farm for if it didn’t have a ton of cool weapons,
gadgets, Starships, anti-gravity cars and alien artefacts
lying around just waiting to be used!

Please bear in mind the purpose of this chapter is
not to give you endless items to fill up your character
sheet. The most useful, important and story-led items
are detailed (along with any necessary rules), plus a
list of equipment from the pages of Starblazer for use
as a source of inspiration.

Remember Starblazer Adventures is about fast
moving stories, not vast inventories of gear!

Acquiring Equipment
During Character Creation

Mundane Things
Characters have basic things like clothing, ID, watches,
makeup, communicators, and uniforms relating to
their chosen career or background. All of these can be
added for free but if the character wants there to be
a particular mundane or conventional item that they
will always have with them, whatever the situation,

it should be discussed with the Story Teller and
written down.

Purchasing Equipment
During character creation you can choose one piece of
equipment that is rated Mediocre (+0) cost for every
Aspect and Stunt you have. It's assumed you have it as
part of your job or you had money to buy it. However
it should be something that is related to that Aspect
or Stunt.

A character can actually choose any piece of
equipment, even a starship, but items like these can
be very expensive and sometimes hard to find or
restricted to certain people. If a piece of equipment
has a cost higher than Mediocre then a Resource
skill check must be made to acquire it, using the
cost as the difficulty. You can make a Resource skill
check for a relevant piece of equipment for every
Stunt and Aspect your character has. There is a risk,
though—as soon as you fail a Resource skill check,
you may not use your Resource skill again during
character creation. Players may not use Fate points to
give bonuses to Resource skill rolls during character
creation.

Some items are marked with an asterisk (*) which

means they are restricted
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fﬂ 1[ and only certain types of
) b people should be able to
get hold of them —such
as the military, pirates,
rebels and the law. It’s
up to the Story Teller’s
discretion whether these
restrictions are imposed in
different places. Certainly
in the rougher parts of
galaxy, more dangerous

ONE QUESTION — HAVE

bits of equipment could be

YOU GOT APERMIT?
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‘normal’ to own.

There is also a benefit
of doing things as a
group—for every member
of the group that gives up
the chance to take a piece
of equipment for a related
Aspect of Stunt, they can
give a +1 bonus to another

member of the group.
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For example...
Brandon Carter is creating a brave Star Patrol
officer. The group agrees that it would be useful
for him to have a Mark IV Photon Blaster for
the mission ahead. Since he’s a member of
Star Patrol and has chosen Access to Restricted
Equipment as a Stunt he’s allowed to putin a
request for the blaster. Brandon has a Resource
skill of Average (+1) so with the blaster’s cost
of Epic (+7) it’s going to take a huge effort on
his part to convince his superiors that he needs
this costly and dangerous weapon. Unaided
it's beyond even his powers of persuasion, so
his team mates Astraade and Danielle Dubois
both agree to give up the chance of a piece
of equipment to give him a +1 bonus each.
Brandon rolls +4 on the dice, added his Average
(+1) Resource skill and the +2 bonus from his
friends for a total of +7 means he succeeds.
Brandon grins and says that he just managed
to convince his captain of the terrible danger
Earth will be in if he doesn’t have this powerful

weapon at hand.
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IN THAT CASE I'LL
HAVE TO GO BY MYSELF!

Players can add as many bonuses together as they
like, but this must be done before their Resource skill
check. So if you really fancy that Starship, better make
friends with your fellow players! Think the group
should have an Android companion? Time to share!

Of course it’s possible the Story Teller will let you
get access to a Starship through the course of the
game anyway, but do you really think it will come
without a hitch? Remember there’s no such thing as a
free ship!

After Character Creation
The higher a character’s Resources Skill, the more
likely they will be able to obtain the gear as they need
it. A player will find themselves in one of two situa-
tions where they need a piece of equipment, either
during an adventure in the middle of nowhere, or
during downtime: hanging out in a city, base or space
station preparing for a mission.

In The Field
(situations where resources are not readily available)
For situations in the middle of nowhere, where it’s
really down to what the character brought with them,
there is a way of “retroactively” working out whether
they actually did bring something they needed. The
character uses their Resources Skill to add gear to their
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inventory there and then: it turns out they actually
had it with them but had not confirmed it until they
looked for it.

In this situation ‘in the field’, the Story Teller sets
a difficulty 1 level higher than the equipment’s cost. If
the character can make the Resources roll, the gear is
assumed to have already been with them.

s

For example...

Brandon is searching the corridors of a pirate
base, looking for Drake Black the assassin. Up
ahead the lights are flickering and he realises
he’ll need a torch. Whilst it’s not on his list of
equipment it makes sense that Brandon, a Star
Patrol officer would have a piece of equipment
like this. As this is standard piece of equipment
the Story Teller rules that he’d have it with him
and doesn’t need to roll, remember keep the

story going!

Non-mundane equipment with a cost above Mediocre
like weapons, shields, vehicles or anything restricted
requires the expenditure of a Fate point to allow
the player to attempt a Resource check ‘in the field".
The Fate point does not provide any bonus, it simply
allows the attempt. The player must also think of

an explanation for the presence of the equipment
or agree with the Story Teller to provide a localised
means of acquiring the equipment. A failure to
acquire a piece of equipment in this method means
that the character cannot try to acquire the same or

similar piece of equipment until they are back at base
or gain access to a supplier.

r

For example...

Brandon decides he’d like to scan the corridor
ahead for robot guards and needs a hand
scanner. The Story Teller says there’s a chance
he has one—it’s restricted but Brandon has the
Access to Restricted Equipment stunt. He needs
to pay a Fate point and roll against Great diffi-
culty with his Resource skill since the cost of the
hand scanner is Good, modified by +1 whilst ‘in
the field’ to Great.

The difficulty level may be influenced by
circumstances. For example, if Brandon has
had to strip off to swim through the flooded air
ducts of a submerged Starship and then realises
he needs a multi-tool to repair the life support,
this will probably increase the difficulty by two
‘in the field’. It would be reasonable to assume

the character chose only a few important items
on a utility belt to bring with them.

Back at Base
(anywhere with access to resources)
During adventures or downtime, if a character gets
to a shop that sells equipment or gets access to his
own extra gear, the player can ask to try a Resources
skill roll. A success indicates he had enough funds to
make the purchase, that the equipment he wanted
was available, in store, or on hand. Failure means
the player cannot make

ON MARS, THE TRACKING BEAMS LOCKED
FAST ON THE CRIPPLED CRAFT.

MESSAGE RECEIVED
... WE HAVE
ENERGISED
LANDING BEAM
... PLEASE
SWITCH TO

another Resource Skill roll
for a period of game time
set by the Story Teller.
“Sorry Chief, delivery not till
next week”.

Equipment
Listing

The equipment list below
contains a selected set of
equipment, detailing any
bonuses the gear provides

to game play or the power
of the item, its range (if




any), the cost (shown as a difficulty to acquire it) and
any special effects or information. An asterisk next to
the cost means it is restricted and requires the Stunt
‘Access to Restricted Equipment’ to allow a Resource
roll to obtain it. Some pieces of expensive or difficult
to acquire equipment may require more than one
successful Resource skill check, representing the time,
money and effort it would take the character to get
their hands on it.

Grenades
When a character acquires grenades this means
that they have a pack of 3 except for Radiation
and Biological grenades which come in packs of 1.
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Remember, grenades are deadly and should be used
carefully within your campaign. Range is in zones.

Special Grenade Effects
Except for explosive, biological and radiation grenades
which are treated as described on page 238, the power
of the grenade is the difficulty to recover from the
effects, get out of the cloud, release yourself, escape
the cloud or get your senses together. Each round
after the round in which the character is first hit, the
character may roll their Athletics skill against the
power of the grenade to recover from the effects
of the grenade and may act on the same round
they recover.

'

Grenade Type
Biological

Power Range Cost
Fantastic 2 Fantastic*
Biological grenades cover gas, acid, toxin, nerve,
virus and other forms of nasty biological warfare
weapons. Needless to say the more horrific versions
are banned in most civilisations. They explode
covering everything in the agent or release a toxic
cloud. The power is the Athletic skill check to
reach any suitable cover such as an airtight door,
vehicle or other means of avoiding contact with an
airborne agent. Otherwise the affected character
takes a Major consequence relating to the agent. At
purchase, the character must decide what form of
agent the grenade contains (if they have a choice).
Black Cloud (smoke) Fantastic 1 Good
These emit rolling clouds of pitch black oily smoke
which quickly fills every corner. The power is the
Athletic skill check to avoid getting lost in the cloud.
Any character who falis this roll suffers from a ‘lost in
cloud and blind!’ Aspect until he can escape the cloud.
EMP Fantastic 1 Superb*
EMP grenades deliver a massive burst of energy that
puts electrical equipment such as robots or computers
out of action. They have no effect on living creatures.
The power is the Athletics skill roll needed for the
target to avoid a Major ‘stunned’ consequence. If
the target fails the skill check by 3 or the target is
stationary the consequence becomes Extreme.
Explosive Fantastic 1 Great*
These cause considerable physical damage. The
power is Athletics skill check required to avoid an
Extreme physical damage consequence (or taken out
for Extras & Minions). Success reduces Consequence

by one level per shift.

Grenade Type Power Range Cost

Snare Fantastic 1 Good
Snare grenades tangle the target in a mess of strong
sticky strands. The power is the Athletic skill check
needed to avoid a Major ‘snared’ consequence.

Sonic Fantastic 1 Good
Sonic grenades emit a high pitched burst of sound
aimed at stunning anything with audio receptions
whether biological or machine. The power is
the Athletics skill check needed to avoid a Major
‘stunned’ consequence for biological beings. For
machines it simply incurs a Major ‘Sound loss’
consequence.

Stun Fantastic 1 Good
Stun grenades can stun most biological entities
with an overload of electrical charge. The power is
the Athletics skill check needed to avoid a Major
‘stunned’ consequence.

Radiation Fantastic 2 Fantastic*

Forbidden in most civilisations, the radiation

grenade is a dirty weapon (see page 238 for

radiation effects). The power is the Athletics skill
check to get behind any suitable radiation shielding
if it is present in the same zone, or to get through

a radiation shielded door. The whole zone becomes

permanently irradiated until it can be cleaned up by

suitable means. Regardless of whether the character
reaches any form of radiation shielding, they must
then make an Endurance skill check to see if their
body is affected by the radiation that reaches them.

See page 238 for radiation shielding and the effects

of radiation. The power of the Radiation starts at

Fantastic and is reduced by shielding.
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Explosives
The use of explosives is covered in detail on page 239.
Remember that using explosives is highly dangerous
and can lead to characters being ‘taken out’ very
quickly.

r

Explosive Type Force Comp. Area Cost
Military Grade Leg. Epic 2 Epic
Home made Sup. Sup. 1 Great

Mining Explosive Fant.  Fant. 1 Superb
Improvement: Hair Trigger.
Plastic Explosive Epic Fant. 2 Fant

Improvement: Hair Trigger.

Defence
Characters can acquire armour and shields to protect
them from the many dangerous weapons in use
across the galaxy. See page 233 for details of how to
use armour and shields.

Defence Type Bonus Cost
Light Armour -1 Great
Protects against projectile weapons
Superb*
Protects against projectile weapons

Medium Armour -2

Heavy Armour -3 Fantastic*
Protects against projectile weapons

Assault Armour -3 Epic*
Protects against projectile weapons

Light Energy Shield -1 Superb
Protects against energy weapons

Medium Energy Shield -2 Fantastic*
Protects against energy weapons

Heavy Energy Shield -3 Epic*
Protects against energy weapons

Assault Energy Shield -3 Legendary*
Protects against energy weapons

* Requires stunt ‘Access to Restricted Equipment’ to

allow a resource skill roll to acquire this piece of

equipment
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Weapons & Guns

Weapons either cause extra stress damage when they

hit or incur certain special effects. Range is in zones.

Special Weapons

We've also included some examples of weapons from

Starblazer that have unusual or special effects.

Bonus Range Cost

Epic*

A more powerful version of the Photon Blaster in a
rifle form with a longer range. The Mark IV Photon
Blaster is so powerful it can fire and help the owner
target again very quickly. The Shifts generated on
an attack equate to the number of targets hit. Each
target must defend against the attack total and take
any Shifts above their defense roll in stress damage.
Legendary*
The Meson Blaster is a very powerful weapon, and
in the right hands it is one of the deadliest. If the
attacker gets a natural +5 they can choose to inflict
an automatic stun (requiring a Great difficulty
Endurance skill check to recover from) or an extreme
consequence on any scale 3 target or below.
Otherwise the Meson Blaster inflicts the Shifts
generated plus the damage bonus in stress.
Fantastic*
The photon pistol is so powerful it can fire and

help the owner target again very quickly. The Shifts
generated on an attack equate to the number of
targets hit. Each target must defend against the
attack total and take any Shifts above their defense
Special 1 Epic*

A large and powerful engineering tool which can
also be used as an assault weapon. The character
uses Weapon skill to wield the Thermic Lance. If it
hits it can burn through a barrier value equal to the
Shifts generated. Alternatively Shifts can be used

to burn through the same number of consequences
(personal, vehicle, personal or vehicle based armour

TH = Thrown Range

(Try creating more weapons with names from
the Starblazer equipment list on page 70 and
the Weapon Effects table on page 232.)

7~
Weapon Bonus Range Cost Weapon
Fists +0 o N/A Mark IV Photon Blaster +4 3
Blade +1 1TH  Mediocre
Energy knife +2 1TH  Good*
Hand gun +2 1 Good
Sword +2 0 Fair
Auto rifle +3 3 Great
SMG +3 2 Great
Energy pistol +4 1 Superb*
Sniper Rifle +4 4 Superb* Meson Blaster +6 3
HMG +5 3 Fantastic*
Rocket launcher +5 3EX  Epic*
Explosive. Treat as grenade effect on target zone.
Energy rifle +5 4 Fantastic*
Energy Sword +5 0 Fantastic*
Plasma launcher +6 4 EX  Legendary*
Treat as Military Grade explosive effect on target & zone.
Hypo Gun Special 1 Good
A gun designed to fire a liquid agent into a target Photon Pistol +2 1
such as a tranquiliser, serum, truth drug, or virus
by means of special darts. The contents of the darts
should be a Great difficulty or higher to acquire (up to
three doses) depending on the effect.
Shok Gun Special 1 Great
A powerful stun gun. If the target is hit they receive roll in stress damage.
an incapacitated Major consequence. The target Thermic Lance
must make a Great difficulty Endurance skill check
to recover.
Shok-Stik Special o Good
A powerful stun baton. A character uses the Weapon
skill to attack with the Shok-Stick. If the target is hit
they receive an incapacitated Major consequence
and must make a Great difficulty Endurance skill
check to recover. or energy shields).
Snare Gun Special 1 Great
A gun used to snare targets in sticky threads. If the EX = Explosives Range
target is hit they receive an incapacitated Major
consequence and must make a Great difficulty
Endurance skill check to escape.
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Starships time to build or to purchase and maintain. The cost
The price of a starship depends on its scale and on is the number of successful Resource skill checks to
whether it is ‘advanced’, meaning it has an expanded secure the ship (through funds, construction time or
skill pyramid allowing for more equipment. Ships requisition), with each skill check being part of the
with expanded pyramids are usually military or exper- process of obtaining the ship. Each skill check must
imental in nature. Ship types have asterisks next to be taken one day at a time and failure or successes
them if they are restricted access, requiring the Stunt recorded. If one or more skill checks fail, the characters
‘Access to Restricted Equipment’. or organisation have the option of purchasing the ship

Starships and space stations are incredibly on credit instead of paying for it outright. For each
expensive and require considerable resources and failure increase the cost of maintenance by one to

cover repayments. Each failure also indicates oneyear

ONCE OUT OF EARTH'S GRAVITATIONAL PULL, FINN

ACTIVATED THE PHOTON ENGINE. of repayments that the purchaser must make until he

owns the ship outright. After this the maintenance
cost reverts to the standard cost.

r

For example...

Brandon and Astraade lost their last ship at

the battle of Rourkes World and are once again

stuck on the ground. Brandon has a Resource
Tty e o skill of Good and decides to buy a new ship. A
Scoutship will require 3 Epic difficulty Resource
skill checks to secure, meaning Brandon will
need to get +4 or more on each of the three
dice rolls. Luckily the duo has some resources, a
Great (+4) value reward for a job well done from
a previous mission. Cashing in this resource
gives Brandon a total of +8 on his first attempt,
however he still needs to roll the dice and sighs
a relief when they come up -1 for a total of +7
meaning he has succeeded at the first check.
The next day, for the second Resource skill
check, the dice come up +2, for a total of +5.
Brandon cashes in a Fate point to add +2 to the
dice roll. On the third day he goes for the final
test. Shocked, he rolls a -4, a disaster! As it’s a
new day he can use another Fate point and this
time goes for a re-roll. The dice come up +2 for a
total of +5, 2 short of the final total needed. That
means Brandon can choose to take the ship, but
on credit. Failing one Resource difficulty means
there will be 1 year of repayments and the ships
maintenance costs becomes one level higher, to
Epic. Brandon and Astraade will have to work

hard to make the payments each month.

Private individuals can only acquire starships up to

Scale 4 Advanced covering improved and enlarged

!
|

'
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Medium freighters, gunboats and patrol ships.
Anything larger must be purchased by organisations.
The Story Teller should feel free to make exceptions

to this for the purpose of the story. For example the
players may be assigned command of a larger ship
but assume this is only temporary. Try to keep access
to large ships limited. Players in control of large and
dangerous mega-carriers quickly run out of dangerous
threats, and the fun of small scale encounters can

. ~
be diluted. (YOUR MISSION IS VITAL .. )

Maintenance failure of a maintenance Resource skill check adds
The maintenance cost is a Resource skill check that a cumulative -1 to ship skill checks. A maintenance
must be made once per month of game time to keep Resource skill check may not be repeated during a
up the repayments (in the case of credit purchases) month if it has been failed. Ship crews can pay for
and to cover the fuel, maintenance costs and docking servicing to remove these effects during a month in
facilities. If a maintenance Resource skill check fails which a maintenance check has failed, see page 362.
the ship could be repossessed (possibly starting a
short mini-adventure) and until one month has Re-possession
passed, the ship gains the aspect ‘In Disrepair’ and For each Maintenance check failed increase the period
suffers a -1 on all Skill checks. Each subsequent of repayments by one year (yes ouch!) as the lender

7~

Starship Scale  Personal Cost Personal Maintenance Org. Scale Cost Maintenance Cost

Medium(3) 3 x Epic Fantastic 5 - -
Scouts, fighters®, bombers, small freighters, shuttles.

TR ET: 4pr|c ....................... B G S - pe—— e
Scouts, fighters®, bombers*®, sm. freighters, shuttles.

['arge(4) .......... ; xLegendaryLegendary4 ...................... " xSuperb ........................... s uperb ................
Medium freighters, gunboats®, patrol ships.

['arge(4)'§" ....... A xLegendary ................. BTt — 4xSuperbSuperb ................
Medium freighters, gunboats*, patrol ships®.

Huge(5) .............................. e o - 3 xSuperbSuperb ................

Small to medium capital ships®, cruisers”, frigates®, destroyers*, large freighters,
small space stations or Squadron of 12 x Scale 3 ships.

Huge(s) § N/A N/A g 4 X Superb Superb
Small to medium capital ships®, cruisers®, frigates®, destroyers™, large freighters, small space stations
or squadron of 12 x Scale 3 advanced ships.

Enormous(6) N/A N/A

Enormous(6) § N/A N/A

wing of 3 Scale 5 advanced ships.

8 3 x Superb Superb

Large capital ships®, carriers®, battleships®, medium space stations, squadron of 12 Scale 4 ships, wing of 3 Scale 5 ships.

8 4 x Superb Superb

Large capital ships®, carriers*, battleships*, medium space stations, squadron of 12 Scale 4 advanced ships,

9 3 x Superb Superb

Large space stations, Smaller colony ships, Squadron of 12 Scale 5 ships, wing of 3 Scale 6 ships.

9 4 x Superb Superb

Large space stations, Larger colony ships, Squadron of 12 Scale 5 advanced ships, wing of 3 Scale 6 advanced ships.

§ = Advanced
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gets annoyed with the character’s inability to pay their
loan off and adds interest. If the characters fail a third
Maintenance check (not necessarily in a row), the
lender has had enough and sends a team to re-posses
the ship. The Story Teller should consider the lending
organisation (such as Smugglers or a Bank) and use an
appropriate team with skills at the organisation’s skill
levels to intercept the characters.

General Personal Equipment
There’s so much equipment being used across the
galaxy that we can only give you a guide to some of
the more popular items and how to create your own.
Use the Making Things section (page 80) for gear not
listed. Where applicable, range is in zones unless
otherwise noted.

Sensors

a
Type Bonus Range Cost
Hand Scanner +1 1 Good*

Provides a bonus of +1 to Science or Engineering
skill checks to detect heat, sound, movement,
life signs, weather, moisture and other common
elements. Characters with Science or Engineering
skills get a +2 instead of +1 bonus and can detect
more defined agents or chemical elements.
Beacon/Tracer +0 Good
This comes in two parts—beacon and tracer. The

Planetary

tracer gives direction and distance to the beacon.
If the user of the tracer does not have orbital
support in the form of a friendly ship, or access to
satellites or a space station, the Tracer can only
detect the Beacon if it’s in the same continent.
Bugs/Tracer +0 Solar System  Superb*
Requires orbital support in the form of a friendly
ship, access to satellites or space stations,
otherwise the Tracer can only pick up signals
from the bug if it’s in the same continent. The
bugs are easy to hide (requires a Fantastic
Alertness skill check to discover) and the package
comes with the Tracer and 3 bugs. The tracer can
track the bugs, listen in, view video imagery, pick
up basic sensor information (life signs, heat, etc)

and gives direction and distance to the beacon.
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Cloaking Suits

a
Type Range Cost
Personal Shroud 1 Superb*

Makes the wearer look like any other similar
shaped figure (including uniform or clothing) and
has enough power to last for 1 scene. Observers
must make a Superb difficulty Alertness check to
see through the Shroud.
Invisibility shield 1 Fantastic*
Makes the wearer invisible and has enough
energy to last for 1 scene.
Great
Covers the heat signature of the body and

Heat cloak 1

stops the wearer from being detected by
heat-sensitive sensors.

Sensor Baffle 1 Great*
Stops the wearer from being detected by Hand
Scanners and other types of basic sensors. Law
and military grade and starship security systems
must make a Superb difficulty skill check to
detect the wearer.

Holo Projector 1 Superb

Projects a humanoid size image of the wearer’s

choice within the same zone. Observers must

make a Superb difficulty Alertness check to
realise it is a hologram.

Good

Allows a character to make their face appear like

Disguise Kit 1

another’s. Observers must make a Great difficulty

Alertness skill check to discover the disguise.

The difficulty is modified by -1 if the disguise is

supposed to look like someone they know well or

work with regularly.
Silencer - Mediocre*
Silences the sound of a projectile weapon firing.
If a character is trying to use a projectile weapon
quietly then people or sensors nearby must make
a Superb difficulty Alertness skill check to hear
the sound. This is increased by one for every point
of barrier value between them and the firing
weapon. If they are in the same zone with no
barriers between them and the firing weapon

decrease the difficulty by 2.




Environment Suits

'

Cost
Good, or Average

Type
Space Survival Suit
onboard a ship

Without a space survival suit a character suffers
a consequence every turn they are exposed to
vacuum. Characters can survive in the suit for a
day of game time.

Hazardous Environment Suit Good
This provides one level of protection against
radiation and full protection against toxic and
biological agents, poisons and disease

Uniforms
(of an organisation you don't belong to)
A successful Resource skill check means you have
acquired a real uniform. Failure means you have
access to a poor copy. Observers receive a bonus to
discover the imposter equal to the amount by which
the Resource check was failed. Starting difficulty to
spot the fake is Great. Uniforms provide the same
bonus as if you belonged to the organisation.

7~
Type Cost
Non-military Great
Military standard uniform Superb
Military dress uniform Fantastic

NOW ALLIHAVE TODO IS ACTIvATE ) B9/t
MY DISTRESS BEACON AND HOPE y.
FOR THE BEST.

> D

Uniforms
(of an organisation you belong to)

r

Type Bonus Cost

Standard uniform +1 Mediocre
Provides a bonus to Rapport when dealing with
sub-ordinates

Military Dress uniform +1 Fair

For special occasions, provides a bonus to

Rapport when dealing with sub-ordinates,

members of the opposite sex and general public

up to and including your citizen level (as defined
on page 38).

Personal Transport
These are some more unusual types of personal
transport seen in Starblazer. See Vehicles in Chapter 17
for the more usual forms of transportation.

'

Cost Stress Speed
Great 1

Type
Grav Plate Average
One man anti-gravity plate that carries someone
to a height of up to 5 zones for a few miles.
Glide Chute  Good 1

One man backpack mounted gliding kits used

Average

for emergency exit from flying vehicles. Glide
chutes allow a guided landing and can be used
to transport the wearer several miles from an
airborne starting point.

Grav Pack Good
One man backpack mounted short range

Great 1

anti-grav pack that can propel the wearer up to
10 zones in height and/or several miles.

\ - -
CATCH! WE MUST
STAY TOGETHER.
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Skill Assistance Devices
These various gadgets provide a bonus to skill checks.
Rather than have endless modifiers it is assumed that
this equipment is useful in the course of a charac-
ter’s work, but occasionally makes a big difference—
enough to provide a +1 bonus to the relevant skill
check, once per scene. Effects of equipment are
cumulative, so for example an Engineer using an
Engineering PDA and a Multi-tool for a repair based
Engineering skill check will get a total bonus of +2
once per scene or two +1’s once per scene.

r
Personal Digital Assistant (PDA)

When a character purchases a PDA, they can
choose one or two uses from the following list
of skill assistance devices. The cost of a two-use
PDA equals the more expensive of the PDA’s
two functions plus one. For example you could
purchase a Science & Library PDA at just one

Resource roll check of Great (+4).

'

Type Bonus Cost
Engineering +1 Good
Engineering skill checks only

Science +1 Good
Science skill checks only

Library +1 Fair
Academic skill checks only

Military +1 Great*
Military based Leadership based skill checks only
Starship System +1 Great* / Good
Used for Starship Systems skill checks only

Medical +1 Good

Used for Medical Aid skill checks only

Multi-tool +1 Good

Used for repair based Engineering based skill checks
Translator +0 Good

The translator allows translation of common galactic
languages unknown to the players. An Academics skill
check is made vs. Good to understand a commonly
used language, and vs. Fantastic for a new language.
Failure in understanding a new language just means
the Translator is still working on deciphering the
language. A character may try again the next day

Security Bypass +1 Superb*
Bonus to Burglary to bypass security locks
Med Kit +1 Good

Add to a Science skill check for Medical Aid (page 187)
and also to provide medical attention to someone with
a Minor consequence. May only be used once per scene

ParaMed Kit +1 Superb

Add to a Science skill check for Medical Aid
(page 187) and also to provide medical attention
to someone with up to a Major consequence

Surgeon’s Kit +1 Fantastic
Add to a Science skill check for Medical Aid

(page 187) and also to provide medical attention
to someone with up to a Severe consequence
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Type Bonus Cost
Stim —2stress  Great

Pack of three stim injections that negate up to
2 physical or composure stress instantly. May
be applied as a supplementary action

Heal patch 1 Minor Good

Absorbs 1 minor consequence as long as the
wounded character does not move this turn
or next. Patch is used up when applied

Vehicle Repair Kit +1 Superb
Bonus to Engineering skill checks to repair vehicles
Equipment Repair Kit  +1 Superb
Bonus to Engineering skill checks to repair sophisticated
equipment like energy shields, robots, etc

Truth Scanner +1 Fantastic
Add to Science skill check to find out if subject is
telling the truth. Difficulty is subject’s Resolve

Mind Reader +1 Epic

Add to Science skill check to find out if subject what
subject knows. Difficulty is subject’s Resolve

Mind Controller +1 Legendary

Ad(d to Science skill check to turn a character in to a
willing slave who must obey orders exactly. Effect
lasts for one day. Difficulty is subject’s Resolve

Powerful Torch +1 Mediocre
Adds +1 to an Alertness check in dark locations
Mining Torch +1 Fair
Small fusion cutter that can cut through one point
of barrier per round or add +1 to Weapon skill
Animal Friend +1 Mediocre

A small device which emits calming rhythms
to most known animals and helps soothe their
thoughts, allowing the owner to calm them.
Adds +1 to a Rapport check to make friends
with an animal or calm an angry one




Communications

a
Type Cost
Communicator Mediocre

Long range personal communicator that can reach
any other communicator on a planet with satellite
or space stations in orbit. Otherwise limited to
reaching communicators in the same continent

Explorer's Communicator Good

Allows communication between Explorer
communicators across a planet with no
communication technology and (via a friendly
ship in system) across a solar system

Military Communicator  Great*

This is the same as the Explorer’s Communicator
unit but uses a coded signal which requires

a Legendary difficulty check using Starship
Advanced Sensors to intercept and decode

> > > > >

Other General Equipment
During character creation players can choose items
with a Mediocre cost. You’ll see we’ve included only a
handful of items with Mediocre in this and other lists.
There’s a reason for that—they’re ‘mediocre” and not
very important to the story.

Equipment in Starblazer is there to make a
difference, not to take up space on your character
sheet. Let players come up with standard items during
character creation or when they’re out shopping,
perhaps using this list to inspire them. Generally it
should be things that most people could buy easily or
might already own. The Story Teller’s decision is final
on whether an item really is mediocre or should be
assigned a cost.

Cost
Mediocre

Type
Plasti-Rope
Strong rope made of advanced micro fibres that can
carry heavy loads (up to a Scale 3 load). It comes coiled
inside a small device and can be withdrawn using

a simple button. The end of the rope is marginally
intelligent—at the press of a button, it can untie itself
from a remote point to allow the user to recall the rope

Survival Kit Mediocre

Covers most environments and contains water filters,
medical kit, emergency rations, heater, micro fibre
survival blanket, emergency beacon (see Beacon/
Tracer above) and other basic survival necessities
for 4 people for 1 week, or 1 person for 4 weeks

Plasti-Cuffs Mediocre*

Special plastic hand-cuffs which wrap themselves
around target’s limbs — either hands or feet. Target
must be under control to attach to their limbs.
Requires an Epic Might skill check to break free

Hot Evening wear Superb

If you're planning on attending the governor’s ball,

a galactic premier or other major media event then
you better be wearing something hot. Whether it’s
the latest designer dress or wild menswear this will
ensure you get your share of paparazzi attention.
Now you just need a few members of the opposite
sex dripping off your arm. Wearing one of these

adds +1 to a social based Rapport skill check once per
scene as long as it is at a high class (social level 2 and
below, page 38 in Character creation) social event

Cost
Good

If you want to look cool for members of the opposite
sex, fit in to the right scene or gang then you better
be wearing the right threads. Getting a cool set of
streetwear puts you in the right shoes, the right
clothes, the right colours and the right graphics for
today. This gives a +1 to social based Rapport skill
checks with a specific type of young street crowd
such as new wave rave punks, beach pop kids, moon
surfer jocks, astrowave darlings, nerdcores, myface
geeks — all of which change year in, year out.

Type
Cool streetwear

Impressive suit Great

Hot shot business tycoons look the part by wearing
the latest designer suit. Whether it’s a feminine

or masculine piece, it’s sure to make an impact.
Wearing one of these adds +1 to a business

based Rapport skill check once per scene

Good

In the future, any kind of outfit is possible, so it’s no
surprise there’s some pretty silly ones out there. But

it’s true, weird aliens with odd powers reading Earth
comics seem to think it’s funny running around in

tight fitting brightly coloured suits or bizarre fantasy
costumes shouting out ‘kazam’, ‘avast!’, bif!’ or ‘kapow!’
in really bad accents. Not that the earth kids needed any
encouragement, it’s just now it seems fairly acceptable
to be wearing some kind of third rated fantasy or sci-fi
tv show costume cast outs. Wearing an outfit like this
reduces social based Rapport skill checks by 2 with
members of your own species but increases them by 2
with members of alien species who think you're ‘kew!’

Costume outfit
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Equipment From Starblazer
Here’s a whole list of equipment and gadgets right out
of the pages of Starblazer, along with a little flavour
text in places. As a guide to using these in your game
assume that a gadget should either give a basic ability
within a set circumstance, like survive in a vacuum or
see in the dark or provide a plus one to a skill check
once per scene.

If you are lucky enough to own any of the original
Starblazer issues and find a cool piece of equipment
not listed here in one of them, and would like to
include it in your game, the actual usage should
be determined by the Story Teller using the issues
original story line as a guide (assuming the Story
Teller agrees to the equipment in the first place).

There follows a simple method for estimating
the cost of any piece of equipment or for items the
characters suddenly feel a need to acquire.

If the equipment desired is commonly available
and the character is likely to be carrying it, just allow
them to have it! However if it's commonly available
but not something they would usually be carrying
treat its cost as Mediocre. If it's not commonly
available, either compare it to something similar in
one of the lists included in this chapter, or use the
following guide.

Start with a basic cost of Mediocre and add
or subtract the following to find the final cost, or
Resource skill roll required:
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e Isit related to your career? No? +1 cost

e s it related to a skill you have? No? +1 cost
e Isitrelated to an Aspect or Stunt? Yes? -1 cost
e st restricted equipment? Yes? +2 cost
e Isit used by a specialist? Yes? +2 cost
e s it bigger than a person? Yes? +1 cost
e Isit bigger than a truck? Yes? +1 cost
e s it bigger than a building? Yes? +1 cost
e Isit bigger than a Scale 3 Starship? Yes? +2
cost and requires 2 x successful Resource
skill checks
For items larger than this the Story Teller is
encouraged to consider the cost compared to those of
Starships.
The Story Teller may alter these due to circum-
stances or whim!

Item List

Absorbapods
thrown objects that absorb energy from a target, good
for disabling robots, characters or aliens with special
powers

Akorian blaster

Alloy Balloons
huge balloons towed behind tugs, the ideal means to
transport volatile gases

Andromorphing chamber

Anti Matter Flare
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The Aquatrain

Arches
built by the Midas club on major planets, in reality were
matter receivers for the Kliphoth invasion

Athanatine
drug that can be used to extend life

Auto lock lasers

Autokey
a Fighting Scientist’s device used to automatically
unlock primitive doors

Automated contract killer messenger system
key in 4039 and your target details, and money is
debited from your account.

Autoregister
public information terminal

Bargez armoured vehicle
about the height of a two story house; uses a
combination track/wheel chassis. Top of vehicle houses
a prominent turret and cannon which is a thermal lance
(flamethrower)

Bargez tanks

Battle tanks

Bio sensor
can detect life forms within 25 metres.

Blast rifle
Boomers (sonic mines)
Centauri citycrusher
Cephlatron
device capable of taking the knowledge from someone’s
mind and leaving them a vegetable
Chemical Reaction handgun
Citus destabilisier missile
vibrates a target to pieces
Clone burst
produces many holographic copies of the user, an ideal
decoy
Cobra adrenalin injector
Cobra tracking gear
Comms dish
Computer directed laser system defence
Conkuss Phaser
a stun baton
Corrodex
highly corrosive liquid
Cryo tablets
a form of medical treatment. Designed to freeze a
patient’s body for treatment while his mind remains
active, they were used as ad-hoc weapons by the
Suicide squad. Requires the use of a protective helmet
by those using them so they do not get affected
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Cryogenic pods
Crystalliser weapon
turns all the liquid in biological bodies into glasslike
crystal
Cyber interface suit
includes pocket mainframe
The De-Corticator
a device used to makes aggressive convicts docile
The Destabilisor
a weapon that destabilises the molecular structure of its
target. Mounted on the Rigel Express and invented by
Gunner Gee
Desproxatril (most corrosive liquid in the universe)
Dicarbonate surgical replacement skull
Hardest substance in the galaxy, and part of Frank
Carter’s replacement surgery
Dilonium
valuable mineral used to power the next generation of
gravity motors; extremely rare
Door cutter
The Dream Machine
extracts memories and thoughts and can also help in
the creation of a robotic clone
Dreamdust
highly addictive narcotic
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Duranium-525
valuable mineral

Earth mover

Electron Pistol
personal sidearm

Energy cannon

Energy Cuffs
energy beam based handcuffs used by Tara guards on
the prison ship Negril

Energy Net
a form of non-lethal weapon which will hold a target
in place

Exo skeleton

Firefly Grenades
issued to Galac Squad commandoes, these mobile
grenades home in on light

Fisson repressor

Flaying land vehicle

Flivver
helicopter style vehicle

Fogger
a form of smoke grenade

Force Field Shell
a personal device invented by Hadron Halley; protects
the wearer from adverse effects of situations like a
spaceship crash



Forceshield
Gamchak
an electrically charged framework used to restrain
animals
Giant particle beamer
Globules able to down a Starship by increasing its
weight
Grav cart
Grav sled
Gravitator
a device that creates an opposite gravity field
Gravity focus belt
Fi-Sci invention allowing teleportation
Gravity neutralisers
Gravshutes
a form of parachute using anti gravity technology
designed to bring its user to the surface of a planet
smoothly
Gun barge
Hand Held Particle Beam
Hologra-Image
a holographic decoy meant to fool enemies
Holograms
Hover tractor
Hoverbike
Hovspotter
small lightly armoured hover vehicle used by the
Bargez, commandeered by Gee to help lead a
prison break out
Hydrogen bolts
weapon capable of freezing an enemy
Illusion Suit
projects short term disguise
Implosion grenade
Jet Belt
Mind Lord device that allows the user to hover
Jet pack
Jitter Bomb
self steering defensive weapon on Planet Tamers sled
Kayn’s Glasses
Kayn’s new glasses provided by Pop Perz; they allow him
to see in infra red, and also have an x-ray function
Kayn’s Comp
Kayn’s household computer, able to have its memory
module transferred to Kayns ship
Kinetronic Beam projector
weapon that was to have armed a defence post
Landing capsule
Laser axe
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Laser barbed wire

Laser booster

Laser cannon ground weapon

Laser Harness
mounted on Bo Kretch’s vehicle, it is a projectile weapon
capable of grabbing hold of someone and imprisoning
them.

Laser knife

Laser Lance

Laser miner

Laserpoon
a spaceborne harpoon

Las-Shield

Lattice laser rope
a laser ‘fence’ set up as a net

Laz Sword
energised melee weapon
Lectrolok ray used to disable circuitry
Life line gun
Lifeboat (Starship)
Limpet Thermocharge
basically a high powered limpet mine
M52 nerve poison
100% fatal to human life
Magna Paralyser
short range weapon which
enfolds its victim in an ) _
immobilising paralysing LIGHT APPEARED AHEAD ...
field of energy - o #
Magna Ray
sophisticated
Tractor beam

i
—— | | .
pa . /.’/I P

NETHER WORLD ILLUMINATIONS ...
LIT BY JUICE TAPPED FROM THE
POWER STATION UP ABOVE.. .. TIME
. FOR THE SHADES. ,x ’
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Magnetic climbing clamps

Magnon blaster rifle

Magnotron-B
a valuable mineral

Maladium
rare metal forbidden outside of Thalia. Beautiful and
deadly melee weapons are made from it

Mark 6b Mesom blaster

Mark 9 Energy Pistol
powerful firearm used by Franky Nova

Mark IV Photon blaster
rifle-style weapon; computer assisted aiming makes it
possible to quickly kill multiple opponents

Matter Condensor
used on Mynos prison planet. It can effectively shrink
a cargo to a fraction of its normal size enabling a small
freighter to carry much more. On planet Tara the process
is reversed.

Matter Converter
when linked with a blaster cartridge it was used to
destroy the Slaughter Mek

Matter transmitter energy beams
teleports star freighters from station to station

Matter transmitter
‘transporter’ that has only been tested with androids,
not living matter

PREPARE THE LASER
ANTI-GRAVITY NET.)

Mesmer Bomb
grenade style weapon which paralyses the central
nervous system
Meson Blaster
non regulation weapon
Metabolic Decelerator
grenade style weapon that slows the metabolic rate of
its to a minimum
Mind Control helmets
developed by the Mind Lords
Miniwelder
a tool that can be easily concealed and used as an
improvised weapon
The Molfaan
an alien artefact supposedly filled with a race’s entire
knowledge that a Dyadassi can bond with
Momentum battery
Needlebeam
police issue laser weapon; has a kill setting and one that
affects the target’s central nervous system; the ‘stun’
setting takes longer to work
Nervo Stun
weapon that can paralyse the central nervous system
Neutraliser
a gadget belonging to Varley that defeated a security
system of alarm beams at a waterfall.

vy




JUBAL MCKAY HAD BUILT-IN WEAPONRY, RADIO AND TRACKING FACILITIES, ﬂ
THE ABILITY TO SEAL THE MOUTH AND NOSTRILS AND BREATHE
COMPRESSED AIR FROM INTERNAL TANKS—ENABLING TOTALLY FREE

MOVEMENT IN SPACE . .. "

NOW | NEED JUST ONE MORE
THING TO BE COMPLETE. ]

i \.- F

L.
Neutron beamer in Nightraider’s arm
Octo-Restrainer

a police ‘web gun’ used to catch and restrain criminals
P30M-90

extremely potent truth drug
P47 Temporal Warper

A device that can temporarily alter the molecular

structure of an area
Pain Stick

portable weapon capable of inflicting great pain
Paraglider

a form of combination parachute/hang glider
Pentathax

truth drug
Permaflex body armour

worn by Frank Carter
Permflex body armour

allows the wearer to take a direct shot to the chest and

survive
Personal Energy shield

protects the wearer from blows
Phaser

personal sidearm of the admiral of the Free Spacers
Photon Blaster

short range weapon built into Planet Tamer’s arm
Photon tank

tank with nuclear torpedoes

THERE 1S ALSO A SOCKET IN
THE ARM TO ENABLE YOU .
TO PLUG INTO, AND TO
REMOTELY CONTROL MOST
STANDARD TYPES OF
- COMPUTER.

Photonascender

gun style device that fires a grapple hook and net
enabling people to climb

Planet Tamer’s sled
powerful solo space bike packed with weapons and
gadgets. Owned by legendary mercenary Planet Tamer

Plasma Cannon

Plasma Gel
substance capable of blocking jet packs

Plas-zookas

Pods
Bargez atmospheric patrol fighters

Police Issue Photon pistol
standard police sidearm. Its design, substantial size
as well as its destructive power make it well known to
criminals

Police Riot control vehicle
Lightly armed wheeled scout vehicle

Porgan robo tracker

Power armour
exoskeleton power armour

Presley’s walking stick
Conceals a weapon that fires a sliver of dry ice that
melts upon contact with the victim; it leaves no trace
of the wound or what caused it. Also concealed in an
otherwise standard item

Protector personal shield

[Chapter 5: Equipment & Gadgets]>



&l <

Proton charges
explosives with neutron detonators

Radar Guided Thermowave
a Fi-Sci weapon which locks onto its target and
only detonates at a particular range; in the case of
Tarb’s defences, it penetrated the palace walls before
destroying the defence generator

Reflective armour

Reflector
a dish-like defensive/offensive weapon; amplifies and
reflects enemy fire

Reproductor
a holographic device used to produce hologram replicas
of items as large as starships

Retinal Laser

Riot Quell dart
a tranquiliser dart

Robot detector

Robotic tug

Sabun Gas bomb
deadly nerve gas grenade

Sand Dweller weapon
sonic based

Scout Drone
a part of a Warwagon, it is essentially a UAV disguised
as a local lifeform so as not to attract attention. Capable
of voice communication with the vehicle

Scout hopper

Sensor shrouds

Shiver-Stick
vibration based weapon shaped like a hockey stick.
Contact causes instant death

Shok-Stick
blunt weapon built to stun targets but carries enough
electricity to kill

Siege Stunner
Vehicle mounted weapon that fires a sound based
projectile that can knock people unconscious

Slammer
nuclear powered thermic drill; beam can be wide
enough to span a city

Slaughter Mek

Slave Collar
contains a means for Kretch to use variable pain
settings to punish those who disobey him

Sled

Small flyer
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SMART (Sensor Motion and Reactive Targeting) missile
capable of dodging anti-missile countermeasures

Soft Ray
one of the Planet Tamer’s devices; changes the
composition of materials. In the case of the Aquatrain
enabled him to enter the train without affecting the
integrity of its hull

Sonic Beamer
medium sized weapon

Sonic grenade
sound based weapon which can also be fatal

Sonic Grenades

Sonic sabre

Sonic Scrambler
sound based weapon

Space bug

Space sled

Spaceport recorder
logs and videographs every visitor so it is easy to check
whether someone has visited recently

Spacescooter

Spearguns
Operated by compressed gas

Spoke bombs
droppable space born bombs

Spyder robot guard

Starship Sanction device
ship mounted device capable of destroying all life on
a planet

Starship “Crippler”
a ranged weapon which can knock out a ship’s
power unit

Starship DSM-6 AKA Destroyer Speedmissile mark 6
A weapon typically carried on larger Terran craft

Starship Electro Missiles
releases Neutron rays which kill the crew of a ship
but leave the ship intact

Starship electron web

Starship Energy flares
able to disable a Starship

Starship fissile beam

Starship fission cannon

Starship Heat-Seeking Warp Torpedo
anti ship weapon

Starship irradiation beam

Starship laser battery

Starship Magnetron
ship mounted force field that pushes away asteroids



Starship magnon beam

Starship Micro-moonsplitter
weapon that can shatter asteroids and small planetary
bodies

Starship Neuroweb
navigation system

Starship neutron bomb

Starship Neutron Warheads
highly explosive missiles

Starship Nimbus Cloud
Leonotus’s weapon that deflects an attacker’s energy
back at itself; also makes his ship immune to the Cirrus
beam used so effectively on the palace

Starship Omega Computer
onboard the ship that Alta captured, it enabled him to
navigate a quick course to Weaponworld and to bypass
the force field

Starship phaser cannon

Starship plasma bombs
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Starship plasma cannon

Starship plasma mines

Starship plasma ray

Starship Plasma torpedoes

Starship proton bombs

Starship Proton torpedoes
highly dangerous and destructive space to ground and
space to space weapons. More useful against large
capital ships, bases or fixed ground targets

Starship psionic bomb

Starship pulsar cannon

Starship Rime Ray
weapon which freezes the target; mounted on top line
UPO ships

Starship robot torpedoes

Starship scatter beam

Starship Spacecannon Platforms
huge asteroids made from multiple asteroids fused
together. Each is armed with massive weapons and the
power of half a Shabot fleet group

THE SONIC SABRE WAS A WEAPON OF AXEL'S OWN DESIGN. IT HAD A GENERATOR
BUILT INTO ITS HANDLE WHICH PRODUCED A CONTROLLED AREA OF SONIC AN
V!BRATION 17 COULD SI.ICE THROUGH ANY KNOWN MATERIAL \

-
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Starship Starwinder Missiles
anti ship missiles carried on board the Braddock and
other similar Galac Squad ships

Starship Temporal Phase Disruptor
Ranged weapon which literally freezes its target in
time; capable of being used on targets as large as a
space station

Starship Vega Phaser

Starship Warp Cannon

Starship Warp Torpedo
anti ship weapon on the Planet Tamer’s sled

Starship Weapons satellite

Sunburst Bomb
extremely bright form of Flash/bang style weapon

Synthiskin
synthetic skin used in bionic augmentations

Syran Ornocraft
ancient winged starcraft of the Syran race

Syran suspended animation pods

Thermal knife

Thermal Missile
mounted on moloks fighter; heat based weapon

Thermite device
Fire bomb

Thermo nuclear disintegrator

Thermon Bomb

Trans-Mat
a means of sending items
through a teleporter style
device. A built in failsafe
allegedly stops a unit from

receiving if the sender unit
is not calibrated properly
Transpex
window material
on Kayn’s 30th floor
apartment, meant to be
unbreakable
Transport bubble
Tranuranic Core
Deltan’s core is a thousand
times more valuable than
gold
Traven’s suit
holds his anti-energy form
together
Troop Transporter
Truth meter
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A THEHMlC LANCE, MISTER KAYN.
USEFUL FOR DISPOSING OF
UNWANTED ELECTRONIC tTEMS

Truth Sensors
LEO ‘Law Enforcement Officer’ lie detectors, though
according to Frank Carter they take too long to work
Trynithian
a slow acting poison
Ultrasonic sound generator
a device that emits a high pitched tone. Affects animals
and also Carter’s ears due to his high audio sensitivity
Varlock blaster
Vortex Ray
a weapon that can pull its victims apart
Wave Amplifier
device that Shade invented to enable communication
with the Starhammer asteroids.
Wide beamer gun
Wrist vis-phone
With some engineering creativity can create a nerve
torturing blast of sonic vibrations
Ziegler’s Flyer
armed with a self defence laser cannon
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Services
Access to Skills
There are plenty of experts out there ready to sell é
their services for those willing to pay. This is useful Aid Required Cost
if the characters would like to consult with a top Restoring character Fantastic
academic consultant, researcher, scientist or another from Extreme
highly skilled individual when they do not have any consequence to full
suitable contacts. health in a month
The cost of hiring the specialist for a defined project Restoring character Great
is a Resource skill check with the difficulty being the from Severe conse-
desired skill level of the support. If the skill check quence to full
fails the characters do not find the right person in health in a week
that location and must try elsewhere. Success on the Restoring character Fair
Resource skill check allows the characters to make one from Major conse-
skill check with the hired skill, which the characters quence to full
may use Fate points to improve as usual. A failure health in a day
means the expert is unable to help them. Restoring character Mediocre
from Minor conse-
Medical Aid quence to full
If characters need to get healing fast they can visit health in an hour
a medical facility. The facility the players attend for Curing Disease or the power of the disease
healing must have a skill level at the same level of the poison or poison is the cost

cost of the medical aid required.
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Transport devices. Of course, they're also capable of causing
Here’s the cost of public transport per person to otherwise innocuous devices to explode messily!
various distances. Increase the cost by +3 if you want Rather than using the Resources skill to buy items,
private transport, one way. they retreat into their workshops and use the tools

and materials they have there to invent and build

é those items using the Engineering skill.

Cost Distance Building something from scratch is based off a
Average  Anywhere within the current system difficulty equal to the cost of the item in question
Fair Any neighbouring star system (page 58). For example, building an Energy Pistol (+4)
Good Several star systems away from scratch has a Superb difficulty, due to the gun’s
Great Halfway across the current galaxy Superb cost. It also requires appropriate tools, supplies
Superb Anywhere in the current galaxy and time. Tools and supplies are measured by the
Fantastic  Any neighbouring galaxy quality of the engineer’s workshop, which must be at
Epic Up to several galaxies away least as high as the item’s quality (which is equal to
Legendary Any point in the known Universe the cost). To build an Energy Pistol (Superb cost and,
thus, Superb item quality), the character must have

a Superb or better workshop. If an item is restricted

Gadgetry it means the parts are likely to be restricted as well.
The character should have either access via a career to
Making Things a supplier or an Aspect which would give a plausible
Space opera is the realm of fantastic gadgets and reason why he would have access to the parts or raw
science that finds new and inventive ways to solve materials required.
problems. In Starblazer Adventures, Engineers are Building something is time consuming, taking at
capable of improving or customizing all manner of least a day per level of item quality over Mediocre

77 THREE MONTHS LATER, IN THE WORKSHOP OF A ROCKETSHIP BUILDER ON TOTH

THERE SHE IS, SIR—JUST WHAT YOU ORDERED. THE S
MOST SOPHISTICATED SPACE SLED EVER BUILT. SHE'S ¥
GOT WARP CANNON, AUTO-LOCK LASERS, AND ON-

BOARD COMPUTER. .. '

d A\.

_ AND THE WHOLE THING CAN J\®
BE REMOTELY CONTROLLED VIA MY
- COMPUTER PLUG-IN SOCKET.
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(minimum of one day), so it’s assumed that characters
will only be building things that they can’t buy or
acquire otherwise. More often, it's assumed they will
skip the time to build the base item, and instead

start with something that already exists and then
improve it.

Improving Things
Engineers can tinker to improve or change the
workings of any device. There is an array of possible
improvements, which include:

Additional Capability
The device can now do something else of roughly the
same scale. A car might also be able to be a boat, for
example, or a gun might be able to shoot a grappling
hook. Alternately, it may be able to do something
normal but do it exceptionally well.

Alternate Usage [1]
The device allows skills to be used differently. For
example, a ghost detector might allow a Scientist to use
Science rather than Mysteries for the Sixth Sense effect.

Armed
Adds guns or blades to a device that would not
normally have them, allowing its use with the Guns
or Weapons skill. Each Armed improvement adds +1 to
stress damage on a successful hit.

Armoured
A device may be given a point of armor, meaning that
any time it is hit the armour absorbs the first point of
stress damage. Can only be purchased a maximum of
three times.

Alien Technology [2]
Requires “Weird Science” stunt or co-inventor. The
device can include an alien technological advance that
provides an unusual effect such as being a machine —
organic fusion or being a sentient device.

Magic Tech
Requires “Mad Science” stunt or co-inventor. Not just
alien, this is so advanced it seems like magic.

Al Control
The device has some manner of Al control or autopilot
and is able to act independently in a very limited
fashion.

Conscious
Like independent, but the device is capable of basic
reasoning, and can interpret simple commands.

Hair Trigger
This is mostly only applicable to explosives. A bomb
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with a hair trigger has no delay — it blows up as soon as
it’s thrown. The bad news is that Hair Triggers can be a
bit tricky, and there’s a chance of it blowing up in your
hand. Failing the throw means that it explodes at the
thrower’s feet! Also, if a character carrying a hair trigger
device takes any physical stress or consequences, he
must roll the dice, and on a minus number, it explodes.

Miniaturization
Something that’s not normally portable can now fit in a
large set of luggage, while something merely large can
now fit in a wristwatch.

Maximization
The inverse of miniaturization: Sometimes you just
need something to be BIG! This improvement is used
to alter an item for circumstances when size will truly
matter, such as a weapon that can't possibly damage
its intended mega-monster target without being very
large, or a car that’s actually house-sized and able to
transport a huge number of passengers. This effectively
allows the object to interact with objects up to 3 scales
larger rather than just two.

Craftsmanship
The device gives a +1 bonus to any effort using it
(usually only to one skill, if the device supports the use
of multiple skills). This improvement may not be taken
more than once per affected skill.

Rugged
The device has 2 extra boxes of stress capacity over the
default. May be taken multiple times.

Special Effect
A device may now operate on different principles. The
game benefit of this will depend highly on the specifics.

Upgrade
A specific improvement, granting a +2 bonus to some
fairly specific use for the thing. A vehicle, for example,
might get a +2 to manoeuvre actions in a swamp or a
+2 on a highway.

To improve an item (rather than create it from scratch),
start with the base difficulty to create the device based
on the item’s Difficulty to Acquire, as before.

Next, determine how many improvements you
want to make. Each improvement increases the
difficulty (and required workshop quality) by one.

Each improvement takes approximately 8 hours to
implement.

If the player is willing to increase total time to
improve the item by one increment on the time table
(page 237), he gains a +1 bonus to the roll; increasing
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it again results in a +2 bonus, and so forth. This bonus
doesn’t reduce the requirements for the workshop,
however; that’s still based on the quality of the item
(and thus the difficulty target). The player may also
reduce the time spent; if less total time is spent
improving the item, each step faster on the time table
imposes a -1 penalty to the roll. Failure on the roll is
subject to the rules for “taking your time” (page 238)
in order to retroactively succeed.

Personal Things

Characters are able to buy personal gadgets as stunts
(see Chapter 8). Gadgets bought this way generally
start from a baseline item of any sort, with three
improvements applied. Cost factors are set aside since
the gadget is getting “paid for” in terms of stunts.
Alternately, the player can take multiple devices and
spread those three improvements among them. The
Story Teller and player may work together to create
new improvements that fit the concept of the gadget.

Personal gadgets can be taken away, destroyed
or lost over the course of an adventure unless the
character also has an Aspect for the gadget. However,
the Story Teller should assume that the character
recovers or replaces the device between adventures.
If the character has an Aspect for the gadget, the Story
Teller may, at his discretion, allow the player to invoke
the gadget’s Aspect to make a declaration that he’s
recovered the device fortuitously during the course
of play. Gadgets that are tied to Aspects in this way
become central to the character’s story and, as such,
should never be taken away from the character for
too long.

Personal gadgets can use improvements which
require weird science. If the player does not have

SYSTEMS MISFUNCTION — ALL

MOTIVE UNITS SHUTTING DOWN
4 TILL FOREIGN SUBSTANCE CAN BE

EXPELLED...

NO! NO! | BUILT YOU!
STAY ON LINE! STAY ON
LINE!

the Weird Science stunt, he must apply “Uses Weird
Science” (at the cost of one improvement) before
applying the weird improvements themselves (so a
device may have two weird improvements for a total
cost of three improvements).

Personal gadgets can also use improvements which
require mad science, subject to much stronger Story
Teller scrutiny. If the player does not have the Mad
Science stunt, he must apply “Uses Mad Science” (at
the cost of two improvements) before applying mad
science improvements.

Universal Gadgets
Characters can also take unspecified gadgets as stunts.
This is useful for characters who are likely to carry
around a variety of gadgets and need to pull out just
the right thing for the occasion. These sorts of gadgets
are called universal gadgets.

When a character begins an adventure, his gadget
doesn’t need to be defined. Instead, at the point
where he decides he needs it, he reveals the device,
which can have two improvements. If a character has
multiple stunts, they can combine them to make one
gadget with many improvements. Once the character
has declared the gadget, he has it for the rest of the
adventure.

If the character wishes to introduce something
a little more dramatic, he may instead introduce a
wonderful toy.

Wonderful Toys — Gadgets as Effects

Sometimes a gadget is a “fast forward” button that,
when used, effectively allows the characters to skip to
the end of a scene, perhaps by being exactly the right
thing to get past a lock, or releasing gas at just the
right time to incapacitate the guards.

Instead of pulling out a device with
improvements, an unspecified gadget
can be used for a specific effect, which
is usually enough to simply bypass any
challenge, or at least radically redefine
it. This is a one-shot effect, trading off a
more potent effect for being able to use
it only once. These effects are always
subject to Story Teller veto.

Buying Gadgets Outright
While the difficulty of acquiring normal
items can be found elsewhere (see



page 58), sometimes a particularly rich individual is
interested in purchasing something a little bit more
custom for himself. Buying an item with upgrades
requires two things: finding someone willing to sell,
and shelling out the cash.

The difficulty for finding a seller is a Contacting
contest with a difficulty equal to the difficulty of
improving the item. This will take one day, +1 day per
upgrade. Shifts generated on the Contacting roll may
be spent to reduce the timeframe as usual (four shifts
make it just half an hour).

Once a seller has been found, the base price of
the item is equal to the cost of the base item, +2
per upgrade.

Artefacts

Artefacts are devices that work on different principals
than traditional science. Artefacts use many of the
same rules as gadgets, but with a few exceptions.
Visually, artefacts are rarely subtle — they are covered
in arcane runes or alien sygils, and their use is
definitely likely to raise eyebrows.

Making and Improving Artefacts
The base quality of an artefact is at least Good,
reflecting the strange and curious materials such
things must be made from. An artefact may be
upgraded with many of the same upgrades as
gadgets, excepting futurization or hair trigger.
That said, there are a small number of upgrades
that are only available for artefacts:

Arcane
This does not actually do anything, except it makes
whatever else the artefact does into a magical effect.
There are situations where this will be quite useful, such
as when the Story Teller throws in some aliens who
can’t be permanently killed without special powers.

Blessed
The Story Teller should consider what restrictions he
puts on this — an artificer should also be a holy man of
some sort, like a priest. This is very much like the Arcane
modifier, except the things that respond to it (such as
unholy creatures) may be a little different.

Alien
The artefact is built using alien weird science, and works
on perhaps wildly different principles. Whilst the effect
is pretty much the same, this may be enough to bypass
a target’s invulnerability.
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An artefact can use effects that would normally
require Weird Science without an appropriate stunt,
but it means that there is a potential complication. It
may mean that Elder Things are tied into it, or it may
have bizarre side effects. For example, the artefact
version of “conscious” might mean the artefact has

a quirky personality, or it might have the potential
to become truly self aware and a danger to all those
around it.

Conscious Artefacts

Particularly powerful ancient artefacts or those from
even more advanced civilisations may have artificial
intelligence or very bizarre powers. They could appear
to be ‘magic’ when they are used by their owner.
Many artifacts have a “personality” that has an effect
on the owner over time, for better or worse.

Consider giving these artefacts a couple of Aspects
describing their attitude and effect on those who use
the equipment. Using this you can model artefacts
that might be cursed. For example the Demon Sword
is prophesied to lead it’s bearer to ultimate victory
but they are also cursed to die by the sword. What
might be an ‘evil’ alien ship could give all the crew the
Aspect ‘aggressive’. This Aspect can then be compelled
by the Story Teller, encouraging and rewarding the
players for acting out the effect of the artefact on their
characters.

Personal Artefacts & Rare Artefacts

Personal artefacts (page 175) function pretty much the
same way as personal gadgets, and effectively use the
same rules. However, artefacts can use weird science
or mad science improvements without an appropriate
stunt (and without the additional cost that’s applied to
gadgets), but such effects are subject to complications
(see above).

Multiple personal artefact stunts can’t be combined
into the same artefact — for that, you need a rare
artefact. Rare artefacts work like universal gadgets,
in that they can be defined on the fly, but they have
three improvements instead of two and a guarantee
that they fall under the “potential complication” effect
from above. This is reinforced by the idea that, when
the character reveals a rare artefact, he may take a
temporary Aspect to represent the complication (see
the Rare Artefact stunt on page 176 for more).
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Aspects
Characters have a set of attributes called Aspects.
Aspects cover a wide range of elements and should
collectively paint a picture of who the character is,
what he’s connected to, and what’s important to him
(in contrast to the “what can he do” of Skills).
Aspects can be relationships, beliefs, catchphrases,
quotes, descriptors, items or pretty much anything
else that describes the character. Some possible
Aspects are shown here.

r

Sample Aspects
e  Quick Witted
e Sucker For A Pretty Face
e Survivor Of The Mary Lee Crash
e Star Of The Long Running Super
Family TV Show
e Stubborn As A Centaurian Bull
e  Girl In Every Starport
e You'll Never Take Me Alive!
e Born With A Silver Spoon
e First On The Scene
e Big Man In Town
e Honest Joe

e Scottish Engineer

For more examples see the Aspects list starting on
page 89. An Aspect can be used to give you a bonus
when it applies to a situation. Doing this requires
spending a Fate point (see Chapter 9g). In this capacity,
called invoking an Aspect, it makes the character
better at whatever it is he’s doing, because the Aspect
in some way applies to the situation (such as ‘Heart-
throb’ when trying to charm a girl).

An Aspect can also allow you to gain more Fate
points, by bringing complications and troubling
circumstances into the character’s life. Whenever you
end up in a situation where your Aspect could cause
you trouble (such as ‘Stubborn’ when trying to be
diplomatic), you can mention it to the Story Teller in
the same way you mention an Aspect that might help
you. Alternatively, the Story Teller may initiate this
event if one of your Aspects seems particularly apt. In
either of these two cases, this is called compelling an
Aspect, the effect of which is to limit your character’s
choices in some way. If the Story Teller initiates or
agrees to compel the Aspect, you may get one or more
Fate points, depending on how it plays out.
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Picking Character Aspects
More than anything else, Aspects are a player’s most
explicit way of telling the Story Teller, “This is the
stuff | want to see in the game”. If the player picks an
Aspect like ‘Death-Defying’, then he should be able to
fully expect that the Story Teller will put him in death-
defying situations. Story Tellers should want players
to use their Aspects; players should pick the ones they
want to use, and Story Tellers should encourage them
to choose Aspects that will be both interesting and
useful.

Once a player decides on an idea for an Aspect, he
needs to figure out what Aspect name best describes
what he intends; there are usually many possible
names for a desired Aspect, which can make this
choice somewhat difficult. However, most of the time,
an Aspect is going to be a phrase, a person or a prop.

A phrase can be anything from a descriptive phrase
(‘Strong As An Ox’) to a simple descriptor (‘Strong’),
or even a literal quote (‘No One Is Stronger Than A
Mandroid!’). Phrase Aspects come into play based
on how well the situation matches them; a colourful
phrase adds a lot of flavour and innately suggests
several different ways to use it. This potentially makes
phrase Aspects some of the most flexible Aspects in
the game.

A person can be anyone important to the character.
A friend, an enemy, a family member, a sidekick, a
mentor — as long as someone matters to the character,
he makes an appropriate Aspect. A person Aspect is
most easily used when that person is in the scene
with the character, but the Aspect can come up in
other ways, depending upon the person’s history
and relationship with the character. For example, if
a character has his mentor as an Aspect, that Aspect
might be useful for things his mentor would have
instructed him on.

Props are things, places or even ideas — anything
external to the character that isn’t a person. A prop
can be useful if it's something the character has with
him, or if it's the crux of a conflict, but it may also
imply things about the character, or even be useful in
its absence (if only | had my ‘Trusty Toolbox’!).

These three categories of Aspects aren’t hard and
fast. An Aspect like ‘Captain Carter Needs Us Now!” has
elements of both a phrase and a person, and that’s
just fine. We've just provided these categories to help
provide a way to think about how to frame Aspects.
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Why would | want a bad Aspect?
You may have noticed that a number of the Aspects
throughout this book are “bad” Aspects — they indicate
a downside for a character, either in their directly
negative connotations, or in their two-edged nature.
Aspects like ‘Drunkard’, ‘Sucker’, ‘Stubborn’, and
‘Honest’ all suggest situations where the character
will have to behave a certain way — making an ass of
himself at an important social function, falling for a
line of bull, failing to back down when it’s important
to do so, or speaking truth when truth is the path to
greatest harm.

So why put such Aspects on your sheet if they’re
only going to make trouble for you? Simple: you want
that kind of trouble.

On a basic, game-rules footing, “bad” Aspects are
a direct line to getting you more Fate points — and
Fate points are the electricity that powers some of
the more potent positive uses of your Aspects. We’'ll
get more into how Aspects can generate and use Fate
points later on in this chapter.

Outside of just the rules, a “bad” Aspect adds
interest and story to a character in a way that purely
positive Aspects cannot. This sort of interest means
time in the limelight. If someone’s trying to take
advantage of the fact your character’s a ‘Sucker’, that’s
an important point in the story, and the camera’s
going to focus on it. “Bad” Aspects also immediately
suggest story to your Story Teller; they tell her how
to hook your character in. From the perspective of
playing the game to get involved and have fun, there’s
nothing but good in this sort of “bad”.

Clever players will also find positive ways to use
“bad” Aspects. The ‘Drunkard’ might get looked over
more easily by prying eyes as “just a drunk”; someone

who’s Stubborn will be more determined to achieve
his goals. This brings us the “secret” truth about
Aspects: the ones that are most useful are the ones
that are the most interesting. And interesting comes
most strongly from Aspects that are neither purely
good nor purely bad.

As a rule of thumb, when picking an Aspect, think
of three situations where you can see the Aspect
coming into play. If you've got one reasonably positive
situation and one reasonably negative situation out
of that set, you’re golden! If they’re all of one type,
you may want to reconsider how you’ve worded your
Aspect — try to put a little of what’s missing in there.
Ultimately, though, one Aspect that’s “all good” or “all
bad” isn’t that much of a problem, so long as you have
a good mix throughout your whole set.

Jazzing it up

Aspects are one of the major sources of flavour for
your character; they’re the first thing a Story Teller will
look at on your sheet when trying to work out what
sort of stories to throw you into. This is powerful juju,
and the best part is, you are in total control of it with
the words you choose for your Aspect.

Whenever you’re writing down the name of an
Aspect, ask yourself, “how much flavour does this
Aspect suggest?” If it seems fairly colourless, then you
might well be off the mark, and it’s time to kick it up
a notch. Certainly, don'’t feel like you have to do this
with every Aspect you take, but if your character is
served up as a bland dish, you may discover that your
Story Teller is at loose ends for keeping him involved
in the story.

For a few “good — better — best” ideas, look at this trio
of examples.

THE COMPUTER CHATTERED TO A HALT, SCARED
SPEECHLESS! ME, | WASN'T SCARED. PETRIFIED
WAS A MORE ACCURATE DESCRIPTION.
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CARTER ADVANCED ON A SEETHING ¢
MASS OF MARSHRATS . ...

/J f,--"""’
| WAS ONCE THE MANDROID
COP...PART MACHINE,
PART HUMAN. BUT I LOST
MY HUMANITY WHEN
LAURA DIED. NOW ONLY
THE UNFEELING MACHINE
7t REMAINS.

Bland Tasty Bam!
Strong Strong As Steel | Am Mandroid!

Dark Past Former Cultist  Centaurian Star
Cultist

Sniper Trained Sniper  Trained By

Colonel ‘One
Shot’ Carter

In each of these cases, the “bland” option certainly
suggests its uses, but doesn’t really jump off the page
as something that suggests story. The “tasty” option
is certainly better by dint of being more specific;

both Story Teller and player can see some potential
story hooks in these, and they serve to differentiate

themselves interestingly from their blander prede-

cessors. But the “bam!” options are where it’s at.
‘Mandroid’ could easily be the phrase others use to
identify the character, and suggests more applications
than simple strength or android replacement parts.
‘Centaurian Star Cultist’ names the cult the character
was once a part of, sends the Story Teller looking to
the various Starblazer legends dealing with secret
organisations for some plot ideas, and starts to put
some NPCs onto the map. ‘Trained By Colonel ‘One
Shot’ Carter’ gives the player plenty of opportunity for
flashbacks to his time with Carter, which may include
lessons and history that don’t just have to do with the
army or rifle training, and also hints at the possibility
of Carter himself showing up in a story down the
line. So when you pick an Aspect, ask yourself: is this
bland, is this tasty, or is this “bam!”?
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Story vs
Situation

Here’s a point to follow on
the previous ones: more often than
not, Aspects tend to divide into another

set of two camps — story and situation — and
it’s a good idea to make sure you have Aspects of
each type.

Story Aspects suggest one or more sources for
stories involving the character, by bringing in an
external element from the world at large. People and
prop Aspects are almost exclusively story Aspects.
Phrase Aspects might be story Aspects, but if they are,
it’s usually because they mix in some elements of
the other two Ps. You can most easily identify a story
Aspect by asking yourself if the Aspect, independent
of the character, is something other characters might
interact with, affect, and change. Strange cults,
ancient artifacts, evil aliens, hidden lairs, alien worlds,
spouses, and more, all fit into this category.

Situation Aspects suggest the kind of situa-
tions a character might be in much more than they
suggest the origin of those situations. Phrase Aspects
fall strongly into this camp, and they operate as a
statement to the Story Teller of the style of stories the
player wants his character to be in. Phrase Aspects
like ‘Nick Of Time’, ‘Stubborn As A Centaurian Bull’,
and ‘Last Man Standing’ all suggest vivid situations
— ones which should rightly repeat themselves over
the course of playing the character — but don’t really
suggest the context of those situations.
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We're
taking a few
moments to focus
on the split between
story and situation Aspects,
because it’s an easy one to miss if
you’re not looking for it. You can very
easily fall into the trap of creating a character
who only has situation Aspects. On the surface,
situation Aspects may be more attractive, since
they usually apply in a multitude of circumstances;
certainly, you’ll want to have at least a few situation
Aspects in your repertoire.

But if situation Aspects are all that your character
offers to the game, you run a real risk of being difficult
to hook into the bigger storyline. This is why you
should be certain to include a few story Aspects on
your character. Fundamentally, story Aspects offer
easy hooks to your Story Teller to pull you into her
story. You want this, since you came to the party
to play the game. But it’s more than just that. By
providing story Aspects, you've provided some things
which exist separately from your character. At the
core of it, this means you’ve helped to build the game
world. You’ve got ownership and stakes in the bigger
picture. The Story Teller will be grateful to you for it,
and that kind of gratitude pays out in the form of a
more satisfying game.

Getting on the same page
You may have noticed that, so far, we’re using a lot
of ink to talk about how your Aspects communicate
things about your character to the Story Teller. We
mean it. Out of all the things in the game, Aspects
are probably the clearest message you can send to
the Story Teller about what you want from the game,
short of walking right up to the Story Teller and saying
so. Also, in all likelihood, the Story Teller is going to
have copies of your character sheets when you're not
around, so the Aspects you’ve picked are going to
represent you in absentia. Once you've picked all the
Aspects for your character, take a step back and look
at them as a whole, and ask yourself if they make the
kind of representation you'd want them to. If they
don’t, change them!
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By themselves, Aspects can’t say it all, of course, some extent, you’re both right. Usually this works

and it's important to remember that. Short of making out fine — the combined perspectives make the whole
each Aspect a paragraph or essay, you’re dealing with greater than the sum — but sometimes the Story Teller
a few short, catchy phrases and names here. You and the player will have a radically different idea of
want them reasonably short, because you want to be what the Aspect entails. Be clear with one another,
able to talk about them casually without running out
of breath.

But the brevity of an Aspect’s name means some

and figure out how to iron out any differences —
ideally, before the Fate points start flying.

That said, after you've gotten one or more sessions
things are left unspoken, so take some time with the
Story Teller to speak these unspoken things when you
can. Both the player and the Story Teller should look

of play under your belt, you might feel like you've
picked one or more Aspects that don’t “feel right”.
We're sympathetic to that, and your Story Teller
at an Aspect not as the end of an idea, but the start
of one. You’re both going to bring your own ideas of

should be, too. If an Aspect doesn’t seem to be
working out well for you, you should feel free to ask

what the Aspect means to the table and, at least to

your Story Teller if you can change it.

r

Even More
Examples

In case you end up hard

Cutting It Close
Dashing Naval Officer
Death Defying
Deathbed Legacy

I've Got An Angle
Import/Export
Impossible Intellect
Incredible Ancient

Respectable
Respected Authority
Save Our Souls!
Scottish Engineer

up for an idea, consider Dogged Energy Sword Scrappy

this list: Doh San Meh, Interesting Times Sharpshooter
The Guardian! Intrepid Investigator Shattered

A Few Credits More Dreamer It Wasn’t My Fault Shiphead

A Fistful Of Truth Easy Mark It'd Take A Miracle! Short Fuse

A Good Day To Die Eavesdropper Johnny On The Spot Silver Spoon

Alone In A Crowd
Amazing Grav Belt!
Architect Of Destruction
The Awful Truth

Enemy: Mandroid
Eureka!

Fearless

Femme Fatality

Just Use More
Knows Too Much
Man Of Two Worlds
Marked By Destiny

Social Chameleon

Soft Hearted
Something To Prove
Something’s Not Right

Barbarians First On The Scene Muckraking Strength Of The Earth
Been There Fly By Night Mysteries Of Sucker For A Pretty Face
Black Sheep Friends In Low Places The Ancients (Sword’s Name)
Bookworm Gimme A Minute Naive “This Is Bigger

Brandon, Warlord!

Girl In Every Starport

The Names Of Evil

Than | Thought!”

Business Glory Is Forever Never Good Enough Troublemaker
“But It Works On Grease Monkey Nosy Twitchy

My Datapad!” The Granite Family On The Run Two Fisted
“Carter, Save Me!” Great Expectations One Step Behind Uncivilised

Carter’s In Trouble! Gumshoe Over My Head Unspoken Love
Champion Hard Boiled Player Or Pawn? War Buddies
Chosen Of The Dark Haunted President’s Wrath Well Travelled
Codebreaker Heart Of Gold The Price Of Glory Work In Progress
Collector Hidden Crush Putting In Long Hours Xenophile
Continent | Know A Guy Raised By Aliens

[Chapter 6: Aspects]>



&<

Using Aspects
The process of using an Aspect begins by declaring
that one is relevant. Either the player or the Story
Teller may make this declaration. Then, determine if
the Aspect’s relevance is working for or against the
character who has the Aspect. As a general rule of
thumb, if it’s for, the owner spends a Fate point. If it's
against, the owner gains a Fate point unless he pays
to avoid it.

This is the guiding principle that all specific uses of
Aspects — invoking, tagging, compelling — start from.
Each type of Aspect use has specific rules governing
how it functions, but if you ever find yourself
confused about the basics of using Aspects, come back
to this principle, and work forward from there.

Invoking Aspects
An Aspect can be used to give you a bonus when that
Aspect applies to the situation you are in. Doing this
requires spending a Fate point (see Chapter 9), and is
called invoking the Aspect. In this context, the Aspect
makes the character better at whatever it is he’s
doing, because the Aspect in some way applies to the
situation. Invoking an Aspect can be used to either:

e  Pick up all the dice you rolled and re-roll them,

or

e Leave the dice alone and add 2 to the result.

It is possible to use more than one Aspect on a
single roll, but you cannot use the same Aspect more
than once on the same roll or action; even if you've
re-rolled the dice, that’s still the “same roll”. Re-rolls
are riskier than just taking the +2 bonus — you can
always end up worsening things or not making much
improvement — but if your first roll really sucked, a
reroll can be a much cheaper way to recover.

The Story Teller is the final arbiter of when an
Aspect is or is not appropriate. Usually this means the
player must invoke an Aspect that is appropriate to
the situation at hand. If the player wants to invoke
an inappropriate-seeming Aspect, he should be
given a chance to describe how the action is appro-
priate to the Aspect. The Story Teller’s priority here
is not to strictly limit the use of Aspects but rather
to encourage their appropriate use by encouraging
players to make decisions that keep their Aspects
interesting.

<l|[Chapter 6: Aspects]

r

For example...
Here’s an example: Astraade Menin sees
Brandon Carter knocked off the flying
City Disc on Ardune VI. He rushes to catch
Brandon before he hits the ground. Astraade
rolls Athletics and does terribly, getting -3
on the dice. Thankfully he has Aspects called
‘Brandon’s In Trouble!’, ‘Crazy’, and ‘Fearless’
so he uses the first and spends a Fate point
to re-roll the dice.

His next roll of +1 is better, but Astraade
is worried that it’s not high enough, and
he’d really like more of a bonus. He can’t
use ‘Brandon’s In Trouble!” again on the
same action, so he spends a Fate point and
suggests that this is a pretty ‘Crazy’ thing to
do, hoping to get the +2 bonus. The Story
Teller looks skeptical, and Astraade’s player
suggests perhaps his ‘Fearless’ Aspect could
be used, if his ‘Crazy’ Aspect isn’t relevant.
The Story Teller says that ‘Fearless’ isn’t
really applicable either, because she’s not
taking any significant risks. Astraade has no

more ideas based on his character sheet,
but thankfully there are other options...
(see below!)

Invoking for Effect
A player can also invoke an Aspect for effect, using it
for a related benefit that is not related to a die roll or
Skill use at all. This costs a Fate point like any other
invocation does. For example, a player could invoke a
Secret Organisation Aspect to declare that the group
has a chapter in town.

This is subject to the same sort of restrictions as
spending Fate points for minor declarations (see
page 201) but is more potent due to the focus of
the Aspect. To be explicit, when an Aspect is part of
a declaration, it can make the less plausible more
plausible, thus allowing the player to “get away with”
more. The scope of the minor declaration can be...
well, less minor, and the Story Teller is encouraged to
keep this in mind.

For example, if the Story Teller is inclined to um
and ah over whether or not the character can spend a
Fate point to declare that he arrives at the exactly right
moment, invoking the character’s ‘Perfect Timing’ or



‘Grand Entrance’ Aspect for that same effect should
remove any of the Story Teller’s doubts. That said,
this is not a method for the players to get away with
anything; as always, Aspect invocation is only allowed
when the Story Teller approves.

Encountering other Aspects
The Aspects on your character are not the only Aspects
that you can potentially use. Your fellow players’
characters have Aspects, of course, as do some Extras;
sometimes even the scene itself may have Aspects,
like ‘Dark’ or ‘Cluttered’.

To invoke an Aspect other than your own, your
character needs to directly interact with the object,
location, or person that has the Aspect you want to
invoke, in a way appropriate to the action in progress.
This means that if a scene has an Aspect of ‘Zero-G’
(since it’s on a derelict spaceship), not only does that
mean characters can be described as bouncing off
walls, but characters can invoke the “Zero-G’ Aspect
when they do so. And that leads us to...

Tagging
Tagging refers to the act of invoking an Aspect that
isn’t your own; this includes scene Aspects and

Aspects on other characters. In most respects this
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functions the same way as with an Aspect on your
own character’s sheet — spend the Fate point, and get
either a +2 bonus or a re-roll.

s

For example...
Continuing the above example, Astraade’s
player knows that Brandon has the Aspect
‘Astraade, Save Me!". It's something both
players set up during character creation
because they thought it might be fun if
the obviously heroic Brandon Carter was
constantly getting in over his head and
needing his ace fighter pilot pal to bail him
out. Astraade’s player thinks this is a perfect
time for him to tag ‘Astraade, Save Me!’ even
though it’s Brandon’s Aspect, because he’s
interacting with Brandon in this case by,
well, saving him. If Astraade had been trying
to save someone else, Brandon’s Aspect
wouldn’t have been of any use to him. The

Story Teller approves this use of Brandon'’s
Aspect, and Astraade spends the Fate point
to get another +2 from it for his Athletics Skill
total.

I'M A RESPECTABLE PRIVATE ALLI ) TIME, SIR. 'M SURE -
INVESTIGATOR. YOU CAN CHECK ) % YOU %%ﬁ%%%ﬂ‘gér T0 COMING il
MY I.D.WITH THE NEW MOSCOW

DATABASE.

ALONG TO THE STATION TO HELP Jlf-
WITH OUR ENQUIRIES.

s
ey
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AXEL'S NEXT ATTACK DID DISARM CAPTAIN BLOOD.

GO ON ... FINISH IT OFF.

TEeT B P

I'M NOT A COLD-BLOODED KILLER. | WANT SOME
INFORMATION, THAT'S ALL. BUT FIRST | THINK WE
OUGHT TO HAVE A LOOK AT WHO YOU REALLY

Taggable Aspects are sometimes introduced into
play as the result of your character’s action. This
can happen due to a manoeuvre in a conflict (see
page 216), a declaration of a previously nonexistent
Aspect (see page 98), or the assessment of a target
and revelation of one of the target’s previously hidden
Aspects (see page 24).

Whenever an Aspect is introduced into play like
this, it's because the character has made some sort
of effort to bring it to the fore — he’s rolled well on
whatever Skill check brought the Aspect onto the
map. Because this is the case, he’s earned the right to
tag the Aspect in question once, without spending a
Fate point. In this way he’s able to turn his previous
success into a momentary advantage without it hitting
his Fate point budget.

A free tag is subject to one key limitation: it must
occur immediately after the Aspect has been brought
into play. Some minor delay isn’t encouraged, but is
acceptable. This usually means that the free tag must
be taken within the same scene that the Aspect was
introduced.

The player who introduced the Aspect has the
option to pass his free tag to another character if
he so wishes. This can allow for some great setup
manoeuvres in a fight; one person manoeuvres to
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place an Aspect on a target, then passes the free tag
to an ally, who attacks, using the advantage. This can
only be done, however, if it is reasonable that the
advantage could be “passed off”. A sniper who uses a
manoeuvre to aim his rifle at a target, putting an ‘In
My Sights’ Aspect on it, can’t pass the advantage to
someone else — the Aspect placed is specific to him.
But if one character used a manoeuvre to put an ‘Off
Balance’ Aspect on a foe, he could reasonably pass
the advantage to his buddy who moves in for the
knockout blow.

When the character does spend a Fate point to
tag another character’s Aspect, it might mean that
the character getting tagged is due a reward. If the
character tagging is getting a benefit out of it that is
to the tagged character’s detriment, then the Fate
point spent on the tag goes to the tagged character at
the end of the exchange (i.e., he can’t use it until the
next exchange).

Tagging often involves temporary Aspects that
result from manoeuvres. Make sure you have a grasp
on how temporary Aspects behave; see the “How to
Do Things” chapter for more. Many temporary Aspects
are fragile, and may disappear after their first tag
(what does that mean exactly? - read that chapter!).



To Catch a King (Tagging for Effect)
It's important to remember that the Aspects which
have been placed on a character can be invoked for
effect just as easily as they can be invoked for a bonus.
A classic example of this is from the play Hamlet,
where Hamlet arranges a very specific play to test
the King’s guilt. There, the performance by the actors
was less about putting an Aspect on the scene (see
page 91), so much as putting a specific Aspect on the
King himself (such as ‘A Revelation of Murder’).

If a character is aware of such an Aspect on
another, he may tag for effect, spending a Fate point
to trigger (potentially) the circumstances of a compel
(see “Compelling Aspects”, page 94) depending on
what the player declares and the Story Teller accepts.

If it does turn out to be a compel-worthy circum-
stance, then the Story Teller may proceed with it.
This is a chain reaction; the tag for effect occurs, and
concludes with the Story Teller indicating whether or
not it struck home.

If it struck home, then it's now the Story Teller’s
job to run the compel with the target — and since
it's a compel, it includes the option for the target to
spend a Fate point instead of receiving one, to buy out
of it. Note that because this is a compel that is now
in the Story Teller’s hands, if the target buys out of
the compel, the Fate point spent does not go to the
tagger!

As far as the tagger’s involvement is concerned,
however, this is often happening as part of his “free
tag” for placing or revealing the Aspect on the target —
so his own Fate point liability is trivial.

Sadly for Claudius (and ultimately Hamlet!), he
accepted the Fate point (perhaps as a compel against
his ‘Guilty Conscience’) and betrayed himself.

Guessing Aspects
Tags usually happen when the tagger has a clear idea
of which Aspects are there to be tagged. But this is
not always the case; sometimes, the player is making
a guess. Guesses are allowed, but are subject to some
special rules.

If the guess hits reasonably close to the mark
conceptually, even if it doesn’t exactly match the
Aspect’s name, the Story Teller should exercise some
flexibility and allow it. For example, someone might
guess that a scene has a ‘Darkness’ Aspect on it and
ask if they can tag it for their Stealth roll. Even though
the scene had the Aspect ‘Shadowed Corners’ instead,
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this is reasonably close to the mark; the Story Teller
should reveal that the Aspect is ‘Shadowed Corners’,
and allow the tag.

If the guess just plain misses the mark, and the
fact that the mark was missed doesn’t constitute a
significant, potentially secret, piece of information,
the player should get the chance to reconsider and
take back his Fate point. Using the same example, if
the player was asking if the scene had a ‘Darkness’
Aspect, and the Story Teller instead believes the scene
is too well lit for that, she would simply tell the player
it's a no-go. While the fact that the scene is well lit is
certainly important, it's something the player could
discover with a simple question and answer about the
details of the scene, so it doesn’t really rate as a secret;
he shouldn’t be charged a Fate point for that.

If the guess misses the mark, but missing the mark
tells the player something significant and potentially
secret, the Fate point is still spent. This sort of circum-
stance almost never comes up with scene Aspects, but
can come up when guessing at Aspects on another
character. For example, if a character is looking to tag
someone’s ‘Guilty Conscience’ to help him intimidate
that target, and it turns out that the target doesn’t
have that Aspect for him to tag, the Fate point stays

spent, because it is significant and secret that the
target does not have an Aspect that’s even in the
ballpark of ‘Guilty Conscience’.

[Chapter 6: Aspects]>
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WHAT'S A FREIGHTER DOING ON A
PASSENGER ROUTE? OH WELL, NEVER

In the worst case scenario, a character’s guess
misses the mark because he’s been duped. This will
most often happen as the result of a Deceit action
(see page 110), although it might arise from other
circumstances. In such a case, the deceiver has the
option to return the Fate point to the tagger, or to
leave it spent. If he leaves it spent, the tagger learns
he was duped. The deceiver does not get this spent
Fate point for himself — it's simply gone. If he returns
it to the tagger, things may actually be a bit worse
for the tagger: the deceiver gets to place a temporary
Aspect on him (and the first tag’s for free, as above),
representing how the deceiver managed to snooker
the target.

Regardless, guesses can’t, and shouldn’t, be made
willy-nilly — there must always be a justification for
making the guess. If the guess seems unjustified — if
the player is “shotgunning” guesses to randomly try
to figure out another character’s Aspects — the Story
Teller is completely justified in shutting that player
down cold.

Compelling Aspects
An Aspect can also allow a player to gain more Fate
points, by bringing complications and troubling
circumstances into his character’s life. When this
occurs, it’s referred to as compelling the Aspect. The
Story Teller performs a compel; when she compels
someone’s Aspect, she’s indicating that the character
is in a position where the Aspect could create a
problem. However, players can cause the Story Teller
to compel another character’s Aspects, via tagging,
with a similar rationale and results (see “Tagging for
Effect”, above). The target whose Aspect is compelled
usually has the choice of spending a Fate point and
ignoring the Aspect, or taking the consequences and
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limitations on his choices and receiving a Fate point.
When the target accepts the Fate point, the Aspect is
officially compelled.

There are a couple of ways an Aspect can
complicate a character’s life.

An Aspect may limit actions and choice. If a
character is given a situation where he would
normally have a number of choices, and limiting
those choices to act in accordance with his Aspect is
going to make more trouble for the character, that’s
grounds to compel the Aspect. It's important to note
that an Aspect may dictate the type of action, but it
usually shouldn’t dictate the precise action, which is
always the player’s decision. In this way, the compel
highlights the difficulty of the choices at hand by
placing limits on those choices.

'

For example...
Captain Drake Dundee has an Aspect for his
arch nemesis, Commander Sereena McDevitt.
At a reception aboard the newly commis-
sioned Fleet Carrier Revenge, Drake bumps in
to Sereena. Now, because Sereena is Drake’s
enemy, the Aspect would compel Drake to
respond in some way. Drake can opt to spend
a Fate point to play it cool and not respond to
Sereena and her inevitable snide comments.
Alternately, Drake may receive a Fate point
for responding appropriately, given the long-
standing enmity between them. Whether
“appropriately” means insulting Sereena
or accidentally tipping his drink over her is

entirely up to Drake’s player.




An Aspect may also complicate a situation, rather
than directly limiting a character’s choices. If every-
thing would be going along normally, and the
Aspect makes things more difficult or introduces an
unexpected twist, that’s also grounds for a compel.
In come cases, complications may suggest that
certain consequences are mandated, such as failing
at a particular action — perhaps the character would
succeed at a defense roll against a Deceit action, but
his ‘Gullible’ Aspect is compelled, forcing a failure if
accepted.

r

For example...
Brandon Carter has the Aspect ‘First on the
Scene’, which is usually useful, but can
cause problems, especially if the scene is
going to be an ambush. Brandon is currently
rushing towards an explosion engineered by
Dorien Mamba the legendary pirate. Other
characters are en route, but the Story Teller
pulls out a Fate point and looks at Brandon’s
player and says, “Odds are pretty good that
you’re First on the Scene.” Brandon’s player
has two options at that point.

First he can slide a Fate point to the Story
Teller and say, “Certainly, but Brandon is
not so rash as to rush in without backup.

His friends are mere moments behind
him!” in which case the Story Teller takes
the point, and the scene proceeds with
everyone present.

Second, and more likely, Brandon’s player
could go “Hell yeah!” and take the Fate point.
At that point the Story Teller would describe
Brandon getting there ahead of everyone
else, so for the first exchange he must fight
alone against Dorien Mamba and his pirate

minions!

Sometimes the Aspect may add a complication
“off-screen”, such as when the Story Teller decides
to use a character’s personal nemesis as the villain
for a session. In such a case the Story Teller should
remember to give the character a Fate point. This is
technically a compel — it does complicate things — but
more practically it's more of a “thank you” to the

N

player for giving the Story Teller a hook to build the
adventure around, and is done without offering the
player the option to buy out of it.

Negotiating a Compel

In play, both the Story Teller and players can initiate
compels. When the Story Teller initiates a compel, the
process is very simple. The Story Teller remarks that
the Aspect might be appropriate here, and offers the
player a Fate point and the player either accepts it and
takes appropriate action or accepts appropriate conse-
quence, or he pays one of his Fate points to the Story
Teller and chooses not to accept the consequences of

the compel.

THIS IS SCARY . ..ISAY WE
GETOUT... QUICK!
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In a perfect world, the Story Teller is always aware
of all Aspects and always knows when they should be
compelled and rewarded. In practice, the Story Teller
is keeping track of a /ot of stuff, and may not realise
that a player has an Aspect that is appropriate to the
situation. When that happens, the player should feel
free to capture the Story Teller’s attention and point
to the appropriate Aspect, and hold up a Fate point,
indicating that he thinks it’s time for a compel.

The Story Teller will then do one of two things.

1. She may hold up a Fate point of her own, as if
she were compelling the Aspect, offering the
player a choice to pay or be paid.

2. She may defer, offering a brief explanation.
The Story Teller may defer for any reason — but
doing so too often is potential grounds for
gathering up a posse and driving the Story
Teller out of town covered in tar and feathers.

When a player calls attention to one of his
character’s Aspects, it may be as formal as “I think
my ‘Greedy’ Aspect applies here” or it may be more
conversational, like “Boy, this is tough. | mean, | am

* ”

pretty * Greedy * ” (brandishes a Fate point). There’s
no one way to do it, and groups are encouraged to fall

into whatever pattern is most comfortable for them.

Accidental Compels
Sometimes characters simply play to their Aspects
without thinking to compel them. When that
happens, the Story Teller should make a note of it
(sometimes with the player reminding her) and, if
possible, award the player with a Fate point retroac-
tively. If it’s too late for that, the Story Teller should
make a note to give that player one extra Fate point
next session.

It's important that the Story Teller keep in mind
what sorts of things would normally constitute a
compel. Compels happen in order to make certain
choices or situations more difficult or more dramatic
for the compelled character. Certainly, staying in
character and playing in a way that’s appropriate to
a character’s Aspects should be praised; but it should
be rewarded only when the player’s Aspect-consistent
play has actively made his character’s choices more
difficult.
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Conflicting or Contradictory Aspects
Occasionally a character’s Aspects will be in head-to-
head conflict with one another. This should not be
seen as a problem — rather, it’s an opportunity for
high drama! When two Aspects are in conflict with
one another, they are both subject to a compel. If the
player can’t see a way to act in accordance with both
Aspects, he must buy off at least one of them. In a
number of cases, this can lead to a “zero sum”, where
one compel is accepted, gaining a Fate point, and the
other is refused, spending that Fate point. If the player
can see clear to acting in accordance with both —
fantastic! He’s just gotten himself two Fate points (and
a world of trouble).

The Story Teller needn’t always press the issue in
this fashion. Nothing says she has to compel both
Aspects. But occasionally it’s more interesting if she
does.

Escalation
Rarely, in moments of high tension or drama, the
Story Teller can choose to escalate a compel. This is
an optional rule, and should really only be used when
the character getting compelled is having a defining
moment in his or her story.

Escalation can occur only when a player has bought
out of a compel. To escalate, the Story Teller slides
forward a second Fate point, and prompts the player
with something like, “Are you sure...?” If the player
accepts, he’ll get two Fate points instead of one; if he
refuses, it's going to cost him two Fate points instead
of one. In the rarest of cases, facing a second refusal,
the Story Teller may escalate a final time, making the
reward and cost to buy out three Fate points. If the
player is willing to spend three to refuse this truly
monstrous compulsion, the book is closed.

If a player is willing to step it up, he can prompt the
Story Teller to start an escalation as well. When sliding
forward his first Fate point to buy off a compel, the
player should say something like, “l won't go along
for one Fate point...” Most Story Tellers will look at
the situation at that point and decide whether or not
it’s a moment of high drama; if it isn’t, they’ll take the
proffered point, but if it is, the escalation’s on!

Whatever the case, escalation should be
done sparingly; it’s best as a spice, and can be
overwhelming as a main dish.
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Skill List

Skill Category Skill Category Skill Category

Academics Knowledge Endurance Physical Rapport Sacial

Alertness Perception Engineering  Craft Resolve Social

Art Craft/ Fists Combat Resources Mundane
Knowledge Gambling Mundane Science Knowledge

Athletics Physical Guns Combat Sleight of Hand Subterfuge

Burglary Subterfuge Intimidation  Social Starship Gunnery Combat

Contacting Social Investigation  Perception Starship Pilot Mundane

Deceit Social Leadership Social Starship Systems Craft

Drive Mundane Might Physical Stealth Subterfuge

Empathy Social/ Mysteries Knowledge Survival Mundane
Perception Pilot Mundane Weapons Combat

Skills

Characters have Skills, like Drive, Guns or Starship
Pilot, which are rated on the ladder (page 594).
Considered on the most basic level, Skills represent
what your character can do. When a character rolls the
dice, he usually is rolling based on his Skill.

Nearly every action that the character might
undertake is covered by his Skills. If he doesn’t have
a Skill on his sheet, either because he didn’t take it or
the Skill itself doesn’t exist, it is assumed to default to
Mediocre (+0).

This chapter is focused on getting an idea of what
each Skill does. Skills can be enhanced by the addition
of Stunts; Stunts are covered in their own chapter

(page 145).

Assessment and Declaration
Skills can sometimes be combined (see page 218). It’s
also possible to use one Skill to set up a situation that
another Skill can take advantage of, via manoeuvres
and temporary Aspects (see page 224). Finally, Skills
can sometimes be used in partnership with one
another, via assessments and declarations.
Sometimes Skills will be used in careful assessment
well in advance of taking action — maybe as part
of putting together a plan, or simply observing the
target long enough to learn something that would
be a critical advantage. This approach is most often
used with Skills that have an element of perception -
including Investigation, Empathy, and even Burglary.
Here, the Skill is not used to place a temporary Aspect
so much as discover an existing one. The character
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making the assessment still can tag this Aspect for

free, but is still subject to the usual limitations of a
free tag — they must do so immediately after revealing
it. This usually means that the free tag must be taken
within the same scene as the assessment or, if the
assessment takes longer than a scene to perform, in
the scene which immediately follows. This provides

a reward to balance out the time the player might
otherwise spend talking through a more cautious plan.

All assessment efforts require the use of a signif-
icant chunk of time. This can allow Skills that usually
can’t come to bear in more time-sensitive environ-
ments (like a fight) to come to bear thanks to the time
invested in advance.

Perception Skills only allow the discovery of what
already exists. By contrast, knowledge Skills will often
allow declaration — in other words, using a knowledge
Skill successfully can allow a player to introduce
entirely new facts into play, and then use those facts
to his advantage. The new facts take the form of a
temporary Aspect. The Story Teller is encouraged to
use creativity as her primary guideline, when judging
the use of knowledge Skills. Creative and entertaining
facts will be more likely to result in a successful use of
a knowledge Skill, and thus give rise to a temporary
Aspect, than boring facts will. For example, an
Explorer with a solid Academics Skill might use the
declaration ability to state new truths about an alien
world the characters have just encountered — and if
successful, suddenly the scene or the world has an
Aspect on it in keeping with the fact the player just



invented. As with manoeuvreing and assessment, the
first tagging of this Aspect is free.

Unlike assessment, declaration doesn’t take any
actual in-game time at all — just the knowledge Skill
to make use of it.

r

Example of Declaration
A player, whose character is an expert in
alien civilisations, attempts declaration:
“These aliens were well known for having
secret compartments to hide their most
treasured possessions.” The Story Teller
allows it, the player succeeds at the roll
and ‘creates’ a secret compartment that the
Story Teller didn’t plan. The player and the
Story Teller discuss where it ought to lead,
etc. Player: “There might be a secret control

pane somewhere near this wall... <thump
thump> ah, here it is! Now, to find out how
to open it...”

Any Aspects brought into play by these methods
do not have to go away after they’re used, if the Story
Teller wishes them to persist (or if circumstances

> > > > >

merely make it reasonable that they hang around).
Any subsequent uses of such Aspects, however, will
cost (or grant!) a Fate point, as usual. This does mean
that occasionally manoeuvres and assessments and
declarations will backfire, leading to a compel. Since
Aspects are involved, such things are easily double-
edged!

Finally, when dealing with a target that has
multiple Aspects on it due to assessment and/or
declaration, it is not possible to use multiple “free”
tags at the same time. On a given roll, only one “free”
tag may be used. Fate points may be spent to tag the
other Aspects that have been assessed or declared on
the same roll, and later rolls may use other free tags.

The Skill List

Each skill has a number of trappings, which are the
rules for how to use each skill in certain specific
circumstances. We've given the trappings names

in order to make them easier to reference. In some
ways, trappings are like stunts which anyone with the
skill can perform. Whenever you encounter a trapping,
you'll see this symbol & next to it.

rer
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Academics

(Stunts, page 145)

Academics is a knowledge Skill. It measures the
character’s “book learning”. Any knowledge that
would not explicitly fall under Science, Mysteries,

or Art falls under this Skill (though some overlap

may exist among all of those). Characters with high
Academics include scholars of antiquity, alien civilisa-
tions, professors and know-it-alls.

The main use of Academics is to answer a question.
Questions covered by Academics include those of
history, literature, sociology or any of the “soft”
sciences — in short, most information that is neither
art nor science.

The player can ask the Story Teller “What do |
know about this subject?” or “What does this mean?”
Often, there will be no need to roll, especially if the
subject is within the character’s specialty (see Scholar,
page 146) but if the Story Teller feels the information
is something that should be hard to attain (such as a
clue) then she may call for a roll against a difficulty
she sets. When setting the difficulty for a research roll,
the best yardstick is the obscurity of the knowledge
sought. Something with a Fantastic difficulty is
probably only known by one or two people in the
world. Superb difficulty is limited to the handful of
leading experts. Great would equate to all the top
men in the field, while Good and lower start getting
into the common body of knowledge. Difficulties
beyond Fantastic are appropriate for lost knowledge.
Shifts on the roll should correspond to the depth of
detail discovered.

If the character succeeds, he receives the infor-
mation. If he fails, he does not, but he may still
attempt to research the topic (see below) — or, perhaps
more entertainingly, may stumble onto a false lead
that gets him deeper into trouble.

& Research [Academics]
If a character fails an Academics roll they can spend
time researching to find the answer as long as they
have access to a good library in some form. The
amount they fail the Academics roll by is the length
of time in time periods (page 237) required to find
the answer.

The quality of the library determines the hardest
possible question that can be answered within it (so a
question of Good difficulty requires a Good library or
better).
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Most schools and private individuals have
Mediocre, Average, or Fair libraries. Small colleges
often have Good libraries while larger institutions may
have Great ones. Superb and better libraries are few
and far between. Many Libraries also have a specialty
or two where they are considered one step higher
— for example, Star Patrol’s library specialises in Inter-
galactic Law, so it has a Great Library, which is treated
as Superb for questions of Law. Characters may own
libraries of their own; see the Resources Skill (page 131)
for more.

& Exposition & Knowledge

Dumping [Academics]

The Story Teller can use the character with the
highest knowledge Skill to impart information to the
group. The player should be given a Fate point if they
introduce the information in an interesting way. “Wait
this reminds me of the time we explored Dandau 1V,
yes | knew these were the same inscriptions. They

»”

say...

& Declaring Minor Details [Academics]
The character may use his knowledge to declare facts,
filling in minor details which the Story Teller has not
mentioned. These facts must be within the field of
Academics, and the Story Teller has the right to veto
them. However, if the Story Teller is all right with it,
she may let the player make a declaration and roll
Academics against a difficulty she sets. If successful,
the fact is true, and if not, the character is mistaken.

This is a straight up declaration action, as described
earlier (see page 98). If the academic or another
character takes action based on the declared fact, that
person can tag the Aspect that has been introduced.

If the academic is wrong, there is no penalty, but
there may be complications, the Story Teller could
place a temporary “mistaken” Aspect on the academic,
compelling it to represent the fall-out (and netting
the mistaken academic a Fate point!). If the academic
was right, the Aspect is placed, and is taggable as
described earlier — first one being free.

& Languages [Academics]
Languages are part of a good classical education. A
character may speak a number of additional languages
based on his Academics Skill. Each step of Academics
above Mediocre gives the character knowledge of one
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additional language (so one at Average, two at Fair,
and so on). The player does not need to choose the
languages when the character is created; instead, he
may simply choose languages in the course of play, as
is convenient.

& The Truth [Academics]
Sometimes a character will get a wrong answer, but
believe it to be the truth. A wrong answer should only
be a result of one of two things. First, it may be the
result of the compelling of an Aspect — the player may
be offered a Fate point for his character to go haring
off on a tangent or to reach the wrong conclusion.
Alternately, it may be as a result of an active

deception, such as someone planting bad information.

To plant bad information, a character must decide
what question (in general) they’re providing false
information about. The character must have access to
the target’s library (see Research, page 100) and make
an Academics roll modified by Deceit (see “Combining
Skills”, page 218) in addition to whatever rolls he may
need to get in and out of the place where the infor-
mation is stored.

The result of that roll is the difficulty to spot the
false information. When someone tries to discover
information that is affected by this deception, he
must make an Academics roll as usual. If that roll
is less than the difficulty set by the deception, then
the false information is discovered one step earlier
than the real information might be. If the failure is
significant (missing the mark by three or more), then
the true information may simply be unavailable. If the
researcher meets or exceeds the roll for the deception,
he finds the false information and recognises it for
what it is.
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Alertness

(Stunts, page 147)
Alertness is a measure of the character’s passive level

of awareness, his ability to stay on his toes and react
to sudden changes in his environment. Characters will
notice things they are not actively searching for by
using their Alertness Skill. High Alertness characters
are rarely surprised, strike early in a fight, and tend

to pick up on details of a scene simply by entering it.
Characters with high Alertness include bodyguards,
outdoorsmen and criminals of a sneaky variety.

& Passive Awareness
Players will rarely ask to roll Alertness — if they are
actively looking for something, Investigation is usually
more appropriate. Alertness is more appropriate for
things that players and characters do not expect or
are not looking for, such as whether they notice a
surprise, or if they happen to spot a hidden clue. This
Skill is reactive perception; as such, it’s a Skill that the
Story Teller ask for a roll rather than the player calling
for one. The difficult should not be high though, if you
want the players to find something.

The Story Teller should tell the person who did best
first, then for each person down the line, tell them
what they don'’t see. Doing it in this order lets the
players get a clear picture, while making the limits of
their characters’ knowledge very clear.

& Avoiding Surprise
Whenever ambushed (see Stealth, page 142), a
character may make one final Alertness check against
the Stealth of his attacker, in order to see if he is
surprised. If he fails this check, his defense Skill is
considered to be Mediocre for the first exchange.



@ Conflict Initiative
Simply compare Alertness levels with the highest
going first and so on. If you have a tie with an
opponent, both roll their Initiative Skill to decide who
gets to act first.

& Confusing Situation
If there is a lot of smoke, mirrors, low light or simply
too much activity, it's reasonable to say all actions will
be restricted by Alertness, imposing a -1 on all of a
character’s Skills rated higher than his Alertness.

Art

(Stunts, page 149)
Art measures the character’s overall artistic ability,
covering the gamut of endeavors, from painting to
dance to music. This includes knowledge, compo-
sition, and performance. Characters with a high Art
Skill include artists (obviously), aristocrats, and those
of the avant garde.

Art is usually either used as a knowledge Skill,
for knowledge about art, artists, and what it takes to
make art, or as a crafting Skill, to create a work of art,

THEY'RE MADE OF MALIDIUM, A RARE
AND PRECIQUS METAL FORBIDDEN

WONDER THE CAPTAIN SEEMED
ANXIOUS ABOUT HIS CARGO. IT'S
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or as a social Skill to entertain. In contents, where a
performer or artist is trying to evoke a reaction from
the target, the target should use their Perception Skill
or their Art Skill (whichever is higher).

& Art as Knowledge [Art]
As a knowledge Skill, Art is basically identical to
Academics, though the fields it applies to are more
limited and more focused — a few shifts of success on
an Art roll may “pay out” more information than if
someone applied Academics to the same art-related
problem.

& Art as Craft [Art]

As a crafting Skill, Art is fairly straightforward —
characters can make art of virtually any type of a
quality equal to their Skill. Without Stunts, none of
them will be masterpieces, but any art that’s Mediocre
or better can be displayed without any real embar-
rassment.

Sometimes, however, creations must be impro-
vised, and that can be a little more fast and
furious. This usually takes a few minutes, and the

-
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character can make a roll to create their piece.
Generally speaking, for the duration of the scene
where it is displayed, the quality of the improvised
piece is equal to their roll, with it degrading one step
in each subsequent scene.

& Art as Communication [Art]
While Academics covers the technical building blocks
of communication, language, grammar and the
like, Art covers the expression of ideas, and as such,
covers most means of broad communication, like
writing. These are not “pure” art forms, however, and
a character’s other Skills play a role in their appli-
cation, so a character’s writing is usually modified by
their Academics. There are exceptions, such as dry,
academic documents (which use pure Academics) and
poetry (which uses just Art).

Public speaking is a similar creature, but it is more
beholden to the charisma and presence of the speaker
—in those cases, Art modifies whatever Skill (Rapport,
Intimidate, Leadership or Deceit) the character is
using, as long as there is a creative Aspect to the
communication.

& Art as Performance [Art]
Art can also be used to shape the mood of a group.
Whenever a group is exposed to an artist’s work, such
as at a performance or a show, the scene may gain an
Aspect appropriate to the performance. Normally, this
Aspect only remains on the scene for the duration of
the performance, but some Stunts allow this to extend
into subsequent scenes.

In effect, this is a declaration on the part of the
artist, but limited to declaring mood and emotional
impact, rather than anything specific. In general, art
inspires passion in a broad sense; for example, in may
make someone feel hopeful, but not determine what
he’ll feel hopeful about. When making a standard
performance, any temporary Aspects that result —
either by treating the performance as a manoeuvre,
or as an attack yielding consequences — must also be
broad and nonspecific. “Hopeful” is good; “Hopeful
That Admiral Seville Will Be Defeated” is not. There
is an exception; a performance that very clearly has
a target, such as a satire, may plant fairly specific
opinions of a target such as “Admiral Seville is not to
be trusted”, with the difficulty based on the status of
the target.
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If the performance targets an individual, the base
difficulty of the effort is the Contacting Skill of the
target being satirised. The target’s Contacting Skill is
used to approximate the character’s reputation and
ability to mitigate the satire’s impact. Treat this as an
attack or manoeuvre as appropriate to the situation.

New Aspects added to a scene should be a cue for
Extra behaviors. It's also worth remembering that the
mood of a group offers a secondary opportunity for
compels and other complications — if the mood of the
room is somber, and a player fails to act in accordance
with the mood, others will probably respond badly
to them, rather the way people might respond to
someone using their phone in a funeral.

Not every performance is going to put an Aspect
on a scene. To start out, the artist describes what
Aspect he’s trying to put on the scene and how he’s
going to go about it. The difficulty for an adequate
performance is Mediocre, but the difficulty for a
performance that’s good enough to shape the mood
starts two higher, at Fair. This difficulty may be further

s

Factor Notes Mod.

Adding to a
mood existing mood, adding an

If the room has an +

additional mood is a little

harder.
Changinga  If the new mood is going +3
mood to replace an existing

mood (either by design,

or because it’s actively

contradictory to the

existing mood), it's more

difficult.
Distractions A noisy room or other +1

activities will make it
hard to focus on the

performance.
Major It takes active effort to +3

Distractions pay attention to the
performance, such as
when the performer is in
a large, active area with

many distractions.
Total There’s no reason for +5

Distractions anyone to be paying
attention to the

performance, such as on a
battlefield.




modified by other factors, seen on the previous page.

The baseline difficulty is Mediocre, and as long as
the character beats that, the performance is techni-
cally adequate. The modifiers are applied to the
performance that has an emotionally transportive
quality. Essentially, the second difficulty indicates the
number of shifts over Mediocre the artist needs to
get in order to place an Aspect on the room — starting
with two shifts for a distraction-free, no-existing-
mood-to-address performance.

Forgery [Art]
Imitation has a long-standing place in the art world,
and thus Art is quite good at making fakes, be they
“lost” symphonies or falsified documents. When a
character uses Art to make a forgery, the difficulty
depends on the complexity of the thing being dupli-
cated. The target would use their Perception or Art
Skill, whichever is higher, to detect the forgery. Having
an original on hand can help reduce the difficulty.
Deceit should also be used to complement the effort.
Difficulties for forgery should be set at Mediocre
for something simple like a letter or a speech, Good
for something more involved like a painting, song
or a novel, and Superb for something that will be
challenging in its own right, like a symphony or multi-

THE ARENA WAS A SPHERE OF WEIGHT-
LESSNESS FORMED BY ANTI-GRAVITY
PROJECTORS.
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trillion selling album. The difficulty should also reflect
the time it will take to produce the forgery. Subtract

1 from the difficulty if there is an original on hand to
work from.

Athletics

(Stunts, page 150)

Athletics measures the character’s general physical
capability, excepting raw power, (which is Might,
page 125) and long term endurance (which is
Endurance, page 116), Athletics covers running,
jumping, climbing, swimming, and other broadly
physical activities you might find in a track and field
event. Characters with high Athletics include athletes,
soldiers and outdoorsmen.

Athletics is often the “when in doubt” physical
Skill, and it can get a lot of use. There’s sometimes
confusion as to when to use Athletics and when to
use Might. As a rule of thumb, Athletics is used to
move yourself, Might is used to move other things
and people. When an action calls for both, they may
modify one another. If there is no clear indication
which should be primary, default to Athletics as
primary and Might as modifying Skill.

Don’t ask the players to roll their Athletics Skill if
it’s to do something mundane - like climbing over a
wall, unless they’re being chased or need to get in to
cover to avoid an impending explosion.

& Jumping
This is not the Olympics — jumping is something
one does to get over obstacles or across bottomless
chasms, and in those situations the Story Teller
will set a fixed difficulty to be met or exceeded.
Generally, that difficulty is going to be the bare
minimum to clear the distance, so beating that
by a few shifts is often a good idea.
Situations requiring a difficult jump
should be carefully designed. If you want the
players to be able to cross you have to provide
the means to do so, don’t make it impossible.
If it's a bottomless hole, and a player fails
do they die? Of course not, there’s always a
ledge to catch or a hidden walkway just out
of sight. Consider what you want the result
to be if they do fail.
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& Sprinting
A character may use their Athletics to move faster by
taking a sprint action. Normally, characters may only
move one zone on their turn by turning over one of
their shifts as a supplemental action. Characters who
spend their entire action moving are sprinting; rolling
Athletics against a target difficulty of Mediocre, they
may cross a number of zones and borders equal to or
less than the total shifts of effect. In the absence of
borders, characters can always move a minimum of
one zone. See page 218 for additional details.

& (limbing
Athletics is the Skill for climbing. The Story Teller
will set a difficulty for how hard it is to climb a given
obstacle. At the Story Teller’s option, shifts may be
used to speed the process if the character succeeds.

Unless you've got a really good reason why

climbing needs a roll, just assume people get over
the obstacle. If, however, the wall is virtually impos-
sible to climb, that gives a character with appropriate
Stunts an opportunity to shine — absolutely a good
time to call for a roll. Climbing difficulties are
determined in two steps. First, the base difficulty is
determined by height. Climbs, like falls, are either
Short, Medium, Long or Extreme, and they follow
the same rules for height that falls do (see below,

page 107).

7
Mod. Slipperiness Visibility Distractions

+1 Wet or slick  Dark or Non-
Raining threatening
interactions

+2 Completely  Pitch Black External

smooth dangers

These difficulties assume a fairly easy climb,
a situation with many hand and footholds,
like a fence. They are subsequently modified
by circumstance. The three main factors
affecting a claim are slipperiness, visibility
and distractions. Each of these can increase
the difficulty by 1 or 2.

~
Height Base Difficulty
Short Mediocre (+0)
Medium Fair (+2)
Long Great (+4) *
Extreme Fantastic (+6) *

* Climbs of this length are Athletics
restricted by Endurance unless the
character has the ability to rest

occasionally

WE'VE GOT A FIGHT ON OUR
{ HANDS! THEY'RE COMBAT T
ik TROOPS!

1 AND THEY'RE
=«{ FASTER THAN US!
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Given all these difficulties, certain climbs (like
a giant glass skyscraper at night, while someone’s
shooting at you) are going to be too difficult even to
try, so it’s important for a climber to know his limits
(or have Stunts to exceed them).

Climbing either works or it doesn’t and a player
works out at the bottom that he can’t make it, unless
you want to make it interesting and let them get to a
certain point to find out the wind has picked up and
suddenly it seems a little more difficult. This could
involve use of Fate points and Aspects to ensure the
player makes it to the top

& Dodging
Athletics can be used as a defensive Skill to respond
to attacks in physical combat, and works very well in
conjunction with taking a full defense action (granting
a +2 to the roll; see page 217). The one important thing
to note is that taking a defense action means that you
can’t use Athletics for other things, like sprinting.

& Falling
When characters fall, they bypass the physical stress
track entirely, and hop right to a consequence, with
the severity of the consequence being determined by
length of the fall. Characters who fall can roll Athletics
to try to limit the severity of the result.

A short fall is usually anything under 20 feet. It
can hurt, but in heroic fiction, such falls are little
more than inconveniences. A medium fall is more
substantial, anything up to three or four stories. If the
fall is more than that, but you can still see details on
the ground (say, 10 stories), it’s a long fall. Anything
more than that is an extreme fall. By default, a short
fall imposes minor consequence, a medium fall
imposes moderate consequences, a long fall imposes
severe consequences, and an extreme fall hops right
to taken out regardless of die rolls (unless Stunts get
involved). See the table below for a summary of these
effects.

When a character falls, he should roll Athletics. If
he fails to make a Mediocre (+0) difficulty, the fall is
treated as one category worse than it is. If he beats
a difficulty based on the length of the fall (as shown
in the table below), he may treat the fall as one step
shorter (so a long fall would be come a medium fall
and so on).

Extreme falls (and falls in general) are more useful
as a threat than a reality. The danger of a fight on top
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of a skyscraper is emphasised by the danger of falling,
but the falling should never be central to the scene,
unless you can think of a way to make it very cool.

i Fall Height Base Difficulty Consequence
Short Up to 20ft  Fair (+2) Minor
Medium Upto g4oft  Great (+4) Moderate
Long Can see Fantastic (+6)  Severe

the ground
clearly
Extreme Isthata Can’t be Taken QOut
house? attempted
without “Safe
Fall” Stunt,
page 151

& Athletics in Combat
Athletics should never be used to inflict stress, but it
is often a reasonable Skill for certain manoeuvres. If
the manoeuvre involves pushing around heavy things,
Might (or Might modified by Athletics) will be more
appropriate, but if it's more about grace than power,
Athletics is certainly a better match.

Burglary
(Stunts, page 151)
The ability to overcome security systems, from alarms
to locks, falls under the auspices of this Skill. This
also includes knowledge of those systems and the
ability to assess them. Characters with a high Burglary
include burglars, private eyes and even some cops.

& C(asing

Burglary can also be used as a very specialised
perception Skill, specifically to assess the weaknesses
and strengths of a potential target. Here, the character
is trying to determine the existence of inobvious
or hidden Aspects, using assessment (see page 98).
This usage of Burglary can be blurred together with
something like declaration, if the player comes up
with an entertaining new Aspect to place on the
target of his future burglaring. Thus, either the Story
Teller can indicate that some flaw exists and has been
discovered, or the player can make a declaration about
a flaw in the security that he intends to defeat.

Since this will almost always give rise to a scene
Aspect that will be broadly available and have a
significant impact on the shape of the coming scene,
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the Story Teller should be looking for the character
to score several shifts above a standard difficulty of
Mediocre - so, all other things being equal, rolls of
Good or better will reveal findable flaws, unless a
strong effort has been made to conceal those flaws.

Regardless of the method, the character makes a
roll against a difficulty determined by the Story Teller,
and if he succeeds, that fact is true, and may grant a
+2 bonus to a roll where that information is useful.
When a player is making declarations, casing follows
the same guidelines as the minor details trapping for
Academics (page 100), but is limited to security facts
(including potential escape routes). As in either case
this reveals an Aspect waiting to be tagged, the first +2
for tagging the Aspect is free, and subsequent uses on
other rolls cost a Fate point, as always.

This really only address a static target, where there
is no strong, driving force behind the security effort.
If a significant Extra is taking an active role in, say,
patrolling or monitoring security at a location, the
location has suddenly become much more difficult
to burgle. When this is the case, the casing effort
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may instead turn into Burglary (on the PC’s part)

vs. Burglary or Investigation (on the Extra’s part)

rolls — and the Extra may already be aware of the
Aspect knowledge he wants to keep out of the PC’s
hands. If this is the case, such contests may function
an awful lot like someone trying to “read” another
person, as with Empathy, only it’s a building or other
location here rather than a person. For an idea of how
to handle such cat-and-mouse Aspect revelations,
see the sections on Empathy, Rapport, and Deceit

(page 116, page 129, page 110).

& Infiltration
Given an opportunity to case an intended target,
the character is much more prepared to infiltrate
that location. In addition to the benefits of tagging
known Aspects that should permeate the scene, the
character should also be on a strong footing for using
his Burglary Skill to complement any Skills he uses on
targets he’s had a chance to study and prepare for. So
Burglary can be used to complement his Stealth and
Sleight of Hand, and even in certain circumstances
social Skills such as Contacts and Deceit

& Locks [Burglary]
Burglary will frequently see use in overcoming locks
and other security measures. Most locks that a person
runs into on a day to day basis are of only Mediocre
difficulty, but more specialised locks are more difficult.
As a rough guideline:

~
Front Door, Simple Padlock: Mediocre
Quality Padlock, Office Door: Average
Security Door: Fair
Prison Cell: Good

Safety Deposit Box, Cheap Safe: Great
Superb
Fantastic

Expensive Safe:
Bank Vault:

Most locks require some sort of tools to open.
For regular locks, this is some sort of pick, whereas
safes and vaults require more specialised tools. These
difficulties all assume investing a few minutes, if
not longer, depending on the lock. If the character
wishes to take less time, he must get additional shifts
and adjust the timeframe according to the time table
(page 237). If he lacks the proper tools, the difficulty is



boosted by a minimum of 2. He must have some kind
of tools to use, however; the job can’t be done unless
it’s a very unusual lock indeed.

& Security [Burglary]
Security systems as a whole are just collections of
smaller elements, like window locks, tripwires, alarm
bells and so on. The quality of a security system
(which determines its difficulty to assess or overcome)
depends upon who was responsible for setting it up,
and is based on either their Engineering or Burglary
Skill. The cost of a security system is equal to its
quality. If a character is building a security system for
himself, this cost is reduced by one (quality, of course,
stays the same).

Most often a security system should be defeated
(or not) in a single roll. Failing that roll should make
the matter more complicated — increasing difficulty
or revealing that there are multiple steps that must
be taken in order to make the job even possible — if
not outright setting off any security measures that the
character was trying to circumvent.

If the scene is a big and important one, with a
complex security set-up in order to allow a Burglary
focused character to strut his stuff, the Story Teller is
encouraged to start things right at the “multiple steps”

point. Such security systems may often be indicated
by Aspects on the scene, and a player trying to get
around them may be trying to alter or otherwise
remove those Aspects from the scene. Alternately, the
systems may have a stress track of their own, with
the character’s Burglary actions acting as “infiltration
attacks” against the securities and failsafes.

Contacting
(Stunts, page 152)
Contacting is the ability to find things out from
people. A character may know a guy, who knows a
guy, or maybe he just knows the right questions to
ask. Whatever his methods, he know hows to find
things out by asking around. Characters with a high
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Contacting Skill include reporters, pirates, security
agents and diplomats

A character with a high Contacting Skill knows a
wide variety of people and has at least a mild amount
of connection with virtually any organization.

The character needs to be able to get out and
talk to people for it to be useful. Contacting is also
limited by familiarity — a character finding himself in
an entirely unfamiliar environment may encounter
difficulties increased by as much as +4. Thankfully,
Contacting also covers the Skill for building new social
networks, so if a character stays in an area for any
amount of time, he can diminish the difficulty by one
per week spent.

& Gather Information [Contacting]
Gathering information begins with a question, except
the character goes out and talks to people, trying to
find the answer to a question like, “Who’s trying to
kill me?” The player describes where his character is
going to talk to folks (usually “the street”), the Story
Teller sets the difficulty, and the player rolls at normal,
at which point the Story Teller passes on whatever
the player has discovered. If the Skills roll fails, then
the process will take extra time increments as with

a failed research effort; instead of needing a library,
the character needs people to talk to. These people
must have the right level of access to answer the
question; this corresponds to the “quality” of a library.
If the character is being “shut out” for one reason or
another, no amount of dogged persistence through
time investment is going to help. When that happens,
it usually means there’s another problem the player
needs to solve first.

One important warning about authenticity — being
the most informed guy and knowing all the latest
gossip isn’t necessarily the same thing. Contacting
finds out what people know, and people always
have their own biases. Information is only as good
as the sources it comes from. Contacting rarely tests
the veracity of the information provided — save by

IT ISN'T DIFFICULT TO GET INFORMATION AS
LONG AS YOU KNOW WHO TO CONTACT—
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the discovery, through several sources, that contra-
dictory answers are coming from different sources.
If a character wants to determine the truthfulness of
the information he’s finding, that’s a more in-depth
conversation, and may involve Empathy, Rapport,
Deceit, and more.

@ Getting the Tip Off [Contacting]
Contacting also keeps the character apprised of the
general state of things, and acts as a sort of social
Alertness, keeping the character abreast of things that
might be coming his way. It’s far from foolproof, and
like Alertness, the Story Teller is usually the one to call
for a roll.

Tip-offs should be either vague or specific
depending on how Story Teller wants the action to
proceed. For example if you’d annoyed the crime lord
of Centauri Beta Ill and he’d sent an assassin to take
you out you might get a tip-off like, “I heard you really
got a hair up Mister Big’s nose. You should watch
out.” A good specific tip-off is “Black Jack the Pirate is
in town, over at the southside Starport! They say he’s
got a gang of guys and is here to take you down! You
need to get outta the city!”

The Black Jack tip-off at least says “to deal with
this, you can go to the southside motel right now!”
whereas “a hair up Mister Big’s nose” suggests that
it’s simply the first step in a longer investigation
to take out Mister Big or get rid of the unwanted
attention.

Regardless, you need to be sensitive, as with any
kind of investigation, to making sure that the process
you kick off with a tip is not simply a parade of
frustrating dead ends. Tips should head somewhere!

As a rule of thumb, like Alertness, don’t have the
character roll for a tipoff unless you have something
to tell the character.

& Rumors [Contacting]

Contacting is also useful for planting rumors, not just
for ferreting them out. The player simply tells the
Story Teller what rumor he wants to plant, and the
Story Teller may assign bonuses and penalties based
on how preposterous or reasonable the rumor is. The
Story Teller then uses the final roll to determine what
the result of the rumor is.

It's worth noting: the character’s roll is also the
target for someone else’s Contacting roll to find out
wha’s been spreading rumors, so be careful!
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When a player plants a rumor, consider it a mental
bookmark. Assuming anything but a terrible roll, that
rumor should resurface later in the game. What form
it takes depends on the player’s roll.

s

Mediocre or Average:
The rumour earns passing mention

Fair or Good:
Other characters are passing around the rumour,
even back to the original character

Great or better:
The rumour has spread far enough that someone
(presumably the target) will do something in
response to it. Additional shifts above Great may
indicate that the rumour has spawned a number
of alternate or embellished versions as well, all
with the same thread running through them, or
may be used to speed up the rate at which the

rumour spreads.

Deceit
(Stunts, page 154)
Deceit is the ability to lie, simple as that. Be it through
word or deed, it’s the ability to convey falsehoods
convincingly. Characters with a high Deceit Skill
include grifters, spies, and politicians.

For simple deceptions, a contest between Deceit
and an appropriate Skill (usually Empathy, Alertness
or Investigation) is all that is necessary, but for deeper
deceptions, like convincing someone of a lie or selling
someone the New York Starport, a social conflict is
appropriate, complete with Deceit attacks and social
stress being dealt. Sometimes, Deceit is the under-
current rather than the forefront of an action, and as
such, the Skill may be used secondarily to modify,
restrict, or complement another Skill’s use.

The Story Teller needs to be very careful about
adjudicating Taken Out results in social conflicts where
Deceit is in play. Deceit should never create behavior
that is at odds with the basic nature of the target
— an honest man won't be tricked into stealing, for
example, though he may be tricked into, say, holding
stolen goods if he has no reason to think they're
stolen.

When Deceit is most successful, the target is put in
a position where his own nature forces the decision
that the liar wanted him to make, much the same
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way the compulsion of an Aspect does. An honest

man won't steal, unless he feels he has to do so to
protect something more important than his honesty.
Some of the greatest crimes in history are perpetrated
by people believing they are doing the right thing

for their family or their country. Part of the reason a
character with a high Deceit is going to want a decent
Empathy is to know what direction to spin things
towards.

& Disguise [Deceit]
Deceit covers disguises, using the disguised charac-
ter’s Deceit Skill against any attempts to penetrate the
disguise. Such disguises are dependant upon what
props are available, and won'’t hold up to intense
scrutiny (specifically, an Investigation roll) without the
use of Stunts, but they’re fine for casual inspection
(Alertness rolls).

Disguises generally hold up until the worst possible
moment. The trick with dealing with disguises is less
about when the opposition wins a roll, and more
about when the opposition is going to get close

AND SO, A HEAVILY-DISGUISED LEO CHASE MADE HIS WAY TO MELKOR.

4

enough to use Investigate. That’s the trump card, and

the way to play out tension in a scene with disguises

is by making it clear such a roll could happen —and so
the question is whether or not it will.

& False Face Forward [Deceit]
A character with Deceit may opt to use Deceit instead
of Rapport to defend against another character using
Empathy to get a read on him. This roll is modified by
Rapport.

If the character loses his defense roll, then the
Empathy reader may proceed as usual — in attempting
to hide himself, the character has blundered and
revealed a truth. If the character wins the roll,
however, he may provide a false Aspect to the reader,
sending her off with an utterly fabricated notion of
him.

When a character tries to take advantage of an
Aspect that they falsely think is there, it can end up
being a waste of a Fate point or worse! (See Guessing

Aspects, page 93)
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& C(at and Mouse [Deceit]
Deceit can be used for more than just dodging
attention; it can be used to riposte a social query
with a web of deception. When another character
initiates a social contest, including an Empathy read,
the character turns the tables, using his Deceit as an
offensive Skill, and representing any Skills particularly
convincing lies as consequences. This is a dangerous
game though, as the deceiver is opting not to put his
false face forward, and if his opponent succeeds, he’ll
hit upon the truth. However, if the deceiver outclasses
his opponent significantly, this can be a powerful
technique.

In such a contest, the “reader” is effectively
manoeuvreing (as he attempts to win an Empathy
roll and pick up a piece of information) rather than
attacking, but he is acting, so he does not get a full
defense bonus. The deceiver is responding in kind
with attacks and manoeuvres as well, with the
goal of planting false ideas on the reader. Usually,
the opponent disengages after they’'ve won the
manoeuvre and gotten the information they want.
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Drive
(Stunts, page 156)
Drive is the ability to operate a ground vehicle
(wheeled, hover, anti-grav, tracked, water-based,
submersible, etc). Characters with a high Drive Skill
include bodyguards, racers and getaway drivers.
Drive is pretty easy to use. Trying to do something
in a car? Roll Drive, simple as that. If a character is
trying to do something special, like drive and shoot at
the same time, Drive will restrict the Skill being used
(not modify, as a high Drive Skill won’t make someone
a better shot).

& C(Chases [Drive]
Cars inevitably lead to chases, one of the major
trappings of this Skill. In a chase, a character’s Drive
Skill is used to close the distance between him and
the car he’s chasing (or increase the distance if he’s
the one being chased!). It’s also used to bring quick
resolution to the issues brought up by terrain and
other obstacles. For an extensive treatment of car
chase rules, see below.



Running Chases
Drive mostly comes up in one important context:
chases! Sure, sometimes there will be rolls against
specific difficulties to get out of a burning building
in time or the like, but really, if a character has a
substantial Drive Skill, it'’s so he can come away as the
winner of a car chase.

So here’s the first rule of chases: they aren’t about
speed. Sure, in a straightaway, the faster vehicle wins,
no question, but that should almost never happen.
Car (or any other kind of vehicle) chases end when
one party is no longer in the chase, usually because
they’ve crashed violently (and possibly explosively).

Car chases play out like any other conflict, with one
or two small differences. Vehicles have their own stress
track (see page 302), but they do not “attack” each
other as is normally the case in a conflict. Instead, they
engage in a steadily escalating series of dangerous
actions, until the lesser driver is weeded out.

At each exchange in a chase, the driver of the lead
(“chased”) vehicle calls out an action. Even if other
things are happening at the same time as the chase,
this action declaration is made first, regardless of initi-
ative. The driver declares a difficulty of his choice, and
describes what complicated and dangerous manoeuvre
he’s performing that this difficulty matches. He then
makes a Drive roll against that difficulty.

If he succeeds, he pulls it off, but if he fails, it goes
less well than planned — the car gets banged up some
or slips out of control, and the car takes stress equal
to the number of shifts the character rolled below the
manoeuvre difficulty (as if an opponent had rolled the
difficulty as an attack).

Next, the driver of the pursuing vehicle (see below
if there’s more than one vehicle) rolls against the
same difficulty. If successful, the car takes no stress
and inflicts stress to the lead car according to the shifts
on its roll as it manages to get close, slam bumpers,
fire some shots, or otherwise make trouble.

Alternately, if the pursuer is not looking to damage
the lead vehicle, he may roll for a manoeuvre. If he
fails, his car takes stress as if the difficulty were an
attack — poor driving or overzealousness has had him
sideswipe a vegetable stand, or rip up his tires on a
tight turn.

Eventually one party or the other will be taken out,
and that should pretty well handle that — if the chased
vehicle’s still in motion, an escape; if a pursuing
vehicle’s in play, capture!
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Multiple Vehicle Chases
Now, this is all well and good for when one car is
chasing another, but chases are usually a lot more
crazy than that — it’s a lucky hero who is only pursued
by only one vehicle! Usually, if one car goes down,
another one is in its place, and villains are famous for
having guys with grenades on just the right rooftop as
the hero tries to get away.

Multiple vehicle chases usually use the minion
rules (see page 226), with each car equating to a
minion, and all of the pursuers acting as a single unit
making a single roll. If there’s a named pursuer with a
handful of unnamed companions, the minion vehicles
attach to the named leader normally.

However, if there are a lot of cars — say you have
a named pursuer who has 10 minions — it’s a little
hard (and anticlimactic) to have all of the vehicles on
the field at once. When you look at movies and the
like, the usual pattern is that a few cars show up in
pursuit, they crash, and new cars come in to take their
place, and this process repeats until there are no more
reinforcements.

With that in mind, when you want to play out a
more extended chase that has this kind of pacing, the
Chase Scene rules become appropriate.

Chase Scenes
Chase scenes occur when the players are being
pursued by a large enemy force. In a chase scene, the
named pursuer stays out of the chase, at least initially.
Over the course of the chase, the pursuing minions
come at the player sequentially, with a new minion
coming in as a prior one is taken out. This continues
for the duration of the chase until the pursuer is out
of minions, at which point, he enters the fray and the
chase is then resolved normally.

Because the pursuer is not on the field, the minions
never attach, so they use their own Skill, which is
often to the fleeing character’s benefit. In return
for this, the pursuing villain is given a few tricks to
balance the scales. (Players, being heroes, don’t use
these rules, since they are potent individuals of action,
rather than masterminds working through lackeys.)

At the beginning of a scene, the Story Teller-
controlled pursuer is given a certain number of points,
which represent the total value of the pursuit. Five
points makes for a very short chase, 10 for a one
meant to be a major feature of this section of the
story, and 20 can make for a chase scene that will take
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up a goodly portion of the session, as a climax to the
action.

The baseline use of this value is to determine
how many minions the pursuing character has. Each
minion costs a number of points based on its value (1
for Average, 2 for Fair, 3 for Good). At the start of the
chase, the pursuer can spend as many points as he
wants (up to the total value of the pursuit) in order
to buy minions. He can choose to have all of these
minions go after the characters now, or he can hold
some of them in reserve (in which case the reserve
vehicles will enter the chase one by one, as individual
minions are taken out). Also, at any time there are
no pursuing vehicles (i .e ., all the minions that he’s
bought have been taken out), he can spend points
to add a single additional pursuing vehicle, which

immediately enters the chase. More importantly, the
pursuer may also spend 1 point per exchange for any
of the following effects:

Reinforcements

Allows the pursuing character to add multiple cars at
once. By spending one point, he may spend additional
points up to half his remaining total on purchasing
additional cars, which are immediately added to the
field. These vehicles must all be of the same quality
as the car already in play and each other. Adding
extra vehicles allows them to get the bonus for

being in a group, but has the drawback that overflow
damage will roll onto the next vehicle as it does for
minions (this does not happen when there is only one
pursuing vehicle).

WITH A LETHAL MASS OF ROCK AND METAL ORE IN
FRONT AND A MURDEROUS CRUISER ON OUR TAIL
THINGS WERE A LITTLE INTERESTING.
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Road Hazard

The pursuers have managed to get someone ahead of
the lead car and may launch an attack against the lead
car, using the villain’s Drive (or Pilot, when appropriate)
Skill as the attack value. Other pursuing vehicles do not
need to defend against this attack, since in theory, at
least, they’re aware that the hazard is forthcoming. This
is one of main tools the villain may use to offset the
loss of not involving himself directly.

Shotgun!

One of the pursuing vehicles has someone with a
gun in the passenger seat, and the addition of bullets
into the mix makes things all the more dangerous.
Any time the lead car takes stress, it’s increased by
one as long as this guy is shooting. The guy with

the gun can be removed when that car is taken out
(reinforcements do not have a gun unless points are
spent for it).

The Last Pursuer

If the pursuing villain is not going to join the fight
himself, he can try to end the chase with one last,
tougher-than-usual vehicle. This is the last ability the
pursuer can use, and costs all his remaining points
(minimum of 1). If the Last Pursuer is used, the villain
himself cannot subsequently join the chase.

The last pursuer is always more impressive than
the previous vehicles. Perhaps it’s big and armored,
sleek and black, or maybe it’s something completely
unexpected, like a biplane. It is always treated as a
Good Minion, with one extra box of capacity for each
point spent beyond the minimum.

It also has one other benefit from this list:

e  +3 Stress Boxes

e  +1to Drive Rolls

e Armed — Always treated as having the
Shotgun! Effect.

e 1point of armor (see Gadgets, page 81)

e Alternate Movement — the pursuer can move
in ways the lead vehicle can’t (such as flying,
or water). Mechanically, this means that the
pursuing car can opt to avoid almost any
hazard, treating it as if the pursuer automati-
cally succeeded at the roll, but inflicting no
stress on the pursuer for doing so. The
pursuer is only obliged to roll if the lead car
can come up with a manoeuvre that forces the
pursuer to respond.
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Dramatic Entrance

This is the moment when the named pursuer
reveals himself, and begins the end of the
chase. If the Story Teller has used “The Last
Pursuer” already, this option is off the table.
This costs all the the pursuer’s remaining points
(minimum 1) and triggers a Road Hazard for
the fleeing vehicle, as the pursuer appears in a
colorful and hopefully hazardous way. The stats
of the pursuer’s vehicle depend on the pursuer,
and if he does not have a signature vehicle, he
may use the same rules as The Last Pursuer,
above, replacing the minion quality with his
own Skill.

Once the pursuer is out of points and there
are no pursuing vehicles left, the fleeing vehicle

finally escapes.

Passengers
Each exchange, one PC or named Extra passenger
may assist the driver, provided he has the means to
do so. This allows him to contribute to the chase, as
long as he finds a way to describe it, be it shooting
at the pursuers (Guns), pushing a crate out the back
(Might), or just shouting “look out!” when dramati-
cally appropriate (Alertness). The passenger rolls his
Skill while the driver rolls his Drive as usual, and the
driver may use the higher of the two results. (The
only limit on this is that the same passenger may
not help two exchanges in a row .) Note that this is a
single result, not two — for instance, a passenger who
is shooting does not get normal attack results, just
the ability to let the driver choose between two rolls.
This said, by dint of being passengers in the same
vehicle, all characters — even those not able to roll in
that exchange — may offer to spend Fate points out of
their own pool on behalf of the driver, so long as they
supply a bit of color dialogue, e.g., “Alleyway ahead!”
Furthermore, there’s nothing saying that characters
along for the ride can’t be doing other things that
don’t contribute directly to the chase. While they can
only act against the pursuers by partnering with the
driver as described above, there’s nothing to say that
your car chase can’t feature the Academics guy in the
back seat furiously trying to read through the book the
heroes just stole from the villain’s lair... just in case
the guy’s minions catch up with them and the book
returns to its owner.
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The reason for these rules are twofold. First, if all
the passengers were engaging in full participation at
the same time, the chase would finish very quickly
and would almost certainly be less interesting. But
second and perhaps more important, by focusing the
chase experience around the person in the driver’s
seat, the driver’s shtick of being good at driving gets
backed up. Chases are uncommon enough that, when
the opportunity to shine comes up, the driver should
most certainly get the spotlight.

Empathy
(Stunts, page 158)
This is the ability to understand what other people are
thinking and feeling. This can be handy if a character
is trying to spot a liar or wants to tell someone what
that person wants to hear. Empathy is usable as a
defense against Deceit, and is the basis for initiative in
a social conflict. Characters with a high Empathy Skill
include gamblers, diplomats, reporters and socialites.

& Reading People [Empathy]
Empathy can be used to figure out what makes
another character tick.

Given at least a half hour of intense, personal inter-
action, a character may make an Empathy roll against
the target’s Rapport roll (see page 130 for more on
Empathy vs. Rapport when reading people). This is an
assessment action (see page 98). If he gains one or
more shifts on the roll, he discovers one of the target’s
Aspects which he is not already aware of. It may not
reveal the Aspect in precise detail, but it should paint
a good general picture ; for instance, it might not give
the name of the character’s brother, but it will reveal
that there is someone with that relationship. This
process may be repeated, taking longer each time and
ultimately can reveal a number of Aspects equal to the
character’s Empathy Skill’s value (minimum one) - so,
a Fair Skill (value 2) would allow two Aspects revealed
through at least two different rolls.

Knowing someone’s Aspects is a powerful tool,
both because it allows that person to tag them, and
because it gives potent insight into the target’s nature.
It’s critical to remember that a character’s Aspects are
not necessarily public knowledge. While a scenario
may call for compelling a character’s Aspects, Extras
should not be planning for that Aspect unless they
have some reason to have found it out, either because
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the player showcases it, or because they've success-
fully used Empathy on the character.

When you decide which additional Aspects
Empathy reveals to a player, there are two possible
yardsticks. The first is showcasing those Aspects you
feel are closest to who the Extra really is. The second
is showcasing the ones you think would be most
entertaining if the player found out about. If neither
of those yardsticks work, pick the one closest to the
top of the list; it’s probably reflective of what you
thought was most essential at the time.

Endurance
(Stunts, page 159)
Endurance is the ability to keep performing physical
activity despite fatigue or injury. It's a measure of the
body’s resistance to shock and effort. In addition to
fatigue, Endurance measures how well a character
shrugs off poisons and disease (for a treatment
of poisons, see page 118). Characters with a high
Endurance Skill include explorers, athletes, and sailors.

Endurance is a passive Skill. Players will very rarely
need to ask to roll Endurance; instead, the Story Teller
will call for rolls when appropriate.

Endurance can particularly come into play in
long-term actions, as a secondary, restricting Skill,
where the character’s ability to keep performing
at peak is limited by how able he is to overcome
fatigue and pain; this is why top athletes have their
Endurance Skill on par with (or better than!) their
Athletics Skill. Someone without a solid Endurance
Skill may be a good sprinter, but will find themselves
winded and falling behind in a marathon.

Endurance also determines a character’s Health
capacity (the length of a character’s Health stress
track), since Health stress represents physical wounds
and fatigue.

By default, players have 5 boxes for their Health
stress track. Better-than-Mediocre Endurance
increases the number of boxes as shown here.

s
Endurance Health
Average-Fair +1
Good-Great +2

Superb -Fantastic +3
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& Poisons [Endurance]
Poisons are an interesting case, and one that bears
some discussion, since they fall into a few categories
which in turn follow a few rules.

Poisons have a potency and a subtlety, both rated
on the adjective ladder. The potency determines how
hard it is to resist using Endurance (see below) and
the subtlety is the difficulty for any Alertness, Investi-
gation or Science rolls to detect or analyze it — either
to prevent exposure, or to determine the cause of
someone’s sudden ailment. Poisons also need to
have a means of application, such either as food, gas
or injection.

First, we have damaging poisons. Damage is used
loosely here, as it may be lethal or it may mean
knockout drugs or any number of other things.

Damaging poisons are often fast-acting, found
on the blades of enemies and tips of blowgun darts.
When such a poison is introduced into the system,
it makes an attack (at its level of potency — Mediocre
for a mild poison, Superb for something very potent)
against the target’s Endurance.

This attack occurs before the first initiative of an
exchange. This attack repeats every exchange until
the end of the scene (at which point the poison has
run its course) or until the character somehow stops
the poison, such as with a Stunt or medical treatment
(or even something as mundane as inducing vomiting
when appropriate). Many such poisons may stop if the
player acquires spin on his defending Endurance roll
(beating the attack by 3 or more).

Some damaging poisons are slow acting and kill
over a much longer period of time, but those are
often more appropriate for background than showing
up directly in play. If you are looking to introduce
a slower-acting poison, rather than treating it as a
standard attack, make a roll once per scene against the
victim’s Endurance roll. If the poison’s roll beats the
Endurance roll by 3 or more, then the victim acquires
a consequence. Regardless of severity, these conse-
quences do not disappear until after the poison is
cured. After three such rolls, escalating from minor to
moderate to severe, the fourth will leave the victim
succumbing, with a taken out result. Alas, with
poisons, there are no concessions!

Next, we have exotic drugs. Rather than damaging
their target, they put one or more additional Aspects
directly on them (as with a manoeuvre rather than an
attack). Their potency is the value which the subject
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rolls their Endurance against in a simple test. If the
subject wins, the symptoms are passing, but if he
loses, he immediately gains the Aspects as described
in the poison. The duration of these effects depends
upon the poison. This approach is specifically different
from a slow-acting damaging poison, as these Aspects
are not consequences, and thus do not push the
character closer to taken out.

Lastly, we have special poisons. These are the
poisons that violate the rules in some way and tend
to either leave a beloved Extra in a coma, needing a
very exotic cure, or will kill the person who has been
exposed in a fixed period of time so they must race
to find the antidote. Alternately, they may have killed
someone in a very peculiar way and may prove the
only clue to the killer’s location.

In short, these are poisons that serve no purpose
but to motivate the plot. That’s OK! Space Opera can
tolerate a little bit of cliché, but try to keep their use to
a minimum unless absolutely necessary.

Engineering
(Stunts, page 161; Gadgets, page 80)
Engineering is the understanding of how machinery
works, both for purposes of building it and taking
it apart. While it is complimented by an under-
standing of Science, Engineering can just as easily be
the result of getting one’s hands dirty and having a
natural feel for how things work. Characters with a
high Engineering Skill include inventors, mechanics,
and frequently, drivers and pilots. Engineering also
includes an understanding of computer systems
to manage complex engineering projects, power
management, construction and design.

& Building Stuff [Engineering]
An engineer with time and tools can build a variety of
items. For full details on how to go about that, check
out the rules for designing Gadgets (page 80).
Engineering requires a workshop, the same way
Academics requires a Library and Science requires a
Lab. While Engineering can have very potent effects,
it’s fairly time-consuming to work something up in
game time. Frequently, a gadgeteer character will
have multiple ranks of the Universal Gadget Stunt to
help speed this process along. If the character does
not have enough improvements from Stunts to buy a
gadget outright, he can use the Stunt’s improvements
to reduce the time required.



For example, a device with 3 improvements usually
requires 24 hours to make. If the engineer uses his
Universal Gadget Stunt’s two improvements to cover
part of those improvements, the gadget will only take
8 hours to build (see page 80 for more on the gadget
improvement process and timeframes). Engineering
improvements do not last from session to session, so
if a player wants to start play with a gadget, he should
buy a Stunt to reflect it. With that in mind, you should
not be giving players the opportunity to engineer
for its own sake. If the pacing of the game is giving
everyone time to stop by the workshop for a few days
to upgrade their guns, that is a sign that you badly
need to increase the urgency of the threat facing the
players. Starblazer gadgetry is done under the gun,
with the clock ticking down to a dire event!

& Fixing Stuff [Engineering]
Engineering can be used to repair devices, given
the right tools and enough time. See page 235 for
guidance on difficulties
For devices that have stress tracks, the difficulty
of repair is the quality of the device. Removing stress
or a mild consequence takes a few hours, a day for
a moderate consequence, and a week for a severe
consequence. For devices that don't have stress tracks,
the difficulty is based off the highest value of the
device, or its resources cost, whichever is higher.
Failure on a repair roll can be made up in a few
ways, retroactively. First, each additional step longer
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on the time chart (page 237) gives a retroactive +1 to
the player’s roll, up to a maximum of +4 for four steps
on the table. Second, the device can be repaired on
the usual timeframe, but, the quality drops by one for
every point shy of the target. Both methods may be
combined; a character can get a retroactive +3 to take
two steps longer and drop the quality of the item by
one. Degradation in item quality may mean that some
of its special abilities are lost, if it has any. Subsequent
efforts may be made to restore the item to its original
quality, but those face a difficulty equal to the target
quality, plus one for every two steps the current quality
is below the target. Missing a restoration roll can only
be made up by investing time, and the starting length
of time on such efforts is usually a week.

If the Story Teller agrees to it, a player may make
a partial repair when falling just short of the target.
In these cases, the consequence on the device being
repaired is downgraded in severity, rather than being
entirely removed. If the character misses the roll by
one, he may opt to downgrade the consequence,
regardless of its severity, to a mild one. If the character
misses the roll by two, he may opt to downgrade the
consequence one step, taking severe to moderate and
moderate to mild. If the consequence is mild in any of
these cases, it is removed, but the device’s stress boxes
are all filled to the point of one shy of “taken out”.

ABSOLUTE!

ONE DROID ALONE WOULDKILL YOU,
STAR KNIGHT. 'VE SENT TWO TO MAKE IT /%,
[J., LY,
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& Breaking Stuff [Engineering]
Engineering is also the Skill for unmaking things.
Given time and tools, an engineer can topple virtually
any building or structure. In those circumstances,
Engineering works like a very peculiar combat Skill,
possibly resulting in manoeuvres or weirdly indirect
attacks (like setting up a bridge to collapse when
someone walks across it). See page 239 for how to
use explosives.

Fists
(Stunts, page 163)
This is the ability to hold one’s own in a fistfight,
with no weapons available but one’s two mitts and
a load of attitude! With specialised training, this may
include the practice of more disciplined fisticuffs,
such as the martial arts of the Orient. As a combat
Skill, Fists allows characters to defend themselves as
well as attack. Fists fighters are also well-versed in a
variety of fighting styles from all over the galaxy, and
may use this Skill as a limited sort of knowledge Skill
covering those areas. Characters with high Fists skill
include sailors, thugs, and martial artists.

Fists are dealt with in combat (page 213).

Gambling

(Stunts, page 165)

Some games are pure luck, but a good gambler
doesn’t play those. Gambling is the knowledge of
how to gamble and moreover, how to win when
gambling. It also includes knowledge of secondary
things like bookmaking and risk taking. Characters
with a high Gambling Skill include gamblers and
charming secret agents.

If a player has bothered to put Gambling
anywhere on his character sheet, he’s casting a vote
for gambling to be a factor in your games where he’s
playing. Make sure to keep that in mind, and always
have in the back of your head an idea for a cool
gambling vignette that ties into your storyline!

& Playing the Game [Gambling]

A gambler can usually find a game when he’s short
on cash — or just in the mood for sport. Finding a
game, or obtaining an invitation to one, requires a
Contacting roll (complemented by Gambling), with a
difficulty equal to the quality of the game (see below).
Characters with the Big Man Stunt (see page 153) can
automatically find a game with a quality up to their
Gambling Skill, but such a game is automatically high
stakes (see below).

HOW’S THIS FORA
CONVINCING ARGUEMENT?
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The quality of the game determines the base value
of its pot, unless the gambler declares he’s looking for
a high stakes game, in which case the pot is two steps
higher. However, a high stakes game also includes
the potential for complications, like sore losers, or
strange table stakes. Once at the table, the gambler’s
Gambling Skill roll will determine if he wins or loses,
and if the pot is bigger than his Resources, that might
be a problem.

Keep Gambling scenes simple and give a quick
rundown of who's at the table, making sure to
include their body language, before picking up with
the gambler character and the fall of the dice. If the
character beats the quality of the game (equivalent to
the Resources value of what’s staked), he walks out
with the pot. If the issue that brought the character
to the game is a vital one, this may be too quick a
shorthand — or, at the least, you should be ready for a
lot of Aspect use to hit the table.

Once won, the pot allows the character to make
a single Resources check using the pot’s value
rather than his Resources Skill — assuming the pot
is something as mundane as cash or easily-liqui-
dated items of little importance otherwise. Under
more exotic circumstances, such as a high stakes
game, the pot may contain all manner of unusual
things — maybe giving the character a useful piece of
equipment.

If the character loses a game and doesn’t have the
Resources to cover the pot, he’ll have to go into debt.
Make a note of the debt on the character sheet. This
is not that big a problem for most games, not even
significant enough to merit a temporary Aspect — the
character simply can’t get into another game until it’s
paid off. Or rather, he can still get in, but it requires
beating the quality of the game with his Deceit Skill to
try to sneak in passing as someone else.

If the game is high stakes (where the pot is two
ranks higher than the game’s quality) then things get
more interesting. If the character wins a high stakes
game, the pot should include at least one odd thing,
like a mysterious artifact, an unusual ship, a deed to
a world, the services of someone, an ancient weapon,
and so on. For games of a Good or lower quality, this
item is usually just a curiosity, but for Great or better
games, this item is important enough that the player
takes it as a temporary Aspect, and it remains on his
sheet until he resolves it, usually because you will use
the item as a hook for one of his upcoming adven-
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tures. A character may only have one such Aspect at a
time, so until it’s resolved, high stakes wins are only
worth the pot.

If a character loses a high stakes game, that may
be very bad indeed. He marks down the debt as a
temporary Aspect, but his problems are not limited to
money. His debt will usually be picked up by someone
important who will demand a favor or some other
payment to resolve the debt. Until that happens,
everyone knows the character owes someone big, and
he will not be welcome at high stakes games.

Guns
(Stunts, page 166)
Sometimes characters just need to shoot things.
Thankfully, there’s a Skill for that. With a gun,
characters can targets a number of zones away (see
page 63 for ranges) Unfortunately, without a gun in
hand, or at least close at hand, the Skill isn’t much use.

Guns is used to cover any type of personal weapon
that fires at range from bows to automatic rifles to
meson blasters and strange alien energy spears.

The Guns Skill does not allow characters to defend
themselves as well as attack; it trades the defense
component for ability to act over greater range. A
character who's both a good shot and good at getting
out of the way will also want to invest in either
Athletics or Fists (or both!).

Guns users are also well-versed in a variety of
small arms, large arms, and ammunitions, and may
use this Skill as a limited sort of knowledge Skill
covering those areas.

Characters with a high Guns Skill include soldiers,
assassins, and hunters. Types of guns are detailed in
the Equipment chapter on page 58. Most guns give a
bonus to damage if the target is successfully hit. Some
weapons detail other special effects such as stunning
the target, freezing or burning.

& Ammunition [Guns]
One thing that inevitably comes up when dealing with
guns is how many shots one has left. Thing is, aside
from tracking how much clip or power pack capacity
every type of gun has, counting bullets or charges is
just not a valid approach, because a character may
actually fire off their weapon many times in a given
exchange, with the outcome summarised in one roll.
To a great extent, reloading is considered to be just
part of the flow of a fight and the use of the Guns Skill.
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KADAK AND FHOTOS TOOK INSTANT ADVANTAGE.
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With that in mind, running out of ammunition

is something that only happens when it's dramatic
and interesting, which is to say, when it's something
appropriate for the application of Aspects. Running
out of ammunition is a legitimate compel for a
character with gun-related Aspects, but even more,
it’s an excellent first consequence or concession, or
the possible result of a manoeuvre (such as using
Athletics to run all over the place, drawing fire and
getting the bad guys to expend their ammunition).
If you want the flavor of a reload without the
drama, simply be reasonable and request that the
character take a supplemental action (basically, a -1
to his next roll) to reload after every three or four
exchanges of sustained gunfire.
Certain manoeuvres such as Auto-Fire also tempo-
rarily give the character an Out of Ammo Aspect until
they can find more ammo.

Intimidation
(Stunts, page 168)
There are more graceful social Skills for convincing
people to do what a character wants, but those Skills
tend not to have the pure efficiency of communicating
that failing to comply may well result in some manner
of harm. Nothing personal.
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Using Intimidation is a blatant social attack, which
someone can defend against with their Resolve. This is
the Skill for interrogation (as opposed to interviewing)
as well as scaring the bejeezus out of someone. Even
without a basis for fear, Intimidation can occasionally
be used as provocation, to produce a strong “burst”
of negative emotional response (such as provoking
someone into a fight, or at least to anger). Regardless,
it’s never pretty.

Characters with high a Intimidation Skill include
mob enforcers, pirates, evil leaders and “bad” cops.

& Threat of Violence [Intimidation]
If there is a reason for the target to believe that the
intimidating character is capable of harming the
target when they can’t do anything about it, such
as if the target is unarmed and the intimidator is
wielding a weapon, it is worth a +1 bonus, +2 if the
target is completely helpless. Conversely, if the target
is the armed one, his defense roll is likely at +1, and
can be at +2 or more if the target is very secure in
their position (such as being behind something solid,
or having lots of backup). If these circumstances
suddenly change, it’s certainly call for another Intimi-
dation roll!



The lesson here is simple: Intimidation works best
from a position of power. Achieve that position first,
then apply the Skill.

Intimidation requires a reason for fear, however
tenuous. This makes it hard to intimidate someone
over the telephone unless you have something very
specific to threaten them with. This is the most
important thing to bear in mind when deciding how
vulnerable an Extra is to Intimidation or how intimi-
dating an Extra is. Without a reason for fear, Intimi-
dation will produce, at best, annoyance, and at worst,
explosive anger. Then again, that can be a goal for
its use too. Regardless of whether or not there is a
reason for fear, a potent success on an Intimidation
roll should produce a strong emotional response — just
not, necessarily, one that was intended, nor that is
controlled.

& Brush Off [Intimidation]
If things get to the point of a face off, there are a lot
of other actions an opponent can do other than stand
there and be intimidated, such as disengage or pull
out a weapon. However, one of the real strengths
of Intimidation is at the first flash of contact, when
people instinctively get out of the way of someone
intimidating. Intimidation can establish a powerful,
menacing first impression. If the character is actively
doing something intimidating, he may roll a quick
contest of Intimidation against the opponent’s
Resolve. If successful, the target is taken aback for a
moment, generally long enough to brush past them,
though usually with plenty of time to call for help if
appropriate. This cannot be done in a fight, or against
any target who is already ready for a fight, but in
those “first contact” situations, Intimidation is gold
for control.

Investigation
(Stunts, page 170)
Investigation is the ability to look for things and,
hopefully, find them. This is the Skill used when
the character is actively looking for something,
such as searching a crime scene or trying to spot a
hidden enemy. Characters with a high Investigation
skill include private eyes, scientists and activists.

It is also useful for eavesdropping or any other
activity where someone is trying to observe
something over a period of time. When looking for
deep patterns and hidden flaws, Investigation may be
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used as an assessment action (see page 98).

This makes Investigation the flipside of Alertness; it
is mindful, deliberate perception, in contrast to Alert-
ness’s passive mode of operation. This also means
that an equivalent Investigation effort is nearly always
going to yield better, more in-depth, information than
an Alertness effort would; the downside is that Inves-
tigation is far more time consuming.

As with Alertness (page 102), when in doubt, set
the difficulties low. You never want to derail the
game because players failed to find a clue. It may
seem like it makes life less interesting if there is no
challenge in the Investigation roll, but this is one of
those odd situations where that is not the case. A lack
of information is clearly frustrating to players, and
if you have a player who really savors the challenge
of figuring out clues, the challenge is usually less in
finding the clues than in figuring out what they mean
once they’re found. And there’s the rub: clues don’t
come with explanations baked right in. Position your
mystery in the clues they find, not in the clues they
don’t. Remember, unless there’s something actually
there for them to find, don’t make them roll.
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When searching for something specific, the
difficulty of the Investigation roll should be kept at
Mediocre, with the shifts on the result being used as a
yardstick for how long it takes to find the thing.

The only exception to this is if the Story Teller has
a reason the thing in question shouldn’t be found. In
those situations, it’s often better to just make the thing
unfindable due to a critical missing piece that would
“unlock” access to the otherwise unfindable objective
(if so, don’t make them roll; instead, put them on the
path to discovering what that missing piece is). This
missing piece could be equipment, like the computer
core of a crashed alien ship, or the utterance of a certain
codeword. Once that piece is in place, the difficulty
should drop back to the usual level.

If characters are just searching an area for clues,
the guidelines for Alertness apply. Set the base diffi-
culty at Mediocre, and make sure that players can find
something. Once characters find things, the burden is
on you to make sure that whatever they find suggests a
course of action.

Investigation can be used, in a somewhat more
radical application, as the Skill to put some control of
the story into the players’ hands. Consider the “Declaring
Minor Details” trapping of Academics — a declaration
action — as it might apply to Investigation. If your group’s
up for it, why not allow the same sort of trapping for
Investigation? This would allow your investigators to
make Sherlock Holmes-like declarations, asserting minor
details about a crime scene, say, and backing up the
truth of their assertions with a successful roll. For more
on clues and information management in a game, see

page 450.

Leadership

(Stunts, page 171)
Leadership is a multi-faceted Skill. A good leader
knows how to direct and inspire people, but he also
understands how to run an organization. As such, the
Leadership Skill covers acts of both types.

Characters with a high Leadership Skill include
military officers, politicians, and diplomats

& Administration [Leadership]
On a simple level, any organization which the
character is in charge of uses his Leadership as its
default value for any question of how organised it is
and how easily it's members can be bribed. Alterna-
tively see the Organisations chapter on page 281 for
full details of how to use Leadership to influence the
actions of an organisation.

& Bureaucracy [Leadership]

A good leader has knowledge of organizations and the
rules that govern them, including knowledge of laws,
bribery and other means of dealing with red tape; this
is why Leadership is a key Skill for lawyers. Leadership
serves as an all-purpose knowledge Skill for knowing
how to act in a given organization, including
important things like how much to bribe.

& Command [Leadership]
Leadership can be used to direct troops, crews,
workers or any other group activity. Any time the
character is in a position to give orders to a group of
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minions, he may apply his Leadership as a modifying
secondary Skill on the minions’ Skill roll. In a conflict,
offering this assistance takes the character’s action,
but can affect the minions attached to him. While
attached minions cannot normally act, when they are
being directed by the character with leadership, they
act as if they were not attached.

This also lets you make villains who don’t have
much combat Skill themselves, but who can still help
out their minions in a fight.

Assuming a villain has Good minions attached to
himself, if his combat Skill is better than Good, then
he’ll usually be attached to those minions and rolling
his own Skill. Characters with a high Leadership, on
the other hand, can get by without any combat Skills
because they can make a small quantity of Good
minions into Superb (+1 for numbers, +1 for command)
combatants, which is very potent.

A hero can do all of these things too, but in such
situations the word “hero” is pronounced “chicken”.

Might
(Stunts, page 175)
This is a measure of pure physical power, be it raw
strength or simply the knowledge of how to use the
strength one has. For lifting, moving and breaking
things, Might is the Skill of choice. Might may be used
indirectly as well, to modify, complement, or limit
some Skill uses. Characters with a high Might Skill
include native warriors, laborers, and powerful aliens.

& Fighting People [Might]
In combat, Might can be used to help with particular
applications of Fists and Weapons — if force is a very
significant element at play, Might will modify the
primary Skill. Furthermore, someone successfully
engaging an opponent in a one-on-one exchange can
potentially switch from Fists to Might, if executing
a hold or other wrestling move where it’s less about
hitting someone as it is about overwhelming them
with physical force. Such a switch would result from a
manoeuvre of some sort.

& Breaking Things [Might]
Might is the Skill of choice for applying brute force to
break things in halves or smaller pieces, and includes
breaking boards, knocking down doors and the like.
Using Might, items can be damaged over time or
broken with a single dramatic blow.
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Given time and tools, pretty much anything can
be broken. In general there are two ways to break
something: methodical and abrupt.

To break something methodically generally
requires no rolling. Given time and tools, you can
eventually break anything. How long it will take is
mostly just a matter of common sense, ranging from
a few moments to saw a board, to decades to scratch
through a door with a spoon. This is usually done
off-screen, and a Might (or Engineering roll) might do
to get a sense for how well or quickly the job is done,
but if no one is interrupting or otherwise involved, it
will work sooner or later.

If it’s necessary to break up a methodical roll into
something measurable, you may call for a number of
rolls and tally shifts to get a sense of progress, but that
is ultimately more a narrative convenience than a real
measure of difficulty. In short, if you want to interrupt
a methodical effort with things like enemy attacks,
you can certainly call for a roll between each inter-
ruption, but make sure you know what those rolls
mean.

Breaking something abruptly is more dramatic —
knocking down a door, splitting a board with one’s
hands, bending iron bars and so on. That’s just a quick
roll against a difficulty based upon the target’s nature.
Having an appropriate tool (like a hammer, crowbar,
or axe) may reduce the difficulty by up to two.

7

Breaking Things

Mediocre: Paper or glass. Do not roll for this,
unless under stress.

Average:  Flimsy wood. Why are you rolling?

Fair: Cheap wood broken with the grain;
bamboo, some light plastics.

Good: Non-reinforced wooden board, like
a pine two-by-four, or an interior
door.

Great: Strong wood, hardwood boards,
exterior door.

Superb: Reinforced wood, heavy door.

Fantastic:  Security door.

Epic: Bending prison bars (an inch or

two).

Legendary: Bank vault door, the door of a safe,
Starship airlock
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In case you’re curious, outright ripping the door off [
a jail cell is Legendary +2, and ripping the hatch off a Might Lifting Table
tank is Legendary +4. Might Capacity WF
Characters can try (and fail) to break something Abysmal 10 o
twice without penalty; after two tries, the difficulty Terrible 50
goes up by 1for each additional time they try. Poor 100 1
Mediocre 150 (~Small man) 2
& Lifting Things [Might] Average 200 2
Might also controls how much the character can lift or Fair 250 3
move. The weight of the thing being moved sets the Good 300 3
difficulty for the roll. Great 350 4
Characters have a default amount of weight they Superb 400 4
can lift and still do something with that weight (like Fantastic 450 5
moving slowly, or trying to place it carefully), shown Epic 500 5
on this page in pounds. If purely lifting without Legendary 600 6
moving - like, say, a heavy portcullis so others Each +1 +100 +0.5
can scurry through — they can roughly double that
capacity. For things like knockback (page 225), the A character can try to push themselves into the
weight factor (WF) is figured as shown in the table. next category, which requires a Might roll against

SLETHAR, THE LAST OF THE HAROHIN
OFFERS GREETINGS TO THE DESTROYE
OF OUR RACE!  pumemwes

7
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his own Might Skill as the target difficulty, and if
successful (the dice don’t come up negative), he may
perform a single Might action at the next category up.
Appropriate use of tools can increase this capacity,
using anything from a lever (which may grant a
bonus) to a pulley system (which may outright
multiply capacity).

The trick in those situations lies in the fact that
the line between Lift and Break is sometimes fuzzy. If
someone is trapped under rubble and you want to get
it off them, if you do it carefully, that’s an appropriate
use of lift. If it's a moment of panic, ripping aside
something heavy to free a loved one, well, then the
guidelines for breaking things are more appropriate,
and the amount the character can remove (lift) is
based off their roll. While this may seem like a tricky
distinction, it’s actually very easy to distinguish in play.
When in doubt, look and see if the character has any
personal Aspects that might apply. If so, then this may
be a moment of passion.

& Pitching In [Might]
Many hands make light work, and for lifting things,
it'’s a simple matter of adding each person’s capacity
to figure out the total pounds the group can lift. For
abruptly breaking things, gain an additional +1 to the
roll for each person helping who can practically pitch
in. This is usually one or two people.

& Encumbrance [Might]

This is not a game where we’re going to make
characters empty out their pockets to figure out
exactly how much they are carrying. For the most part,
day to day equipment and clothing is just not an issue.
From time to time, however, a character may need to
perform an action while carrying a large amount of
weight, like a bomb that’s ticking down or a wounded
buddy slung over their shoulder.

A character can easily carry something that is
4 steps lower than their lifting capacity without a
problem. Now, remember common sense applies
— just because Mikal Kayn can run at full tilt while
carrying 100 pounds of explosive doesn’t mean he can
do so all day. Trying to do so for more than a scene
calls for an Endurance roll against the weight of the
load, and additional rolls each subsequent scene, with
the difficulty going up by 1 each time!

For each step heavier than this carrying capacity,
the character takes a -1 on all other physical action,
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up to a maximum of -4 (-5 if they’re really pushing
themselves). This may also lead the Story Teller to
demand that the character start performing all Skill
rolls limited by his Endurance Skill.

Mysteries
(Stunts, page 175)
As people have explored the galaxy they have
discovered strange, ancient and unusual things.
Mental tricks, supernatural forces, rituals of lost
empires, secrets of the ancients — all these and more
are known to a master of Mysteries. Characters with
a high Mysteries Skill include mystics, explorers, and
adventurous archaeologists.

The actual use of Mysteries is fairly flexible — in
appropriate situations it can serve as a knowledge
Skill like Academics, a perception Skill like Alertness,
or even something else entirely.

When using Mysteries to do research, think of it
as Academics for crazy people. Mechanically it's no
different from Academics, but the material found will
usually be tracts by madmen, obscure prophecies,
and dark books bound in alien skin. With that in
mind, remember that libraries suitable for Mysteries
research are rare and should always be colorful, and
are occasionally in locations that may be an adventure
in and of themselves to reach.

& Sixth Sense [Mysteries]

The Story Teller may occasionally call upon a character
to roll Mysteries in the same way she might ask for
Alertness rolls. As the name implies, this will tend
to be for things that are strange and mysterious, so
predicting when it’s applicable can be hard to do.
Occasionally, it may allow the player an assessment
action to discover hidden Aspects of a locale that are
shrouded in mystic and arcane ways.

Mysteries as a sixth sense follows the same guide-
lines as Alertness — set difficulties low and make sure
the information is something usable.

& Mesmerism [Mysteries]

Mysteries can be used for hypnosis. This is more of a
mental trick than anything else, useful on the weak
minded when you've got lots of time to put on a
show.

All mesmerism effects require a willing target and a
roll of Mysteries versus Resolve, though the mesmerist
gets a +2 on the roll if the target is actively partici-
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pating (lying back, relaxing, otherwise really getting
into it). Again, if the target is flat-out unwilling, it will
simply not work.

Despite those limitations, mesmerism does have
some practical uses. First, it can be useful to recover
lost memories. A mesmerist can put another character
in a trance and give them a chance to try to remember
a scene more precisely. The mesmerist rolls a quick
contest of Mysteries against the target’s Resolve. If
successful, the target may act as if he has the Scene
of the Crime Investigation Stunt for the scene in
question, but his Skill is restricted by the mesmerist’s
Mysteries Skill. Thus, if a character with a Great Inves-
tigation Skill is put under by a Good Hypnotist, the
memories are a little fuzzy, and he treats his Inves-
tigation as if it were Good (Great - 1) for purposes of
what he can remember.

Additionally, a Mesmerist can put a willing subject
into a calming trance to help them ignore external
distractions. This can be very useful in leading
a panicked arachnophobe though a room full of
Centaurian spiders.Putting a character in a calming
trance reduces all of his perception Skills to Poor, but
allows him to use the mesmerist’s Mysteries Skill
in lieu of his Resolve Skill (which may temporarily
improve his composure capacity). The mesmerised
person also leaves the decision regarding whether
or not to resist an Aspect compel in the hands of the
mesmerist (the mesmerist may contribute Fate points
of his own to turn down a compulsion). Unfortunately,
the character is also unable to take any action other
than what the mesmerist directs. While a mesmerist
may misuse this trust, any shock, surprise, or
suggestion that the character would find repellent will
knock them out of the trance instantly.

& Arcane Lore [Mysteries]
Mysteries can be used in the same way Academics
can, for research of exceptionally esoteric topics. The
main limitation is that libraries necessary for this
sort of research are few and far between, though
characters may have an Arcane Library of their own if
they have sufficient Resources (see page 132).

& Fortune-Telling [Mysteries]
Using mysterious alien cards, looking in to mystical
forest pools or dark rippling mirrors — a character can
use Mysteries to try to make guesses about the future.
The knowledge gleaned is never terribly specific,
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but it allows the player to determine if a course of
action is auspicious. The character should summarise
the fortune as best they can, ideally to something
that could go on a fortune cookie. The fortune may
be general (“The cock will crow when the thunder
strikes”) or about a specific target (“You will meet a
tall, dark stranger”) but that’s the limit on the specif-
icity.

Fortune-telling is a form of declaration. The
character may, once per session, make a prediction,
and make a roll against a difficulty set by the Story
Teller. If the roll is successful, it’s a true fortune,
and there is now an Aspect that represents it. If the
target of the fortune was a person, they receive the
temporary Aspect for the duration of the adventure.

If it was a general prediction, it is considered to be a
scene Aspect on every scene for the duration of the
adventure.

Fortune Telling difficulties follow the same
principles as a declaration action, though with slightly
different criteria for the difficulty. The base difficulty
is Mediocre, and the three criteria to judge a whether
a prediction can be made are specifics, presentation,
and obscurity.

First off, predictions should never be too specific.
To predict that good fortune will come to your family
is nicely broad, but to predict that your sister will get
some money is a bit too specific.

Obscurity is a complementary component to
specifics. A good fortune usually is cloaked in
metaphor and can be taken in a number of different
ways. Saying that fortune will come to your family
may be specific, but saying that a flower shall blossom
in the garden of your blood is specific and obscure.

Lastly, presentation is all about how the fortune is
told. Just rattling off a fortune or reading a horoscope
from the paper has no sense of deep mystery. A
proper fortune requires an appropriate set of props or
at least a great show of ritual and incantation.

For each of these criteria which is not met to the
Story Teller’s satisfaction, the difficulty increases by
two. If any of these criteria are outright ignored that
penalty may be increased to 4 or more —in short, if
your player is abusing this, you're under no obligation
to help him.

Only one fortune can be considered to be “in effect”
at any given moment (so no telling a fortune for each
character), and it is up to players to make it come true
or not. Basically, when there is a chance that some



course of action will make the prediction be true,
that’s when someone can try to invoke the Aspect
(assuming the predicting was true in the first place -
you've got no reason to tell them until they try), just
as with any normal declaration. The occasional compel
of the fortune’s Aspect is a great way to toss a few
extra Fate points to the players.

& Artificing [Mysteries]
Mysteries can be used to create artifacts and talismans
in much the same way that Engineering can. This
requires an Arcane or Mysterious Alien Workshop of
appropriate level, but otherwise follows most of the
same guidelines as Engineering (see page 118).

Pilot

(Stunts, page 179)
The pilot is dashing, heroic figure even in the worlds
of future, whether flying a aerospace fighter or just
a commerical airliner. Pilot should also be used for
characters who want to ‘drive’ an anti-grav vehicle
that is capable of flight rather than just skimming
the surface.

Characters with a high Pilot Skill are usually profes-
sional pilots, though it is sometimes the domain of

o
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the idle rich. In play, the trappings of Drive can easily
apply to Pilot as well.

Pilots with a low Resources Skill probably don’t own
their own aircraft, but it is entirely likely that they can
charter one. Alternately, certain Stunts may lead to the
possession of an aircraft, regardless of Resources.

Rapport

(Stunts, page 180)

The flipside of Intimidation, this is the ability to talk
with people in a friendly fashion and make a good
impression, and perhaps convince them to see one’s
side of things. Any time a character wants to commu-
nicate without an implicit threat, this is the Skill to
use, which makes it appropriate for interviewing.
Characters with a high Rapport Skill include politi-
cians, performers, reporters, and good cops.

Rapport is the fallback social Skill. While Empathy,
Deceit, and Intimidation are fairly specific in their
applications, Rapport is the catchall that covers every-
thing else.
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& First Impressions [Rapport]
The first time a character meets someone, the Story
Teller may call for a quick Rapport roll to determine
the impression the character makes. The Extra’s
opinion of the character is going to fall into a fairly
narrow band — they’ll have no opinion, or they’ll have
a mildly favorable or mildly unfavorable opinion.
Stronger opinions — friendliness, love, hate and so
on tend to be based on some existing knowledge of
the person, and are unlikely to change simply from
meeting them.

When a player first meets an Extra, that Extra’s
inclination towards the player will be negative,
neutral, or positive. If you need to determine this on
the fly, rolling a pair of dice in the Fate style — for a
negative, neutral (0) or positive result

The player can simply accept this reaction roll, or he
can attempt to turn on the charm, and make a better
first impression. To do so, the player rolls Rapport
against the Extra’s Resolve (Mediocre by default). If
the player generates any shifts, he improves the incli-
nation by one step (so negative becomes neutral and
neutral becomes positive and positive remains the
same .). If the player fails badly enough that the target
generates some Spin, then the impression instead
shifts one step for the worse. If the player does so well
that he gains Spin himself, then it might be grounds
for a reversal from negative to positive (or extremely
negative to, say, merely suspicious), unless the Extra
has a strong reason not to change his mind.

It's important to consider the potential conse-
quences of Extra’s reactions to characters. Maybe
they’ll give them a little extra help that could translate
in to a bonus on a Skill check, or they might turn up as
a minion later on a the result of a negative reaction.

& C(losing Down [Rapport]
Rapport controls the face the character shows
to the world, and that includes what they
choose not to show. As such, when a
character tries to use Empathy to
get a read on a character, it
is opposed by Rapport.
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If the character wishes to simply reveal nothing, they
may use Rapport and take the equivalent of a defensive
action, gaining a +2 on their roll.

This is over and above the “default” of a Rapport
defense because it is openly obvious: the character is
wiping all emotions off of his face. It also requires that
the character be consciously aware that someone’s
trying to get a read off of him. If the character is trying
not to look like he’s actively warding off the read, or
isn’t really aware he’s being read, then he isn’t taking
a full defensive action, and does not get the +2.

& Opening Up [Rapport]
Characters Skilled in Rapport are able to control which
side of their personality is shown to others, seeming
to open up while actually guarding their deepest
secrets. Since true things are still revealed about the
character, this is not an inherently deceptive action.
When a character opens up, he defends against an
Empathy read with Rapport, as usual. If his opponent
succeeds and generates at least one shift, he finds
something out, as usual. If not, he still discovers an
Aspect — but it's one of the defending character’s
choice.

This can effectively be used to stonewall someone
without the obvious poker face of Closing Down.
On top of it all, the character opening up
can always choose to reveal something
that the other character already
knows about. ’

| WILL SEND A MESSAGE BACK TO EARTH
SO THAT MY PEOPLE CAN MAKE THE
PROPER ARRANGEMENTS.




Resolve

(Stunts, page 182)

Resolve is a measure of a character’s self-mastery, as
expressed through things like courage and willpower.
It's an indicator of coolness under fire and also repre-
sents the drive not to quit. It plays a key part in efforts
to resist torture or strange powers (see page 249).

Resolve is almost always rolled in response to
something, rather than on its own. Its primary role
is as defense against most kinds of social manipu-
lation or distraction. Resolve also shines in situations
which have spun very much out of control. Characters
with a high Resolve Skill have a distinct advantage
in continuing to keep their head about them and
respond calmly. Similarly, when all seems lost, a
character with a strong Resolve is often capable of
soldiering on. Resolve is the mental or social parallel
to physical Endurance.

Resolve also determines a character’s Composure
capacity (the length of the Composure stress track),
indicating the character’s resilience in the face of
mental, emotional, and social stress. By default,
players have a Composure capacity of 5, but they may
increase that capacity based upon their Resolve. Better
than Mediocre Resolve adds more boxes to the stress
track as shown here.

7~
Resolve Composure
Average-Fair +1
Good-Great +2

Superb -Fantastic +3

It's important to remember that a failure of Resolve
should never take control of a character out of a
player’s hands. A bad Resolve roll affects how the
character carries himself, and how well or poorly he
convinces everyone else that he’s unfazed by events. If
a character is exposed to something disconcerting (like
a fright), Resolve is useful to see how well they “keep
it together” and may impact whatever penalties the
character is exposed to, but how the character reacts,
such as whether they run from the room, is a decision
the player makes. Such decisions can be influenced
by Aspects normally, but the failure of the Skill only
removes control of the character when he is taken out.

One good way to handle very stressful situations
or other crises where keeping your cool or otherwise
keeping it together is paramount, is to use Resolve
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as a modifier or restriction on whatever other Skill
the character is using, the same way one would use
Endurance to restrict Skills when tired.

Resources
(Stunts, page 185)
Usually Resources is simply a measure of available
wealth, but the specific form this takes, from a family
trust fund to a well invested portfolio, can vary from
character to character (and may be indicated and
enhanced by their Aspects). Usually this Skill passively
informs the Story Teller what the character’s available
resources are, but Resources may still be rolled for
large expenditures, like purchases and bribes. Some
large-scale conflicts may be about trying to out-spend
the other guy; here, Resources can act as an attack or
defense Skill.

Note: characters who have access to a fairly sized
organization’s resources can act as if they have
Resources at Fair and, with the backing of the organi-
zation, can potentially make bigger purchases. These
expenditures are tracked by the organization, and as
such, if subterfuge is important, personal resources
are a wiser choice.

How much specific things cost is covered below
and in the Equipment chapter on page 58, but there
are a few things to bear in mind when players start
throwing money around.

Most importantly, be willing to be generous.
Characters with a high Resources Skill should be
throwing money around. That was the whole point
of them taking the Skill. The important thing to
remember is that money should be able to remove
obstacles, but it should not solve problems. A fat
contribution to the Mayor’s re-election campaign
should get you an audience with him to plead your
case, but it should not get him to solve your problem
for you (unless he’s fantastically corrupt).

When a character is in a place where they can’t
draw upon their usual resources, you may increase the
difficulty of making a purchase — anywhere from +1 for
a modest amount of red tape, to a +4 if they're limited
solely to the already-converted local currency they
happen to have in their pockets. This boost to difficulty
needn’t indicate an increase in the actual cost of the
purchase; it is more likely to represent the increased
effort necessary to make the purchase happen.

Characters with a high Resources Skill include
pirate lords, aristocrats and corporate leaders.
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& Spending Money [Resources]
The cost of items is measured on the adjective ladder
and many items are detailed in the Equipment chapter
to give Story Teller’s a guide. Each item has it’s cost
listed. Characters can buy reasonable quantities of
anything of a value less than their Resources without
worrying about it. For items greater than or equal to
their Resources, they need to roll against the cost of
the thing. If successful, the character can afford the
item; if not, they can’t. Characters can only make one
Resources roll per scene.

In character creation players can pick items with a
Mediocre cost for every Aspect or Stunt they have as
long as it is related to the Aspect or Stunt. See page 58
for guidelines on acquiring more equipment and
services through the course of the game.

& Lifestyle [Resources]

Characters are assumed to live in accordance to their
means, which may mean that rich characters may
not even need to go shopping. Generally speaking,
if something costs two steps less than the charac-
ter’s Resources Skill, he probably has one already,
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assuming it's something that would make sense

for him to have previously obtained, otherwise it's
just a matter of ordering it or going somewhere the
character can buy it.

& Workspaces [Resources]

Part of the passive measure of Resources is the tools
and spaces the character has access to. Workspaces
are environments where a character can perform a
certain type of work, and owning and maintaining a
world-class lab or library requires a certain amount of
resources.

Characters may use their Resources to set up the
tools they need for their job. A character’'s home may
have, for free, a single Library, Lab, Workshop, Library
or workshop of a quality equal to their (Resources-2).
As described in Academics, above, the quality of a
workplace determines the highest possible difficulty
of a “question” or project that can be pursued there.

For the various types of Skills which need
workspaces, the breakdown is as shown in the
following table.

See the respective Skills for more details.
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[ ammend it's programming. Starships and Spacesta-
Skill Work Workplace tions already have ratings for their computer system,
Academics  Academic Research Library the Starship Systems Skill which can be used for
Science Lab Work Lab shipboard hacking. However ground based instal-
Engineering Gadgeteering Workshop lations should use the Security Skill rating of their
Mysteries ~ Arcane Research  Arcane Library parent organisation. As a backup here’s a guide to
Mysteries Alien Research Alien Archive some difficulties.

Mysteries Artificing Arcane
Workshop o
Difficulty Type of System
Fair (+2) Household systems & alarms,
If the character wishes to have a specialised Basic handheld equipment

workspace, such as a workshop that can only work Good (+3) VIP Home’s systems & alarms,
on guns, they may have it at a quality equal to their factory equipment
Resources-1 instead. Higher quality workspaces may Great (+4) Government systems & alarms,

be constructed, but will require a Resources roll with

a difficulty equal to the quality +2 (or only +1in the
case of a specialised space), and will not be made
immediately available at the time of purchase (though
additional shifts may be spent to reduce time, as
usual).

Science
(Stunts, page 187)
Not just science, but “Science!” Science holds the
promise of revealing all the galaxy’s secrets. This Skill
represents a broad knowledge of scientific method,
and includes the field of medicine and computers.
Characters with a high Science Skill include scientists,
physicians and hackers.

& Computers & Hacking [Science]

Knowing how to program

sensitive equipment

Superb (+5) High security systems & alarms,

security services equipment
Military security systems &
alarms, military equipment

Fantastic (+6)

Having to hack quickly, on site should increase the

difficulty by 2, being able to hack from the comfort

of your own facility or workshop should decrease the
difficulty by 1.

If the hacking attempt fails on a security system the

alarms sound and the system has a chance to trace the
hacker. Use the Skill of the software system with the
total achieved by the hacker in the hacking attempt

as the difficulty. If the hacker was working from their

own facility increase the difficulty by 2 as they will

computers and how to get around ‘ SHEER ACCIDENT. .
that programming is a corner- BROWSING THROUGH ONE OF THE

SMALLER PROCESSING UNITS WHICH L .
CONTROLLED THE MAIN COMPUTER, 1|
% DISCOVERED SOMETHING .. ." — ‘

stone of life in the far future.

Nearly everything is controlled
by a computer whether it’s a

basic management program in a

handheld gadget to a sophisticated

artificial intelligence controlling p——
the functions of a vast interstellar -
warship. ;
If characters mess with the s
programming of something or -
- MEMORY MOLECULES. |

hack into a computer system MUST TRACK IT DOWN.

you need to assign the computer

software a Skill rating which is the
difficulty to bypass it’s security and
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COMPUTER DIRECTORIES WERE THE SAME Bosgel

have safeguards in place for just such an eventuality.

A successful hacking attempt will allow the

ANYWHERE. : sosae .
- o WIS SO rogrammer to ammend the software’s core direc-
IPVAITPERRRSSRIRSNSSY  Programmert d the software’s core d
=y - DSOS SN tives, change functions, alter schedules and activity

—d MERRICK: NOX-LANDOWNER. S2X3SN SOt ’ ’ ’
: P 3PS IO control systems and much more. The shifts generated
GRID SECTION 23 AREA BLUE SOUTH. hS3Sot ontro! systems and much more, The shifs genera
77 ,,,/r,’,i,/—,..., should be a guide as to how far the hacker got in to
7 ’//, //, ’// the system and what can be achieved as follows:
A KA
7
- é
..:t:b:’:. .
IROCITICICSSN Shifts Extent of Success
-_ . -»>
H .:‘o-:;:?::: ::; ' o shifts The hacker got in but is only
*e* e e
:'::::Il:;‘ oo able to read and download
4 -
.:.:::-«:‘::::.3 information.
- L} -
3 "‘ ":::0:0 1 - 2 shifts A simple change like altering
-
:o:.:: the timing of a guard robot’s
o
L K ::::.: patrol, closing or opening a
::::‘, security door, instructing a
;::;::‘ shuttle in the ship’s landing bay
::::; to be prepped for take off.
‘:':’ -4 shifts A change involving some form
5802 3-4 g g
e~ ".‘

of control such as turning
off security camera’s in an
area, taking control of some
automatic defences for a
scene, opening a whole series
of doors, turning off a tractor
beam for a scene.

5 or more shifts Complete control of the system,
whatever the system is capable

of, without human approval is
possible. However characters
should be aware that human
staff, crew or casual observers
may report unusual activity and
possibly discover the hacking.
For each out of the ordinary
action the hacker makes the
system do, deduct 1 from the
difficulty for a Perception Skill
check by an observer or staff
member. The difficulty is the
Skill level of the computer

system.

Hacker versus hacker battles take places when two
hackers are vying for control of a computer system.
Simply use each hacker’s Science Skill in a straight fight
with the loser being kicked out of the system and losing
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access. The winner has the option to trace the loser as if
they had failed a hacking attempt detailed above.

& Lab Work [Science]
Science can be used to answer all manner of
questions, provided there’s time and equipment to
look into them. A scientist looking to solve a problem
should figure out what question he’s trying to
answer, like “What killed this man?” or “What is this
object composed of ?”. The Story Teller will call for a
roll to see if the character can answer the question.
This will require a lab of some sort, and it’s possible
that some questions can’t be answered without the
right equipment. In the end, this functions the same
as Academics performing research in a library (see
page 100).

Labs come in varying qualities, much like libraries
do, and the availability of a lab is one of the main
limitations on lab work. The base difficulty should
be low, with details provided by a greater number
of shifts, and the information found should be
something that can be acted upon unless it is specifi-
cally supposed to be frustrating.

& Maedical Attention [Science]
A character can use the Science Skill for first aid and
more advanced medicine. When using Science as
first aid in the middle of a fight, the character must
take a full action with a target who’s not trying to do
anything else active (i.e., forfeiting his next action).
Make a roll against a target of Mediocre; if it succeeds
with at least one shift, the subject may remove one
point of stress from his physical stress track. Every two
shifts beyond the first improves this effect by one; for
example, with five shifts, a character
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can remove three stress. Success can also be used to
“stabilise” someone who has taken a severe or lesser
consequence that would appear to be life-threatening
(e.g., a Bleeding to Death Aspect) — in game terms,
this has the effect of limiting the extent to which
the Aspect can be compelled. A given person can’t
be the target of more than one first aid action in an
exchange.

When using Science to address someone’s
long-term injuries, the character will need some
kind of medical kit or equipment and must spend a
scene providing proper medical attention. This is a
use of Science to directly address someone’s physical,
long-term consequences. If the roll is successful,
then the time it takes the subject to recover from the
consequence is reduced by one step on the time table.
Multiple such attempts may not be made.

The difficulty of the roll depends on the severity of
the consequence; starting at moderate, the difficulty
increases by two steps for each level of severity:

7~

Consequence  Difficulty to Reduce Time

Mild Mediocre

Moderate Fair

Severe Great (requires Great level
medical equipment or facility)

Extreme Fantastic (requires Fantastic
level Medical facility)

At the Story Teller’s discretion, when the doctor

in question gains spin on his roll, the time to recover
may be reduced by two steps instead of one.

NO MORDRON!DON'T
STEP OUT OF HERE.
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& Science! [Science]

Nearly anything can be explained with “Science!” It
may not necessarily make sense to anyone other than
the person doing the explaining, but it at least sounds
authoritative, and sometimes it’s even right. When
confronted with a challenge, the character can apply
a scientific explanation, and roll against a difficulty
set by the Story Teller. This is a declaration action.

If a character acts in accordance with the resulting
scientific advice, and he succeeds on the roll, he gains
a +2 bonus or a reroll on the action, by tagging the
Aspect he’s introduced. The science of this declaration

doesn’t really need to be accurate to the real world - it

just needs to sounds scientific, and can even just be
regular advice using long scientific words. Since the

bonus comes from tagging an Aspect, the first one’s

free, and subsequent uses will cost a Fate point.
Minor

’u

This follows the rules for Academics
Details” (and declaration actions in general), page 100
and page 98, almost to the letter, except that the fact
or facts involved must be of a scientific (or scientific
sounding!) nature.

Sleight of Hand

(Stunts, page 189)

The hand can certainly be quicker than the eye.

This Skill covers fine, dexterous activities like stage
magic, pickpocketing, and replacing an idol with a
bag of sand without tripping a trap. While Athletics is
appropriate for gross physical activities, most things
requiring manual speed and precision falls under this
Skill (that said, if you’re picking a lock, use Burglary).
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FIRE ROARED THROUGH THE SHIP!

Characters with a high Sleight of Hand Skill include
criminals, magicians, and performers.

& Pickpocket [Sleight of Hand]

Picking a pocket is a quick contest between Sleight
of Hand and the target’s Alertness (which may be
complemented by the target’s own Sleight of Hand).
Due to the difficulty of this sort of work, the target
usually receives a +2 bonus, as if he were performing
a full defense against the action. If the target is
distracted by something else, he loses the +2 bonus.
If anyone else is in a position to observe the attempt,
they also may make Alertness rolls to spot the attempt
(though they don’t gain the +2).

If the player has an accomplice, the accomplice rolls
a quick contest of Deceit or Sleight of Hand against the
target’s Alertness. If successful, they’ve distracted the
target, and the target doesn’t get the +2 bonus to their
Alertness. Without an accomplice, a player is already
presumed to be doing as good a job at distracting the
target as he can.

& Art of Distraction [Sleight of Hand]
Characters may use Sleight of Hand to try to hide
things in plain sight, and may use Sleight of Hand to
oppose any perception check for something that they
could try to hide, misplace, or distract attention from.
When a character uses this Skill to hide something,
his Skill roll indicates the difficulty of any Investigation
rolls to find it.

Starship Engineering

(Stunts, page 191)

This Skill covers the understanding and operation
of all the highly sophisticated engineering systems
aboard Starships. It does not cover general Starship
systems, Starship weapons or piloting

The Skill assumes knowledge and training in
shipboard protocol (who does what and how to treat
them), emergency operations, escape systems, zero
gravity activity and the safe use of space suits.

Starship crew having either the Starship
Engineering, Starship Pilot, Starship Gunnery or
Starship Systems Skills have had some cross training
in the other shipboard Skills and if needed can operate
those systems at -2 to their Skill level or -1 to the
ship’s Skill level which ever is better.

The average person does not have the necessary
training to operate a Starship and so cannot use a
Starship at mediocre as with other Skills. The only
exception is where a ship has the Al Auto-Pilot Ship
Systems Stunt and can take verbal commands from
un-Skilled passengers. However these can only be
simple commands like; “take me to Earth”, “Fire on the
alien ship”, “pull that box in to the cargo bay with the
tractor beam”

Characters with a high Starship Engineering skill
include Starship designers, engineers and bridge
officers. Full details on operating Starships are dealt
with in the Starships chapter.
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& Power Management [Starship Eng.]
The character understands the power management
subroutines, cabling and generator schematics of
the ship as if it was a school energy project. With
this intimate knowledge of how the ship is powered,
all kinds of things are possible, especially in dire
circumstances.

& Manoeuvring & FTL Drive
[Starship Engineering]

The character knows how the ship moves, how to
stop it and how to keep it going. If bizarre spares are
needed for the drives he probably knows a place they
can be found, at a price. They may know how to do
unusual things with the stardrive, perhaps the latest
buzz of the Starport bars or what to do to get a little
kick when it’s needed.

& Repair Systems [Starship Engineering]
The character knows the ship inside out, like a toy
building kit. Where to get parts, what systems can be
shut down to use spare parts for others, where the
weak and strong points are, how to repair the ship in
the quickest or safest way and where it can be done.

Starship Gunnery
(Stunts, page 191)
This covers the understanding and operation of all
the highly sophisticated weapon systems aboard
Starships. It does not cover general Starship systems,
piloting or engineering.

The Skill assumes knowledge and training in
shipboard protocol (who does what and how to treat
them), emergency operations, escape systems, zero
gravity activity and the safe use of space suits.

Starship crew with either the Starship Engineering,
Starship Pilot, Starship Gunnery or Starship Systems
Skills have had some cross training in the other
shipboard Skills and if needed can operate those
systems at -2 to their Skill level or -1 to the ship’s Skill
level which ever is better.

The average person does not have the necessary
training to operate a Starship and so cannot use a
Starship at mediocre as with other Skills. The only
exception is where a ship has the Al Auto-Pilot Ship
Systems Stunt and can take verbal commands from
un-Skilled passengers. However these can only be
simple commands like; “take me to Earth”, “Fire on
the alien ship”, “pull that box in to the cargo bay with
the tractor beam”. Characters with a high Starship
Gunnery skill include Starship gunners, marines and
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bridge crew. Full details on operating Starships are
dealt with in the Starships chapter.

& Beam, Energy or Plasma

Weapons [Starship Gunnery]

The character knows how to operate the many
weapons systems in use on Starships and could even
operate gunnery in a major ground installation at -1 to
their Skill level.

& Unusual weapons [Starship Gunnery]
Unusual weapons are by their nature, well unusual.
The galaxy is packed full of strange and exotic weapon
systems that range from destroying whole planets to
sending targets through bizarre trans-dimensional
rifts. Being a Starship gunner means it’s likely the
character would have heard of some of these weapons
unless it’s from an unknown species. They can operate
a known unusual weapon system that they have
not previously encountered or at not familiar with
at -3 to their Skill level. This is reduced that by -1 for
every week of training to use it. Previously unknown
Unusual weapon systems require a month of research
and training for every Skill level of the weapon system
to use properly and people generally prefer you to be
as far away from them as possible while doing so! If
the character saw the weapon being used, reduce the
period by 1 month. If another character has used the
weapon they can teach the character within 1 week.

Starship Pilot
(Stunts, page 192)
This covers the operation of the highly sophisticated
drive systems aboard Starships. It does not cover
general Starship systems, engineering or weapons
The Skill assumes knowledge and training in
shipboard protocol (who does what and how to treat
them), emergency operations, escape systems, zero
gravity activity and the safe use of space suits.
Starship crew with either the Starship Engineer,
Starship Pilot, Starship Gunnery or Starship Systems
Skills have had some cross training in the other
shipboard Skills and if needed can operate those
systems at -2 to their Skill level or -1 to the ship’s Skill
level which ever is better.
The average person does not have the necessary
training to operate a Starship and so cannot use a
Starship at mediocre as with other Skills. The only
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exception is where a ship has the Al Auto-Pilot Ship
Systems Stunt and can take verbal commands from
un-Skilled passengers. However these can only be
simple commands like; “take me to Earth”, “Fire on the
alien ship”, “pull that box in to the cargo bay with the
tractor beam”

Characters with a high Starship Pilot skill include
Starship bridge crew and starfighter pilots. Full
details on operating Starships are dealt with in the

Starships chapter.

& FTL Drive [Starship Pilot]
The pilot has a working knowledge of what the
FTL drive can do, and some things that rumours
claim it can. Whether it’s firing up the FTL drive
too close to orbit, or whilst on land, or utilising the
drive technology (see page 322 for examples) to do
something unusual the pilot can probably figure out a
way to do it.
For example, starting the FTL drive
e before the ship has reached safe distance from
a planetary body should be a Superb difficulty,
e inside a space station should be a Fantastic
difficulty
e inside a planet’s atmosphere should be an Epic
difficulty
e whilst on land should be a Legendary difficulty
Only a ship with a pilot of greater Skill than the FTL
Drive can attempt this. If they fail the difference in
the Effort and the difficulty will cause damage to the
ship AND to the location where the ship was when it
started its FTL drive as follows:

r

Missing the target by... Causes...
1 A Minor consequence
to the ship and location
2-3 A Major consequence
to the ship and location
4—5 A Severe consequence
to the ship and location
6 or more An Extreme

consequence to the

ship and location

If the pilot can think of something unusual to do
with the ship, assign a difficulty based on what they
want to do with the same potential consequences if
they fail the Skill roll as above.
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@ Manoeuvring Drive [Starship Pilot]

The pilot is adept as using the manoeuvring drive to get around when
not using the FTL drive. Whether it’s parking against a space station’s

docking tube or flying through the asteroid rings of a gas giant it’s all

fairly common tasks.

If the pilot has to undock quickly, dodge on-coming asteroids or
other unusual negation hazards then assign a difficulty to the hazard.
For example it could be a Average (+1) task to undock a cruiser from a
naval space station in a hurry or a Fair (+2) task to dodge through a gas
giant’s ring system against oncoming asteroids whilst being pursued
by an enemy. Basically take the normal task and add +1 to the difficulty
for every thing which makes it harder. For example flying through a
ring system is normal but being pursued adds +1 and having to dodge
on-coming asteroids adds +1 making it a Fair (+2) task.

@ Navigation [Starship Pilot]

The pilot has a good knowledge of known galactic geography and
the dangers to avoid, the shorts cuts that exists, exclusion zones
and other political boundaries that need to be considered when
planning journeys.

Normal navigation does not require any Skill checks unless the
pilot is trying to use the star drive to jump to an unusual location (as
determined by the Story Teller). This could be dangerously near a black
hole, or in to a space anomaly, amongst a dense concentration of stars
or worlds. In this case the pilot must make a Skill check with the diffi-
culty being the Skill level of the distance shown on the distance and
range table on page 313. Any shifts generated can be used to put the
ship closer to an exact desired arrival point, whilst a failure indicates
how close to a hazard the ship ended up. Story Tellers should use the
difference as a guide to how much danger the character’s ship is in,
using the same table seen under FTL Drive, above, page 139.

Starship Systems

(Stunts, page 194)

The understanding and operation of all the highly sophisticated systems
aboard Starships. It does not cover Starship weapons or engineering
(power, stardrive & manoeuvring drives systems and repair systems).

The Skill assumes knowledge and training in shipboard protocol
(who does what and how to treat them), emergency operations, escape
systems, zero gravity activity and the safe use of space suits.

Starship crew with either the Starship Engineering, Starship Pilot,
Starship Gunnery or Starship Systems Skills have had some cross training
in the other shipboard Skills and if needed can operate those systems at
-2 to their Skill level or -1 to the ship’s Skill level which ever is better.

The average person does not have the necessary training to operate
a Starship and so cannot use a Starship at mediocre as with other Skills.
The only exception is where a ship has the Al Auto-Pilot Ship Systems
Stunt and can take verbal commands from un-Skilled passengers.
However these can only be simple commands like; “take me to Earth”,
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“Fire on the alien ship”, “pull that box in to the cargo
bay with the tractor beam”.

Characters with a high Starship Systems Skill
include Starship crew and bridge officers. Full
details on operating Starships are dealt with in the
Starships chapter.

& Communication Systems

[Starship Systems]

The character can operate all ships communications
including internal ships comms, ship to ship comms,
planetary comms and long range (FTL) comms. Not all
ships will have all of these (fighters for example have
no use for internal ships comms). The comms ability
of the ship is determined by its Ship Systems Skill
level. Use the Distance and Range table on page 313 to
determine the range of the comms system based on
its Skill level. Attempts to break through interference
or jamming to comms are made against this, see
page 325 for more information.

& Life Support System [Starship Systems]
The character is trained in managing the life support
systems of the ship and is able to effect basic repairs
at -1 to their Skill level covering stress damage and
up to Minor Consequences simply by managing the
power and redundant systems controlling life support
aboard ship.

& Sensor suite [Starship Systems]
The character is trained in operating the ship’s sensor
suite and advanced sensor suite if it has one. The
character may use their Skill in place of the ships Ship
System Skill to make Sensor Skill checks however this
does not affect the range of the sensors. See Sensor
Suite on page 321 for more information.

& Ships Computer [Starship Systems]
The character is trained in managing the ship’s
computer and handles any repair tasks where ship
system damage or consequences have been taken.
Use the ship repair rules on page 359 for repair times,
costs and difficulties.
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& Electronic Warfare Suite
[Starship Systems]

The character is trained to operate the Electronic
Warfare suite and can use their Skill in place of the
ship’s EWS Skill to make attacks and defend against
enemy EWS attacks. See page 325 for more infor-
mation on Electronic Warfare Suite’s.

& Other non-combat systems

[Starship Systems]

The character will have basic experience in handling
other general ship’s systems such as Mining, Salvage
and Grappling equipment aboard ship.

Stealth

(Stunts, page 194)

This is the ability to remain unseen and unheard.
Directly opposed by Alertness or Investigation, this
ability covers everything from skulking in the shadows
to hiding behind a door. Characters with a high Stealth
Skill include burglars, assassins, scary aliens and
sneaky children.

Stealth really depends on conditions. First and
foremost, if someone is actively watching the
character, there’s no way to start sneaking. Beyond
that, Stealth is greatly affected by the environment.

s

Bonus Environment
+4 Pitch black, no visibility
+2  Dark, smoke, thick fog, no clear line of
sight, greatly diminished visibility
0o Dim lighting, cluttered line of sight.
-2 Good Lighting, clear line of sight

-4 Bright lighting, clear area

If you're not certain how to handle something,
treat it as a half step. For example, if an alien is hiding
in the dark (+2), but the guards have torches, reduce
the bonus to only +1. Also note, these are all matters
of visibility. Extreme noise can grant an extra +1, while
total silence might impose an additional -1 penalty.

Stealth is usually a quick contest between Stealth
and Alertness, though anyone who is “on alert” gains
a +2 to their Alertness (as if they were making a full
defense). Usually, Investigation isn’t in use because
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there’s no active searching effort. Simply being on
guard does not equate to being on alert — there must
be some reason for a heightened sense of alert, and it
can only be sustained for so long before boredom sets
in again.

& Hiding [Stealth]
When a character is hiding, he’s remaining perfectly
still and (hopefully) out of sight. Lighting, obstacles
and other environmental factors can affect the
player’s roll, and the result of his Stealth roll is the
basis for any contest with a searcher’s Alertness or
Investigation Skills, whichever is higher. If someone
is actively searching for a hidden character, they
use Investigation rather than Alertness and gain a
+2 on the roll so long as they have some reason to
actually be looking and are taking the time to do a
thorough search in the right place. When someone
is searching you can usually assume they’ll do logical
things like turn on the lights or otherwise do things
to put penalties on any attempt to hide. The +2 is not
available without reason or time, and lacking both will
often set things back in the realm of Alertness.

This means that if a stealthy character is ever in a
position where people are actively searching for him,
he’s in a lot of trouble. That usually requires that the
character was spotted or somehow set off an alarm —
which, if he’s doing his job, he wasn'’t, and didn’t.

For example, consider a character hiding in a
storeroom. If a guard opens the door, shines a torch
in, and looks around, it’s just a quick Investigation roll
(reason, perhaps, but not time), and the character can
probably stay hidden. If the guard flips on the lights
and starts methodically going through the room,
hiding is much, much more difficult — he’s imposed
some penalties, and he has both reason and time.

The good news is that this sort of searching is
usually obvious, so when the guard flips on the lights
and starts looking, it’s the player’s cue to act now or
give up his chance at surprise.

& Skulking [Stealth]
Skulking is the art of moving while trying to remain
unnoticed. It uses many of the same rules as Hiding,
but is somewhat more difficult for obvious reasons.
When a character tries to move while remaining

unseen, anyone looking for him gains a +2 bonus

for each zone he moves. Within a conflict, normally,
moving at more than a cautious creep or a walk will
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automatically break stealth, so this is usually limited
to a one-zone move. As a rule of thumb outside of
conflict, observers are at +2 for a cautious creep, +4 for
walking pace, +6 for a jog and +8 to run.

& Ambush [Stealth]
While we can be sure that heroes would never strike
an opponent from ambush, they may end up on
the receiving end of such nefarious actions! When a
strike is made from ambush, the target gets one last
Alertness check to see if he notices something at the
last moment. On a success, the target(s) can defend
normally. If that Alertness roll fails, the attack is made
with the target’s first defense roll at Mediocre.

Survival
(Stunts, page 196)
Survival is a very broad Skill covering virtually every
sort of outdoor activity from wilderness survival to
animal handling. Characters with a high Survival Skill
include explorers, hunters, scouts, and barbarian lords.

& Animal Handling [Survival]
Survival also covers the breadth of interaction with
animals, from training them to communicating
with them, albeit in a limited fashion. This includes
handling beasts of burden and carriage animals, as
well as common pets. Survival serves as a stand-in for
all social Skills when dealing with animals. Not to say
animals are great conversationalists, but when one is
trying to soothe or stare down an animal, Survival is
the Skill to roll.

Most animals will act in a specific way in any
given situation. How an animal responds to a person
is very much like a first impression (see Rapport). If
the animal has been trained, like an attack dog, then
not much is going to change it's mind, but if it really
could go either way, Survival can be rolled against the
creature’s Resolve to see if the impression is favorable
or unfavorable. If the animal is potentially hostile, a
friendly result means it’s not likely to attack. If the
animal is potentially useful (such as with riding), a
friendly roll is necessary to get it to work.

& Riding [Survival]

The horse and other assorted riding beasts of the
galaxy occasionally need riding across deserts and
through time-forgotten ruins. The Survival Skill may
be used for riding animals, and should operate much
as Drive does when it comes to chases.



Survival also covers the basics of riding. Characters
looking to be accomplished horsemen should consider
the Hands Free Stunt from Survival (page 197), but for
getting by and not falling off a horse, Survival does
the job. Whether the character personally commands
a mount may be subject to character concept or
judicious application of the Resources Skill. Truly
exceptional mounts are the domain of Stunts.

& Camouflage [Survival]
Survival can be used to construct blinds and other
ways to help remain hidden outdoors. On a Mediocre
roll, a character can build a blind or otherwise create a
place to hide, which lets Survival modify Stealth rolls.
Such a construction takes a few hours to build, and
will last a day, plus one extra day per shift.

& Scavenging [Survival]
If characters need to scrounge up something from the
wilderness — sticks, bones, sharp rocks, vines that can
serve as rope and so on — they can roll Survival to find
these things. The difficulty for finding something is
based off how likely it is to be found and how inter-
esting it will be to use. The base likelihood depends
on the environment and what’s being looked for. If
it makes sense that it could be there (like wood and
vine in a forest) then the difficulty is Mediocre. If it’s
a bit of a stretch, but still possible (decent wood in a
swamp) then the default is Good, and if it’s less likely
or simply outright rare, it's Superb or higher. Each
qualifying criteria increases the difficulty by 1. Thus,
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if a character needs sticks in a forest, the difficulty is
Mediocre, but if he needs sticks of a certain size and
strength (2 criteria) the difficulty is two steps above
Mediocre, or Fair (+2). If the character is trying to
build something, like a trap, it's an Engineering roll,
modified by Survival.

Weapons
(Stunts, page 198)
This is the Skill for fighting with weapons, from
swords to knives to axes to clubs to whips and energy
swords. This covers everything from fencing in grand
imperial courts to naval sailors using knives in the
Starport alleyways.

The Weapons Skill also covers the ability to throw
small handheld weapons up to one zone away, or to
use weapons (like a whip) with unusually long reach
to attack adjacent zones, so a character would use this
Skill to be a good knife fighter and knife thrower.

As a combat Skill, Weapons inherently carries the
ability to defend oneself in a fight and as such, may
be rolled for defense. Weapons users are also well-
versed in a variety of fighting styles and weapons, and
may use this Skill as a limited sort of knowledge Skill
covering those areas.

Characters with high Weapons include marines,
nobles, barbarians and some kinds of athletes and
circus performers. Weapons provide bonuses to
damage on a successful hit or have a special effect
such as stunning the target, see page 231 for more
details.
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What Stunts Do

Stunts exist to provide guaranteed situational
benefits, special abilities or minor powers, under
particular circumstances.

A Stunt may grant a character the ability to use
a Skill under unusual circumstances, such as using
it in a broader array of situations, substituting it for
another Skill, or using it in a complementary fashion
to another Skill. A Stunt might allow a character to
gain an effect roughly equal to two shifts, when used
in a specific way, or otherwise grant other small
effects. Put more simply, Stunts allow the usual rules
about Skills to be broken — or at least bent.

Some Stunts may have prerequisites (other Stunts
or even Aspects). Particularly potent Stunts may also
require the use of a Fate point in order to activate. In
general, a character should not take a Stunt tied to a
Skill he does not have at least at Average.

What follows is not a comprehensive list of Stunts.
Story Tellers (and players under Story Teller super-
vision) are encouraged to create their own to fit their
game. The important thing to keep in mind is that
entry level Stunts — without prerequisites — are the
baseline; if the effect of the Stunt is really unusual or
particularly potent, it may be somewhere down the
line of a chain of Stunts.

The Stunts in this chapter are presented Skill by
Skill, and under each Skill they are further divided into
thematic groups. Each group usually has one or more
“entry level” Stunts — ones that don’t have prerequi-
sites — and several which require one or more of those
entry level Stunts to be taken first.

When building a character quickly, take a look at
these groups — you may find it easiest to simply take
all the Stunts within a group, as they are all themati-
cally similar, and can quickly establish your character’s
niche. As mentioned in Character Creation, characters
start with half as many Stunts as they have Aspects.
Characters may be able to gain additional Stunts as
the game progresses.

In order to help separate the Stunts from the Skill
and category headings, you'll see a star symbol <~
next to each Stunt listed.
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Academics
(Skill, page 100)

Languages

<> Linguist [Academics]
Normally, someone may only speak a number of
additional languages equivalent to the value of his
Academics Skill. With this Stunt, your character may
speak five additional languages.

<> Computer Expert [Academics]
With this Stunt the character can program and hack
computer systems, substituting their Academics skill
for their Science skill.

<> Gift of Tongues [Academics]
Requires Linguist.
There is no “mainstream” galactic language you
cannot read or speak — no need to pick your
languages. In addition, you may use your usual
language “slots” to read and speak languages you
have no business having learned, such as languages
from long forgotten alien races of extradimensional
origin, etc.

Your slots remain increased by the Linguist Stunt,
so someone with Average Academics and these two
Stunts can speak every normal language in the civili-
sation you are part of, plus six (1+5) very unusual ones.
The Linguist Stunt may be taken multiple times in
order to increase this number.

Memory

<> Wialking Library [Academics]
The character’s prodigious reading has paid off, and
he is able to recall minute details from even the most
obscure literary works from across galactic cultures.
The character is always considered to have a digital
library on hand of a quality equal to his Academics
Skill, enabling him to answer questions with a base
difficulty less than or equal to his Academics Skill,
using nothing other than his brain and some time for
contemplation. Additionally, any research performed
by this character in a real library automatically
takes one unit less time (see “Taking Your Time” on
page 238), and any libraries with a quality less than
his Academics Skill do not limit the difficulty of the
question asked, as they normally would.
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<> Photographic Memory [Academics]
Requires Walking Library.
If you've read it, you remember it. If the answer
lies in something you’ve read before (this must
be reasonable), then any research effort takes an
additional two units less time — stacked on top of
the benefit of Walking Library, this means that a
half hour’s worth of research in digital works or real
books you've already encountered can be resolved in
a matter of seconds, and a day’s worth covered in a
mere hour. See the time table on page 237 for more.

<> Studied Recall [Academics]
Requires Photographic Memory.
Your photographic memory extends outside of books
and digital works. Once per scene, you may spend a
Fate point and roll Academics against a difficulty of
Mediocre. Each shift you generate may be used to
specify a target that you wish to memorize as you
might a book — returning later, in your mind, to assess
new details (using an appropriate perception Skill,
usually Investigation).

IT SEEMS THAT THESE PEOPLE WERE AT WAR
WITH STENTOR Il. FROM WHAT | CAN MAKE
QUT THE WAR USED UP ALL THEIR
¥ RESOURCES. THAT WAS MANY HUNDREDS
>3 S AGO.
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This ability differs from Investigation’s Eye for
Detail Stunt in that Eye for Detail covers the entire
location, after the fact, whereas Studied Recall
requires you to specify which individual pieces of a
location you are studying, while you are still in that
location.

Scholarship

<> Scholar [Academics]

Your character is a respected authority in a specific
academic field. Possibilities include history, arche-
ology, astrophysics and so on. In the elite circles

of that particular field, you are recognized for your
expertise. Even if your Skill level is low, it merely
means you are towards the bottom of that particular
group of the elite.

When you make an Academics roll pertaining to
your general area of expertise, you automatically
receive a +1 bonus. Beyond this, you should pick a
specific specialization within that area (like ancient
Centaurian history, or cryptography). When an
Academics roll involves that specialization, you gain



an additional +1 bonus (for a total +2 to the value of
the research effort).

Any research efforts involving the specialization
take one unit less time; this may be combined with
Walking Library, in the Memory group of Stunts,
for lightning-fast research. When taking part in
an academic conference or otherwise interacting
with others in the field, you may use Academics to
complement your social Skills (Rapport, Empathy,
Deceit, etc). Your Skill is considered elevated by these
bonuses, so someone with Good Academics, acting in
his area of specialization, would complement Skills as
if his Academics were Superb (Good+2).

This Stunt may be taken more than once, each
time for an additional field. The bonuses may not
overlap, however.

<> Dizzying Intellect [Academics]
Requires Scholar.
Your area of knowledge is so advanced, there’s usually
no one around who can tell if you’re making things
up. Whenever your area of expertise (as defined when
you took the Scholar Stunt) comes to bear, and you
would use Academics to modify Deceit, you may use
your Academics Skill instead of Deceit, gaining its full
value rather than a simple +1. If you’ve taken Scholar
multiple times, this Stunt applies to all covered areas.

<> It's Academic [Academics]
Requires Scholar.
Your specialized knowledge gives you flashes of
insight into all manner of things.

Once per session, you can use this ability when you
are about to perform an action which your academic
field touches upon. The connection can be tenuous,
provided you can explain to the Story Teller how it
might apply.

Make a declaration attempt as described under
“Declaring Minor Details” (see page 100). If you get at
least one shift, you successfully declare one Aspect;
for every two shifts you gain beyond the first, you
may declare one additional Aspect about the subject
in question (so two Aspects total at 3 shifts, three
Aspects total at 5 shifts, etc). If you opt to declare only
one Aspect in total, you may instead convert these
additional shifts into non-Aspect facts.
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Alertness
(Skill, page 102)

Reflexes

<> I'm On Top Of It [Alertness]
You may spend a Fate point to go first in an exchange,
regardless of your initiative. If multiple people with
this Stunt exercise this ability, they go in turn of their
normal initiative, before those who don’t have the
Stunt get a chance to act. If the exchange has already
started, and you have not yet acted, you may instead
spend a Fate point to act next, out of the usual
turn order.

This may only be done between character’s actions,
and cannot be done as an interruption of any kind (so
if you spend the Fate point to do this while someone
else is acting, you must wait until they’re done). Your
character must not have acted yet in the exchange in
order to use the ability in this way. If your character’s
turn has passed, and you elected to hold your action,
then there’s no need to activate this Stunt; use the
Held Action rules normally (page 217).

<> Ready for Anything [Alertness]
Requires I'm On Top Of It.
The character’s senses are so keyed into minute
changes that he is able to respond more quickly
to new details. The character’s Alertness Skill is
considered to be one higher for purposes of deter-
mining initiative (allowing someone with Superb
Alertness to have Fantastic initiative). This Stunt
breaks ties whenever facing opponents with the same
initiative. This Stunt may be taken multiple times,
each time increasing the character’s initiative one step.

<> Cut Off [Alertness]
Requires On Top Of It.
The character’s always watching for his opponents to
try to get something past him, and can cut that option
off, even when he fails in his primary effort against
them. Whenever your character attacks an opponent
(or performs an attack-like manoeuvre), then no
matter how well the opponent rolls on his defense,
the opponent does not generate spin, and thus can’t
provide a +1in his side’s favor (see page 230).
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<> Run Interference [Alertness]
Requires Ready for Anything.
Normally, a character who has held his action cannot
interrupt another’s action at all; he must allow the
action to finish before acting. If your character has this
Stunt, you may bend that rule.

Whenever you choose to hold your action, you may
spend a Fate point before someone acts to have that
person truthfully declare what he is about to do. You
may then use your held action to Block (see page 217)
the action your target has declared, using whatever
Skill is appropriate to create the Block. If you are
not opting to Block the effort, you may not use your
held action before your target, and your target may
proceed. If you commit to performing a Block action
regardless of what your target declares, before he
declares it, you do not need to spend the Fate point.
Be clear about this when you make your demand!

Regardless, if you do act and your most recent target
then changes his mind based on that Block, he must do
so as a supplemental action (page 218), putting him at a
-1. If he continues his declared course of action despite
what you did, he must overcome the Block.

Vigilance

<> Danger Sense [Alertness]
The character maintains a quick and easy awareness
of ambushes and other nasty surprises — perhaps
preternaturally, perhaps simply due to finely tuned
mundane senses. Whenever ambushed (see page 142),
the character is able to take a full defensive action,
gaining a +2 on his defense roll, regardless of whether
or not he’s surprised (if he is surprised, dropping his
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TN

base defense to Mediocre, this Stunt takes his base
defense up to Fair).

<> Saw It Coming [Alertness]
Requires Danger Sense.
The character is never surprised; he may always take
a full defensive action when ambushed, and his base
defense is never reduced to Mediocre by surprise.

<> Constant Vigilance [Alertness]
Requires Saw It Coming.
Not only is the character never surprised, he is never
forced onto a defensive footing by an ambush. The
ambush rules simply do not apply to him; in the first
exchange, where others may normally only defend (if
that), he may act freely, in normal initiative order.

<> Take It All In [Alertness]
Requires two other Alertness Stunts.
The character has tuned his Alertness to the point
where, if he takes a normal Investigation length of
time to open his senses to a location, he can gather
an Investigation level of detail about it, without really
going through the motions of a methodical search.
When acting in this fashion, he may use Alertness
instead of Investigation (which, really, is nearly all of
the cases where he might use Investigation).

The trick with the results, here, is that they may
come to the character with a different set of details
than a methodical approach would yield. Conclusions
may precede supporting details; the Story Teller might
choose to describe the middle part of a piece of infor-
mation before the beginning or the end. Such are the
hazards of Alertness.



Art

(Skill, page 103)
Appreciation

<> The Artist’s Eye [Art]
The artist is always examining the world for the
creative hand at work. Even in endeavors which have
nothing to do with art, he can recognize the elements
of personality — the “signature”, if you will — of those
at work.

While this does not reveal identity, it does allow
the artist to determine common traits, themes, and
behaviors with ease. Whenever making a determi-
nation as to the source of something (its “author”,
after a fashion), characters with this Stunt may
use their Art instead of the usual Skill that would
be rolled. If the character has encountered several
products of the same person, he may see past those
things to the person — thus confirming a common
source.

Furthermore, the character’s keen eye enables him
to connect the metaphor of the artist — his work —
with the artist himself. When encountering a work
of art in any form, the character may roll Art to gain
insight into the artist behind the work, as if he were
using the Empathy Skill on the actual artist (resisted
by the usual Skills). This Stunt may only be used once
per piece of art.

Taken as a whole, this Stunt allows the artist to
make assessment efforts against his target in absentia.

Creation

<> Virtuoso [Art]
The character is a master of some specific form of art —
painting, composition, singing, conducting or playing
music, or the like. The character is a virtuoso in his
field and recognized worldwide for his Skill. Even if
his actual Skill level is not high, he is still on the list
of the finest artists in the world, just not necessarily
at the top of it. The character receives a +1 knowledge
bonus when performing his art form. He may also pick
a specialty (such a specific instrument or a specific
school of painting) for which he receives a +1 specialty
bonus. When applicable, the virtuoso may produce
works of art one time increment faster than would
normally take.
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<> Moving Performance [Art]
Requires Virtuoso.
Whenever the artist uses his art to place an Aspect on
the scene, the Aspect remains in place in any subse-
quent scenes involving the audience, up to a day
from the end of the performance. At its best, this can
essentially move such an Aspect from a scene to the
story itself, persisting across many scenes and many
audience members.

Persona

<> Razor Tongue [Art]
The artist has a way with words, and knows how to
craft the most exquisite insults. Whenever making a
social roll that uses such words, he may automati-
cally complement the effort with his Art Skill — this is
particularly potent when complementing Intimidation
to get a rise out of someone, and in such a case,
grants an additional +1 regardless of the level of Skill.

<> Poison Words [Art]
Requires RazorTongue.
The artist’s Skill at satire is so profound as to take the
whole audience with him. The artist may choose a
target normally, and that target need
not be in the audience (though it
should be one familiar to the

audience). Normally, Aspects
resulting from a performance
may not be specific; with
this Stunt, however, the
player may specify

the target in any

GANYMEDE IS MY NEXT TEST, ..
YOU WILL WITNESS IT, QUESTOR, BUT
¥ = 1{ FROM GANYMEDE,
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Aspect he puts on the scene. Thus, while an artist
might normally be able to add the “Hate” Aspect to a
scene, but one with this Stunt may make it “Hate Lord
Octavian”.

<> Stage Presence [Art]
Requires Virtuoso.
The artist’s works cannot be ignored. The character
halves any additional difficulty bonuses due to
distractions (rounded down); see page 104 for details.

<> All the Galaxy’s a Stage [Art]
Requires one other Art Stunt.
Normally, acting is somewhat obvious for what it is,
meant for a stage and not elsewhere, but with this
Stunt, the character’s talent is natural and unques-
tionable, and he may easily, convincingly adopt a
persona off-stage. At that point, normally it would
stop being a performance and be more about trying
to fool someone — crossing over to Deceit. With this
Stunt, however, whenever asked to make a Deceit roll
to convince a target he is someone he isn't, the artist
may choose to roll Art instead.

Reputation

<> Commissions [Art]
Requires Virtuoso.
Your works and performances are heavily sought out,
and there are those who will pay handsomely for it.
Once per session, you may use your Art Skill instead of
Resources, representing a successful past commission.

<l{[Chapter 8: Stunts]
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<> Do You Know Who | Am? [Art]
Requires Virtuoso.
Your widespread name and your art are interlinked
as one. When identifying yourself in order to get
your way in a social or other applicable situation, you
may complement Rapport, Intimidation, Deceit and
Contacting rolls with your Art Skill.

<> Weight of Reputation [Art]

Requires Do You Know Who | Am?

Your reputation as an artist is so well known that it

occasionally covers up for your social shortcomings.
For a Fate point, you may use your Art Skill instead

of Rapport, Intimidation, Contacting, or Deceit,

provided those you are dealing with are aware of your

reputation (a second Fate point will nearly always

assure that they are).

Athletics

(Skill, page 105)
Gymnastics

<> Contortionist [Athletics]
You can fit into and through spaces and shapes that
no normal human readily can. Normally, contorting
tasks are impossible to attempt, or at best default to
a (non-existent) Contortion Skill rated at Mediocre.
With this Stunt, you can use your full Athletics
score instead, and have rationale to attempt feats of
contortion that are simply unavailable to others.



<> Acrobat [Athletics]
You are able to perform any number of impressive
acrobatic feats. Difficulties assigned for complex
manoeuvres while acting (e .g walking on a tightrope,
doing brain surgery while hanging from a trapeze) are
reduced by two. Falling rolls gain a +2 bonus. When
used acrobatically, your Athletics Skill can never be
used to restrict another Skill, only complement it.

<> Safe Fall [Athletics]
Requires Acrobat.
The character can skip effortlessly down sheer surfaces
without harm, allowing him to safely fall great
distances. When the character falls, but is near a solid
surface, such as the wall of a shaft, or has sufficient
other things like ropes to offset his fall, all falls are
treated as two categories shorter (and may be reduced
another step with Athletics as normal).

<> Slippery [Athletics]
Requires at least one other Athletics Stunt.
You gain a +2 to all attempts to defend against
Knockback or push attacks, as well as any attempts to
escape from bonds.

Speed

<> Marathon Training [Athletics]
You know how to conserve your energy when under-
going lengthy athletic activity (long-distance running,
multi-day climbs, etc). You may use Athletics instead
of Endurance under such circumstances, and in most
other cases may complement any Endurance rolls with
your Athletics.

<> Fast as a Leopard [Athletics]
Requires Marathon Training.
You are incredibly fast on your feet. Whenever taking
a sprint (but not move) action using Athletics, the
value of that action is improved by two. Alternately,
you may set aside this bonus in order to be considered
on an “even footing” in a race with a mounted beast
or slow ground vehicle.

<> Faster than a Leopard [Athletics]
Requires Fast as a Leopard.
You are simply astonishingly fast. Whenever you roll
to sprint, it’s at +4; you can reduce this to +2 and be
considered on an even footing with a mounted beast
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or a ground vehicle. Furthermore, you face no penalties
for moving one zone as a supplemental action.

Uncommon Movement

<> Human Spider [Athletics]
The character can climb surfaces he oughtn’t be
able to. He receives a +2 bonus on any climb, and by
spending a Fate point, he may eliminate the effects of
all difficulty modifiers resulting from the environment
or the characteristics of the thing he’s climbing (so he
can climb a slick, mostly flat surface in a rainstorm at
much less difficulty).

<> Mighty Leap [Athletics]
The character’s leaping ability borders on the super-
human. The character may reduce any height related
borders (see page 218) by up to three.

<> Equestrian [Athletics]
The character can use Athletics instead of Survival
for all manoeuvres when riding horses or other alien
beasts meant for carrying passengers

Burglary

(Skill, page 107)
Perspective

<> Criminal Mind [Burglary]
You have an acute understanding of what it takes to
case out and break in to a place, and can investigate
such crimes from the perspective of the criminal
instead of the cop. You may use your Burglary Skill
instead of Investigation when investigating a theft or
other act (such as arson) committed by someone using
the Burglary Skill. If the crime closely matches one
the character has himself committed before, he gets a
+1 bonus for familiarity right off the bat (it’s the Story
Teller’s job to factor this in).

<> Alarm Sensibilities [Burglary]
You’ve run into enough traps that you've developed
an instinct for avoiding them. You may roll Burglary
instead of Alertness or Investigation in order to
uncover or otherwise avoid stumbling onto a trap.
When your Story Teller calls for an Alertness roll, be
sure to make her aware that you have this Stunt — it
may change the Skill to roll.
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<> Trespass Tempo [Burglary]
Requires Alarm Sensibilities.
Whenever you're running a breaking and entering
operation, you operate on very precise internal clock.
You are always aware of exactly how much time has
passed, and further, may use Burglary instead of
Alertness as your initiative Skill while everything is
going to plan.

Technique

< Lock Master [Burglary]
The character’s skill with improvisation when
bypassing a lock or similar contrivance is improved,
so long as he has something that could pass as a tool,
such as a piece of wire. Characters with this Stunt
never suffer an increased difficulty for lacking proper
tools on a Burglary roll, and when given proper tools,
can defeat locks at one time increment faster than
usual.

<> Mental Blueprint [Burglary]
You're highly skilled at visualizing the whole of
a target based on just a part of it. When casing a
location, you receive a +2 bonus on your roll.

<> The Big Heist [Burglary]
Requires Mental Blueprint and at least one other
Burglary Stunt.
When the character is Casing (page 107) a location, he
normally reveals or declares only one Aspect about
the location, in advance. With this Stunt, however, if
the character gains spin on his roll, he may reveal or
declare one or more additional Aspects (one additional
Aspect at 3 shifts, two at 5 shifts, or three at 7 or
more shifts).

Further, regardless of spin, if the player is using
the declare method with this Stunt, he may save off
from making his declarations until he’s already in the
middle of making the heist — in essence, retroactively
introducing elements he’d “already planned for”. Only
one such retroactive declaration may be made per
scene, but in the truly big heists, the job rarely lasts
only one scene.

Alternately, the character may trade in one of
his “retroactive” Aspect picks in order to declare up
to three non-Aspect-based lesser details about the
scene. This may be done in addition to making an
Aspect pick for the scene.
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Contacting
(Skill, page 109)

Companions

<> Contact [Contacting]
At the time your character takes this Stunt, you must
define a specific contact, with a name, a brief sentence
about the contact’s personality, and her relationship
to your character. This contact is a companion as
described on page 227, willing and able to accompany
you on your adventures, with three advances for you
to spend as you wish. For maximum effect, you may
wish to allocate one of your Aspects to this contact as
well. This Stunt may be taken multiple times, defining
a different contact each time.

<> Close Contacts [Contacting]
Requires at least one Contact.
When you select this Stunt, you may spread three
additional advances out amongst your existing
contacts, creating unusually talented companions.
You may take this Stunt multiple times, but can’t ever
apply more than six additional advances (for a total of
nine) to any one contact.

<> Network of Contacts [Contacting]
Requires at least one other Contacting Stunt.
The character can choose from a large number of
companions available to him when he needs them.
With this Stunt, when the character begins an
adventure, his companion doesn’t need to be defined.
Instead, at the point where he decides he needs the
companion, he may reveal her, giving her a name and
a few brief cues to the Story Teller to base a person-
ality on.
This companion starts out at Average quality and may
have up to two advances.

If the character takes this Stunt more than once,
he has two additional advances which he may use to
reveal an additional companion, or combine together
to create a more capable companion on the fly.

Only one “reveal” of this kind may be done per
scene. Once revealed, the companion will be involved
and reasonably available at least until the end of the
adventure.

If, instead, you choose to have the companion
available to you for only one scene before the
companion is called away to other things, you may
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build the companion with three advances instead of
two. Once the scene ends, the companion is removed
from the adventure, one way or another.

Connections

<> 1 Know a Guy Who Knows
a Guy [Contacting]

Sometimes it’s not who you know, but who the
people you know, know. Many of your contacts are,
themselves, very well connected. The breadth of your
contacts make all Contacting rolls take one unit less
time, and you gain a +2 on any “second roll” efforts
made to corroborate information you’ve gotten from
another of your contacts. Consequently, this bonus is
useful on a follow-up, but not on the initial roll.

<> Insider [Contacting]
The character is able to navigate bureaucracies and
organisations easily, not because he understands
them, but because he knows people embedded in the
organisation who can provide shortcuts. Normally,

a character must roll Leadership in order to deal
with any sort of bureaucratic entanglement (see
page 124). With this Stunt, the character may roll
Contacting instead.

<> Walk the Walk [Contacting]
The character’s travels have taken him to every corner
of the Universe. His familiarity with the streets and
peoples of the worlds allow him to function easily,
at home and abroad. The character never suffers any
additional difficulty from unfamiliar circumstances
when Contacting.

Reputation

<> Big Man [Contacting]
When selecting this Stunt, the player picks a specific
field (Criminal, Business, Politics, Espionage and
Another Culture are the most common); this Stunt
is often written with that field incorporated, e.g.,
Big Man in Politics. The character is not merely well
connected in that community, he is actually a person
of great importance within that area; for maximum
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benefit, this should be paired with an Aspect that
indicates similar things.

In addition to the narrative benefits of such a
position, the character may use his Contacting Skill in
lieu of the Resources Skill for anything which might
fall under the auspices of members in that field. This
Stunt may be taken multiple times, each time for a
different field.

<> Talk the Talk [Contacting]
Requires Big Man.
Whenever dealing with members of your chosen
field, you put out all the right signals, say all the
right things. In such circumstances, you may roll your
Rapport at +2, or, alternatively, use your Contacting
instead of Rapport, in order to get a favorable reaction.

<> Big Name [Contacting]
Requires Big Man.
You’re so well known that an awareness of your
name has crossed over into other areas as well. The
first time you deal with someone who’s heard of you
(spending a Fate point can assure that they have),
and you’re using your name, you get a +2 bonus to a
Rapport or Intimidation roll.
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<> Big Reputation [Contacting]
Requires Big Name.
Your reputation has reached great proportions, and
people are willing to believe all sorts of things about
you.

For a Fate point, you may use your Contacting Skill
instead of Rapport, Intimidation, Deceit, Leadership,
or Resolve, provided those you are dealing with are
aware of your reputation (a second Fate point will
nearly always assure that they do).

This Stunt combines with the bonus from Big Name,
getting the character a +2 to Contacting when using it
instead of Rapport or Intimidation.

Deceit
(Skill, page 110)

Confidence

<> Con Man [Deceit]
You are a bona fide confidence man, and that lets you
get a read on people, easy.

You may use your Deceit instead of Empathy to
get a “read” on someone (see page 116), but the type
of Aspects that may be revealed are limited only to
things like character weaknesses, never strengths or

| HAVE MY PASS
RIGHT HERE.




other advantages (unless you win the contest or are

otherwise in control of which Aspect is revealed).
Some Aspects will completely miss you; a Good

Hearted Person might just fly right over your head.

<> The Fix Is In [Deceit]
Requires Con Man.
The character is adept at cheating, so much so that he
may use his Deceit Skill instead of Gambling whenever
he chooses.

When he does so, he is cheating, which means if

he fails, he’s caught, and the game’s loss is treated as
if it were a high stakes game, even if it wasn't.

<> Sucker [Deceit]
Requires Con Man.
You've got this guy completely suckered — or at least,
if he’s on to you, he’s rich enough that he doesn’t care.
Design a companion (page 227) with two advances. In
addition, he is automatically Fair quality, and Skilled
with Resources. He tends to buy things for you, along
with whatever else it is he does.

The downside is that he’s a sucker — you hooked
him in, but he is a Poor difficulty target for anyone
else looking to sucker him too.

Heck, you may even have some fondness for the
guy — you certainly won’t leave him hanging out to
dry, and that’s not just because he pays for everything
— but, still, the relationship’s not entirely honest.

<> Big Sucker [Deceit]
Requires Sucker.
You hit it big — this guy’s loaded. Your compan-
ion’s Resources Skill is considered to be two steps
higher than his quality; if you've advanced him to a
maximum quality of Great, this means he’s running
around with Fantastic Resources. You may also spend
one additional advance on him. He’s not just about
the money, you know.

Disguise

<> Clever Disguise [Deceit]
Normally, a character cannot create a disguise that
will stand up to intense scrutiny (see page 111). With
this Stunt, he may defend against intense scrutiny
(anything short of physically trying to remove the
disguise) with his full Deceit Skill. Furthermore, he
may assemble disguises of this quality in a matter of
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minutes, provided he has a well-equipped disguise kit
on hand.

<> Mimicry [Deceit]
Requires Clever Disguise.
Deceit can be used to convince people you are
someone you aren’t — but usually only in a general
sense. You can seem to be a cop, an author, et cetera,
but you can’t seem to be a specific person without
a lot of work (and an elevated difficulty). With this
Stunt, you can easily imitate the mannerisms and
voice of anyone you’ve had a chance to study —
removing another potential cause to have a disguise
examined, or perhaps convincing someone who can’t
see you that you're someone else even though you’re
undisguised.

Studying someone usually requires only an
investment of time and not a roll of the dice — at least
half an hour of constant exposure. This timeframe can
be reduced, but will require an Empathy, Investigation,
or Deceit roll against a target of Mediocre, increased by
one for each step faster on the time chart (page 237).

<> Master of Disguise [Deceit]
Requires Clever Disguise and Mimicry.
The character can convincingly pass himself off as
nearly anyone with a little time and preparation.
To use this ability, the player pays a Fate point and
temporarily stops playing. His character is presumed
to have donned a disguise and gone “off camera”.
At any subsequent point during play the player may
choose any nameless, filler character (a villain’s
minion, a bellboy in the hotel, the cop who just pulled
you over) in a scene and reveal that that character is
actually the Player in disguise!

The character may remain in this state for as long
as the player chooses, but if anyone is tipped off that
he might be nearby, an investigator may spend a
Fate point and roll Investigate against the disguised
character’s Deceit. If the investigator wins, his player
(which may be the Story Teller) gets to decide which
filler character is actually the disguised Player (“Wait a
minute — you’re the Emerald Emancipator!”).

<> Infiltrator [Deceit]
Requires Master of Disguise.
While the character is disguised (see Master of
Disguise) he may make a single Investigation roll
against at target of Mediocre. Each shift gained
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can be used to do one of two things: gain a useful
(but general) piece of information about the area

or group being infiltrated, or leave a clue, hint or
message for the rest of the player characters without
revealing himself.

<> Disguise of the Mind [Deceit]
Requires Master of Disquise and a Deceit Skill of Great
or better.
You inhabit your disguises so completely that you
can actually fully inhabit another persona and
unlock hidden Skills and knowledge you don’t
normally possess. While in a disguise, you may roll
your Deceit minus two (so Fair if Great, or Good
if Superb) instead of any other Skill the disguised
persona might reasonably possess. If you are outright
imitating someone specific, sometimes this might
give you a higher effective Skill than they actually
have — which is fine. You're not a mind-reader, you're
simply so good at pretending that you can actually,
temporarily unlock a Skill that you believe your
persona could have.

Any time you use this Stunt, you must pay a Fate
point; if you do not wish to pay a Fate point, you may
instead roll your Resolve against a difficulty equal to
the “false” Skill. If you miss that target, you become
lost in the persona for a time, and may be subject to
one no-Fate-point compel before you break out of
it. The Aspect compelled might not even be one of
your own — it may be one possessed by the persona
you’re mimicking!

Falsehood

<> The Honest Lie [Deceit]
The best lies are the ones that contain a healthy dose
of truth. Whenever the character incorporates a hefty
portion of the truth into a lie, he gains a +2 bonus. The
truth must be relevant, not unimportant, and signif-
icant, not trivial — it must be on par with (or bigger
than) the lie, or at least in the ballpark.

<> Takes One to Know One [Deceit]
As an accomplished liar, you're especially able to
figure out when someone else is lying as well. You
may use your Deceit Skill instead of your Empathy
Skill when trying to figure out if someone is lying. This
is not the same thing as getting “a read” on someone,

<l{[Chapter 8: Stunts]

as with the Con Man Stunt, above; instead, it’s a quick
check: Is this guy lying? Is it a big lie or a small one? Is
he mixing in the truth or is it all fabrication?

<> Clever Facade [Deceit]
Requires either The Honest Lie or Takes One to Know
One.
Whenever the character is the target of an Empathy
“read”, and decides to put a false face forward (see
page 111), and wins the contest, he not only provides a
false Aspect to the reader, he also gets a read on the
reader himself (revealing an Aspect). The reader has
fallen for your clever little trap!

Drive
(Skill, page 112)

Vehicles

<> Custom Ride [Drive]
You love your ride, and have one land vehicle (or ship
if the Story Teller agrees) in particular that you take
special care of. When driving that vehicle, you receive
a +1 bonus (it's assumed to have the craftsmanship
improvement — see page 81).

Additionally, you've added (or had added) a little
something extra to the vehicle, and you may, once
per session, spend a Fate point and declare that
the vehicle has some extra device (such as an oil
slick, speed boost or the like) — for guidelines, see
the Universal Gadget Stunt (page 161). You can’t go
too crazy with the improvements on this on-the-
fly gadgetry — many forms of miniaturization and
futurization, and several kinds of alternate usage and
additional capability, are disallowed at this level of the
Stunt. To drive a truly unusual vehicle, you must also
take Prototype Vehicle (below).

<> Prototype Vehicle [Drive]
Requires Custom Ride.
You have a one-of-a-kind vehicle. For starters, your
once-a-session gadget, as described above, can have
any kind of improvement — the restrictions described
in Custom Ride do not apply.

Secondly, your vehicle has three additional built-in
improvements you may select. These improvements
must be defined in advance of a session (only at the
beginning or end), but you needn’t pick all of them



at the time you take this Stunt. Once they’re picked,
they’re set, until an engineer can get a chance to work
at changing them.

Your vehicle is instantly recognizable as something
unusual, unless you spend one of your improvements
on making sure that it looks just like any other vehicle
of its base type. Regardless, once people learn of its
nature, there’s almost certain to be attempts to steal it
or otherwise learn its secrets. You'd be well advised to
take an Aspect tied to your vehicle, so you can get Fate
points when this happens!

<> Vehicle Mechanic [Drive]
Requires at least two other Drive Stunts.
Your character may not understand the broader
Aspects of engineering devices and such, but when
it comes to vehicles, he knows them inside and out.
Whenever working on a vehicle, you may use your
Drive Skill instead of Engineering. Due to common
principles, you may also use your Drive Skill to work
on other vehicles, at a -1.

Tricks

<> Defensive Driving [Drive]
You’re good at keeping your vehicle in one piece.
Whenever attempting a driving manoeuvre in a chase
(see page 112), you may treat the difficulty as if it were
one lower. The difficulty of the manoeuvre itself is
not affected, however, for any vehicles that might be
chasing you.

<> One Hand on the Wheel [Drive]
Driving while doing some other action normally
results in a -1 penalty. With this Stunt, you don’t suffer
that penalty, regardless of whether you are rolling
Drive (driving is your primary action, and the supple-
mental action is something minor), or rolling some
other Skill (you're taking some other primary action,
but keeping the vehicle on the road isn't all that
challenging, allowing driving to be the supplemental
action). Your Drive Skill can never be used to restrict
another Skill, only complement it.
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<> Turn on a Dime [Drive]
Requires Defensive Driving.
Somehow, no matter how crazy you drive, you always
seem to pull it off. You're always able to make very
tight turns and drive through very narrow spaces
without suffering any sort of increased difficulty
due to environment, unless it is in fact physically
impossible for your vehicle to fit. In many ways this
functions like the Defensive Driving Stunt, but instead
of lowering many difficulties by one, it potentially
lowers these specific difficulties by two.

<> Unsafe at Any Speed [Drive]
Requires at least one other Drive Stunt.
The character is the bane of curbside markets and
rickety struts holding up awnings. The value of any
damage this character does to the environment
(but not characters or their vehicles) when driving a
vehicle is doubled. Any time an object is taken out
by the damage, the result should be spectacular — an
explosion or collapse. This is not guaranteed to always
fall in the character’s favor (though it often can,
and should)!

Empathy

(Skill, page 116)
Intuition

<> Ebb and Flow [Empathy]
The character is so aware of the social currents in a
situation that he is able to see something of what’s
coming before it arrives. At the beginning of any social
exchange, before proceeding with the usual initiative
order, the character may spend a Fate point and
attempt a quick read — looking for surface moods and
other social cues — on any one target of his choosing,
as a free action. He may then act normally on his turn
as usual.

<> Preemptive Grace [Empathy]
Requires Ebb and Flow.
You are so tuned into social situations that you may
act quickly and decisively to shape the situation to
your liking. Empathy is used to determine initiative
in a social conflict, the same way Alertness is used
in a physical one. With this Stunt, your Empathy is
considered two higher for the purposes of initiative. If
you’re tied for initiative with someone who does not
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have this Stunt, this Stunt breaks ties.

<> Track the Soul [Empathy]
Your understanding of people you've met is suffi-
ciently strong that it gives you an easy sense of how
to find them. In any situation where you're tracking
down or otherwise trying to find someone you’ve met
before, you may roll Empathy instead of Investigation.

<> The Skeptic’s Ear [Empathy]

Requires at least one other Empathy Stunt.
The world is full of lies and liars, and your character is
always on the lookout for them. The character always
knows when someone is using the Deceit Skill on him,
and may take full defensive actions (getting a +2) with
his Empathy if appropriate.

Normally, the use of deception is not so easy to spot
in advance, and thus justifying full defensive actions
is difficult. Successfully determining that something is
trying to deceive you is not the same as revealing the
truth, however, no matter how well you do.

Insight

<> Cold Read [Empathy]
Normally, to use empathy to get a read on someone it
requires at least a few minutes of conversation, if not
more (see page 116). Characters with this Stunt may do
so after much less time — two or three steps faster on
the time table (see page 237).

<> Heart’s Secret [Empathy]
You have an instinct for going right to the heart of a
person and finding out what matters most to them.
Whenever you make a successful Empathy read on
someone (see page 116), the Story Teller must select
from the Aspects that are of the utmost importance
to the character, unless you explicitly instruct her
otherwise. Normally, the Story Teller has a freer rein
in her selection.

While this still can’t get you to trip over anything
that’s truly still a secret to you (this isn’t an instant
mystery solving Stunt!), it should at least put you as
close to the core truth about a character.

<> Hit Them Where It Hurts [Empathy]
Your Skill at reading people makes you adept at
provoking a strong emotional response if you're
trying to get them angry, depressed, or something
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similar. Normally, the Intimidation Skill would be
used for such efforts; however, if you've succeeded

at any Empathy roll against the target previously,

you may use Empathy to wage such psychological
warfare instead. In the hands of a character with high
Empathy, this is especially lethal when combined with
a successful read on someone that reveals an Aspect.

< A Peek Inside [Empathy]
Requires at least two other Empathy Stunts.
Once you get an insight into someone, you may try to
look much deeper than one normally can. Trying to
learn something specific and concrete about another
person can be a lot like trying to catch a specific
raindrop — you can be sure you got wet, but figuring
out if you actually got the one you were going after
is another matter. In the best case scenario, you've
revealed one of the target’s Aspects.

With this Stunt, however, you achieve such a
strong understanding of your subject that you can
start to make some fairly accurate guesses about
his behavior.

After you have successfully gotten a “read” as
described in the Empathy write-up (page 116), you
may immediately ask the Story Teller a hypothetical
question about the target’s motives, which the Story
Teller must be able to answer with yes, no, or maybe,
to the best of her ability. The question must speak to
the kind of person the target is, not things they’ve

NN ¥

§AM
'J

-

done, though it may ask if they are capable of doing
such things. If the Story Teller answers with a maybe,
you may ask a second question to get clarification.
This second question may seek details, rather than
another one-word answer.

<> Uncanny Hunch [Empathy]

See Investigation stunt, Uncanny Hunch, page 170.

Endurance
(Skill, page 116)

Persistence

<> Last Leg [Endurance]
The character may spend Fate points to keep standing.
Any time the character would be taken out by (or
otherwise suffer a consequence from) a physical hit
he may spend a Fate point to remain standing or
otherwise defer a consequence or concession for
one more exchange, or until he’s hit again, whatever
comes first. Once the extra time he’s bought is up, all
effects he has deferred come to bear at once. He may
keep spending Fate points in this fashion until he runs
out, each time the time limit expires.

This means that with a whole handful of Fate
points he might go on for three exchanges with no
consequences or collapse impeding him, and then
suddenly keel over, revealing Multiple Bruises and a
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Broken Rib and a few surplus consequences — which
would suggest an immediate taken out result to be
determined by his attacker, even if that attacker has
been defeated in the intervening time!

<> Feel the Burn [Endurance]
The character can push through incredible pain in
order to reach his goal. The character can take one
extra major, physical consequence (see page 220)
before moving on to a severe physical consequence,
allowing him to take a total of four consequences in a
physical conflict.

<> Face the Pain [Endurance]
Requires Feel the Burn.
The character is able to lessen the effects of physical
injury thanks to his incredible stamina. Once per scene,
he character may spend a Fate point, and remove any
single check mark from the physical stress track.

<> Tireless [Endurance]
Normally, someone who has not gotten a regular
night’s sleep takes a consequence indicating his lack
of rest, which cannot be removed save with the
requisite amount of sleep. Not so for the character
with this Stunt.

Whenever this character would need to sleep, he
may roll Endurance (see below for the difficulties) and
spend shifts to reduce the amount of time he needs
for a regular night’s rest. Each shift spent reduces
the time increment (to get a full night’s rest) by one.
One shift gets from 6-8 hours down to 3-4; two gets
it down to an hour; three gets it to half an hour; four
gets it to a few minutes.

The character may continue sleeping past that
point, but if awoken suddenly, he does not face any
issues due to insufficient sleep — he is refreshed and
alert. Normally the difficulty for the Endurance roll is
simply Mediocre, but if the character chooses to skip
a night of sleep, the difficulty of the roll is increased
by one step each night. Once he fails the roll, he must
get a full, normal (6-8 hours) night of sleep to “reset”
the clock; if he succeeds on subsequent nights, and
chooses to sleep, he can still sleep for the truncated
amount of time.
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Recovery

<> Bounce Back [Endurance]
The character heals faster than the norm, which has
the effect of reducing the severity of consequences
resulting from physical injury. On some characters this
means no matter how bad of a beating they seem
to have taken, they shrug it off. When considering
the amount of time it takes to recover from a conse-
quence of a particular severity, reduce the timeframe
by two steps on the time chart (page 237). This means
that minor physical consequences will be removed
between scenes even if there’s no “break” between
them, major consequences will take about an hour
of rest instead of six, and severe consequences may
be reduced from months to weeks, weeks to days, or
days to the length of an afternoon!

<> Death Defiance [Endurance]
If the character is ever taken out away from the view
of other characters and death appears imminent,
certain, or absolute, (such as from dropping off a
cliff, apparently failing to escape from an exploding
building and so on) then coincidence will conspire to
keep the character alive. This Stunt does not protect
the character from dying “on camera”.

The player then spends half of his remaining Fate
points, rounded up (he must have at least one to do
this), and may watch play and think of a good expla-
nation for how he survived.

Once he has a story, he may re-enter play in any
subsequent scene in as dramatic a fashion as he sees
fit, with all of his physical stress cleared and a single
major consequence to reflect the dangers survived.

<> Developed Immunities [Endurance]
Requires at least one other Endurance Stunt.
Whether through natural aptitude or careful exposure
and development, the character is quite simply
immune to most common poisons, and terribly
resistant to uncommon ones.

He may resist any uncommon poison he has not
previously encountered at a +2 to his Endurance roll.
If he has previously encountered the poison, even in
trace amounts, this bonus increases to a +6.
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Toughness

<> One Hit to the Body [Endurance]
The character can pay a Fate point and ignore the
effects of one attack per game session.

<> Thick Skinned [Endurance]
Requires One Hit To The Body.
This character just doesn’t feel pain and can take more
punishment than a lesser man. A character with this
Stunt gets one additional stress box beyond those
normally granted by his Endurance score — meaning
a character with Superb Endurance can have a top
physical stress capacity of nine.

<> Made of Steel [Endurance]
Requires Thick Skinned.
The character ignores the first point of physical stress
damage taken each exchange.

<> Now You’ve Made Me
Mad [Endurance]

Requires two other Endurance Stunts.

Once per scene, the character may turn a wound he
has taken into pure motivation. After the character
takes physical stress, spend a Fate point and the

character gets to add the value of the wound (the total

stress damage from that attack) to an action in the
next exchange taken against the person who inflicted
the stress.

Engineering
(Skill, page 118)

Devices

<> Personal Gadget
[Engineering]

You have a personal gadget based on an
existing (or potentially existing) piece of
technology, with three improvements. You
must define at least the basic nature of the
gadget, and one or two of the improve-
ments, at the time you take this Stunt. You
may take this Stunt several times, either
for several personal gadgets, or to provide
additional improvements to

the same gadget. See page 80 for detailed
gadget design rules.

<> Universal Gadget [Engineering]

A universal gadget is, essentially, a personal gadget
that you may design on the fly, in the middle of a
situation, as if your character happened to have “just
the thing” in his satchel at the precise moment when
it was needed. This gadget follows the same design
rules as a personal gadget (above), but is only allowed
two improvements, not three. Once defined, the
gadget is locked in for the remainder of the session.
As with personal gadgets, see page 80 for detailed
gadget design rules.

The trade-off is that you can define the gadget
on the fly and in the moment, as something your
character already happened to have on hand (or just
whipped up in a matter of seconds). As with personal
gadget, you may take this Stunt multiple times.

<> Computer Engineer [Engineering]
With this Stunt the character can program and hack
computer systems, using their Engineering Skill
instead of Science. They also know how to pull the
system apart to repair and maintain it (using the same
rules for repair under Engineering on page 19)

Methods

<> Demolitions [Engineering]
The character is an expert with explosives. Any time
he can take the time to properly set up charges, the
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resulting explosion’s force rating is increased by three,

by placing the bombs at the exact weak points of the
targeted structure.

This benefit does not apply without preparation, a
target structure, and a chance to study the target. Thus,
it doesn’t apply in situations such as setting charges
hastily or lobbing explosive devices at zombies.

<> Architect of Death [Engineering]
Requires one other Engineering Stunt.
You have an innate knack for crafting weaponry.
Whenever dealing with an Engineering roll involving a
weapon — repairing, designing, upgrading, etcetera —
your difficulties are reduced by one, and additionally,
the time to get the work done is reduced by one step
on the time table (see page 237).

<> Grease Monkey [Engineering]
Requires one other Engineering Stunt.
If it has an engine and flies in the air or space, you
“get” it, intuitively and completely. Whenever dealing
with a Engineering roll involving a air or space vehicle
— repairing, designing, upgrading, etcetera — your

<l{[Chapter 8: Stunts]

difficulties are reduced by one, and additionally, the
time to get the work done is reduced by one step on
the time table (see page 237).

<> Mister Fix-It [Engineering]
The character’s talented at getting things repaired
under time-critical circumstances. The time it takes
to get something fixed by the character is reduced by
two steps. If the situation is already operating on the
fastest possible amount of time the difficulty of the
repair effort is reduced by one. These bonuses stack
with Grease Monkey (above)!

<> Thump of Restoration [Engineering]
Requires Mister Fix-It.
Sometimes a bunch of repairs can get short-handed
with a good swift thump. A character must spend a
Fate point to activate this ability, and roll Engineering.
He then hits a device or other contraption that isn’t
working, and it starts working immediately, regardless
of the difficulty rating to repair it under time pressure.
It will continue work for a number of exchanges
equal to the shifts gained on the Engineering roll (vs.



a target of Mediocre). Once the time is up, the device
stops working again, and any efforts to repair it are
at a one step higher difficulty (since, after all, you hit
the thing). If the character wishes to thump again, he
may do so for another Fate point, but the difficulty
for the Engineering roll increases by one on each
subsequent attempt.

Fists

(Skill, page 120)
Brawling

<> Brawler [Fists]

You're at home in any big old burly brawl, with

multiple opponents and ideally some beer in you.
Whenever you are personally outnumbered in a

fight (i.e., when someone gets to attack you at a bonus

due to a numerical advantage) your defense rolls with

Fists are at +1. When fighting two or more minions,

you deal one additional stress on a successful hit.

<> Dirty Fighter [Fists]
Requires Brawler.
Your character has a talent for fighting dirty and is
experienced in pulling all manner of tricks in order to
get the upper hand on his opponents. By exploiting an
opponent’s weakness, you are able to strike deep and
true. Any time you tag an opponent’s Aspect in a fight,
or tag an Aspect of the scene that affects your foe, you
get an additional +1 on the roll.

<> Crippling Blow [Fists]
Requires Dirty Fighter.
When you injure an opponent with your Fists, you
may spend a Fate point to force the target to take a
consequence rather than check off a box. This can only
be done once per opponent in a given fight scene. The
target may choose not to take the consequence if he is
willing to concede.

<> Signature Strike [Fists]
Requires Crippling Blow (above) or Fist of Death
(below).
Your character has a specific attack which he has honed
to devastating perfection. It may be a formalized punch
with an appropriately dramatic name (Thousand
Whirlwinds Strike As One!) or may be as informal as
complete mastery of the kick in the crotch.
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Once per opponent per fight, the character may use
this strike. To do so, the player must clearly describe
whatever posturing or preamble the strike requires,
declare he’s using the strike, and roll the dice.

If the strike successfully damages the opponent
(inflicts stress or a consequence by itself), it imposes
a consequence in addition to treating the attack
normally (such as checking off a box due to stress
inflicted). This means that if the stress would normally
produce a consequence, the victim will end up taking
two consequences.

<> Mix it Up [Fists]
Requires Brawler.
Overwhelming odds are your bread and butter. You
are used to dodging and twisting, keeping multiple
opponents in each other’s way. You actually get
better the more people pile onto you. You may save
up your spin whenever you gain it on a defense, and
apply it to your next attack, no matter how many
other actions happen in between. Multiple successful,
spin-generating defenses may allow you to save up
multiple points of spin, for a single large bonus on
your next attack.

<> Army of One [Fists]
Requires Mix it Up.
You are a one-man army; the odds don’t matter to
you. Whenever you are attacked, opponents simply do
not get a bonus to their attacks due to an advantage
of numbers.

<> Whatever’s on Hand [Fists]
Requires Brawler.
The character is Skilled in the use of improvised
weapons, and may use Fists instead of the Weapons
Skill when using an improvised weapon. Improvised
weapons tend to break, and thus don’t usually last for
more than one exchange, so players are encouraged to
choose weapons which smash dramatically.

<> Fists of Fury [Fists]
Requires Brawler.
Swinging wildly and with force, the character strikes
at an opponent over and over again, wearing down his
defense with each blow. Against such an onslaught,
there is simply no good defense. Opponents who
attempt to use an all-out defense against your Fists
attacks do not get a +2 bonus.
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Kung Fu

<> Martial Arts [Fists]
Your training in the martial practices of the ancients
have honed your abilities with your Fists into a finely
disciplined form that is part combat Skill, part art
form. This gives you an acute insight into the means
and methods of barehanded warfare.

You may use your Fists Skill to study an opponent
by engaging him and testing his defenses with your
own martial techniques. You must do this as a full
action during an exchange. Your target must defend
against this action, which is essentially a manoeuvre,
with his Fists Skill.

If you succeed, you have gained insight to your
target’s fighting techniques, and may place an Aspect
on the target, as with a successful manoeuvre.
Whenever you tag this Aspect, you gain an additional
+1 to your roll, for a total of +3 instead of the normal
tagging bonus of +2.

<> Brickbreaker [Fists]
Requires Martial Arts.
You are able to focus the force of your blows into a
concentrated, small area that is devastating to solid
materials. Any stress you deal to a non-character
target with Fists is doubled, once per exchange.

<> Demoralizing Stance [Fists]
Requires Martial Arts.
As a trained fighter, you are able to adopt a stance
that makes it unequivocally clear how capable you
are of handing someone his ass. Whenever displaying
your fighting stance or techniques, you may roll Fists
instead of Intimidation.

<> Flying Kick [Fists]
Requires Martial Arts.
You are able to leap through the air, leading with a
powerful kick that can lay an unsuspecting opponent

out. You may move one zone and launch a Fists attack

without taking a penalty for moving, or you may
move two zones and make an attack at -1. All other
actions, including those with Fists, that are not a Fists
attack described as a flying kick, require a roll at -1 if
you move a single zone on your action, as normal.
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<> Flow like Water [Fists]
Requires Martial Arts.
Whenever you mount a full defense, you gain an
additional +1 to your Fists rolls, for a potent total
defense bonus of +3.

<> Bend like the Reed [Fists]
Requires Flow Like Water.
You have a flexible martial arts style that allows you
to turn an opponent’s force against himself. Whenever
you gain spin on a defense, you may immediately
take a free action against the attacker to make a throw
manoeuvre (see page 225).

<> Lethal Weapon [Fists]
Requires Martial Arts.
Your martial Skill is dedicated to dishing out
punishment, and your hands are practically illegal
in most civilized countries. Any time your opponent
opts to take a mild or moderate consequence from a
blow you have dealt, you may spend a Fate point to
increase the severity of that consequence by one step,
increasing mild to moderate and moderate to severe.
The opponent may then reconsider whether to take
the consequence, or instead offer a concession. You
may not do this to an opponent who is already taking
a severe consequence.

<> Fist of Death [Fists]
Requires Lethal Weapon.
By concentrating your force into a powerful blow, you
may devastate even the most potent of opponents.
Once per opponent per fight, you may spend a Fate
point after landing a successful blow to fill your
opponent’s highest unchecked stress box, regardless
of how much stress you would normally inflict.

<> Signature Strike [Fists]

As with the Stunt of the same name, above (page 163).



Gambling

(Skill, page 120)
Luck

<> Gambling Man [Gambling]
Requires one or more compellable Aspects related to
gambling.
As a gambling man, the character is rarely able to turn
down a bet or an opportunity to take a risk. Compels
involving your gambling Aspects automatically start
out at a point of escalation — you must either spend
two Fate points to avoid them, or gain two Fate points
if you accept them, right at the outset.

<> Double or Nothing [Gambling]
Requires Gambling Man.
When it comes to head to head conflict, the charac-
ter’s Skill at gambling and taking risks is paramount.

Once per scene, after the gambler has lost a

Gambling roll, he has the option to declare “Double
or Nothing!” This is a call for both sides to reroll (and
as such doesn’t involve Fate points). If the gambler
wins the next roll, the initial exchange is treated as a
scratch (no loss to any participants), but if he loses (by
whatever amount) he takes a hit equal to double the

" PLEASURE DOME ' SPAC
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value of the initial loss. Regardless, such a move often
elevates the stakes of a game. This can turn a regular

stakes game into a high stakes one, and a high stakes
game into a matter of life and death.

<> The Devil’s Own Luck [Gambling]
Requires Gambling Man and at least one other
Gambling Stunt.
On games of pure chance, like roulette, where a
character could not normally roll a Skill to affect the
outcome, the character may use his Gambling Skill at
its full value (otherwise he’d be rolling Mediocre or
worse instead).

Skill

<> Know When to Fold ’Em [Gambling]
Whenever gambling with Extra’s, the player may
ask that the Story Teller roll the Extra’s Gambling in
advance. Whenever the Story Teller does this, the roll
is automatically considered to be secret — she doesn’t
have to show it to anyone.

The twist is that the Story Teller must indicate to
the player whether the Extra’s roll is above or below
the player’s character’s Gambling Skill — just not by
how much. Given this knowledge, the player may then
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choose whether his character participates, or excuses
himself, from the Gambling contest. If the player’s
character does participate, the Story Teller reveals the
value of the roll, and may still spend Fate points on
behalf of her Extra as usual once the contest starts in
earnest.

<> Never Bluff a Bluffer [Gambling]
The character’s experience with Gambling gives
him an occasional insight into other parts of life.
Whenever dealing with a bluff of some kind, he may
use Gambling instead of Deceit (to run a bluff) or
instead of Empathy (to see through one). The player
should remind the Story Teller that he has this Stunt
whenever he’s the target of something that might be
a bluff, so that the Story Teller knows to call for the
correct Skill to be rolled.

<> Winnings [Gambling]
The character wins more than he loses, and is often
flush with cash. Once per session, he may use
Gambling instead of Resources to represent these
winnings, so long as he hasn’t recently experienced
a loss. The player must provide a quick one-sentence
explanation of what the resource is and how he won
it, when using this Stunt.

<> Players’ Club [Gambling]
Requires at least one other Gambling Stunt.
You've played in so many games, and in so many
places, that it’s rare that you can’t find someone who
knows you. You may use your Gambling Skill instead
of Contacting whenever making a Contacting roll —
though doing so invariably colors the results with the
nature of Gambling.

<> Gambling Buddy [Gambling]
Requires Players’ Club.
Once per session, you may introduce a companion
character into a scene, on the fly, as suits the conven-
ience of the moment. This companion character has
the Skilled (Gambling) advance for free, and two other
advances which you may define at the moment of the
reveal, or after the fact as you travel around with your
buddy.

Guns
(Skill, page 121)

Aiming

<> Long Shot [Guns]
For whatever reason, you’re always able to take shots
at a greater distance than you should be. You can
use pistols up to three zones away (instead of two);
furthermore, rifles and other such weaponry reach
an additional zone (or two, if the Story Teller feels
generous).

<> Shot on the Run [Guns]
The character is light on his feet with a gun in his
hand, able to keep the gunplay going while evading
attempts to harm him.
This character may use Guns as a defense Skill
against physical attacks; normally, Guns cannot be
used defensively.

<> Stay on Target [Guns]
Taking slow and careful aim can be done as a
manoeuvre, placing an Aspect on your target (such as
“In My Sights”).
Whenever performing an aiming manoeuvre

ONLY OFFER YOU
PHOTON BOLTS!

| against a target, you may roll your Guns at +1
to place the Aspect, +2 if you've brought along
a targeting scope or similar aiming device (in
addition to whatever bonuses the scope itself
provides).

<> Trick Shot [Guns]
Your character gains +2 on the roll for any
Guns action that involves shooting an
inanimate object. While this cannot be used
to actually attack another character, it can be
very useful for indirect effects, like shooting

down a chandelier.
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<> Zero G Firefights

You are trained in using both energy and projectile
guns in zero gravity situations. Trying to use a gun in
zero G without this training results in a -1 to the Gun

Skill. You also have a +1 to manoeuvre rolls in defence

while in zero G.
Ammunition

<> Fast Reload [Guns]
Normally, reloading your guns is considered a part
of the normal ebb and flow of combat and doesn’t
become an issue until something happens to make it
relevant. A lack of ammunition can show up one of
two ways. First, “out of ammunition” can often show
up as a minor consequence for someone with a gun.
With this Stunt, the character may spend a Fate point
in order to remove this consequence immediately, at
the end of any exchange.

The character is still considered to have taken a
minor consequence for purposes of determining
whether his next consequence is moderate — the
minor consequence simply won'’t be there.

Second, “out of ammunition” can show up as a
temporary Aspect resulting from a manoeuvre (to try
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to get someone to use up his shots). Whenever this

character is the target of such a manoeuvre, he may
defend at +2.

<> One Shot Left [Guns]
That last bullet has a kind of magic to it. A character
with this Stunt may declare that he is on his last shot,
and may make any single Guns attack at +3. This is
the character’s last shot — its use means that there’s
no more ammo, no holdout guns or the like. The only
way the character is going to be able to use his Guns
Skill in the scene is if he takes an action acquiring a
new weapon or ammunition, which may not always
be possible. Even the Fast Reload Stunt cannot be
used to remedy this situation; you really are out of
ammunition.

<> Rain of Photons [Guns]
Your character is Skilled at laying down a scathing
hail of suppressive fire. When using Guns to perform
a block (see page 217), the character can ignore up to
two points of penalties imposed by the Story Teller
due to the complexity of the block.
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Draw

<> Quick Draw [Guns]
This allows a character to bring his gun or guns to his
hand so fast it’s as if by magic. The character takes no
penalty for drawing a gun as a supplemental action;
if someone is actively blocking such an action (see
page 217), you may treat that block as if it had a value
two steps lower.

<> Lightning Hands [Guns]
Requires Quick Draw.
The character and his gun are as one; the thought
to take aim and fire is the same as the action. With
this Stunt, the character may use his Guns Skill to
determine initiative, instead of Alertness.

<> Snap Shot [Guns]
Requires Lightning Hands.
Once per exchange, between or before other
characters’ actions, the character may spend a Fate
point to preempt the usual turn order and act next.

The action taken must involve a roll with his Guns

Skill — usually an attack. This may be done in addition
to the character’s normal action, but each time it’s
done in the same scene, the Fate point cost increases
by one.

Firepower

<> Gun-Crazy [Guns]
The character’s so thoroughly into the gunsmithing
that he’s developed a focused talent for working on
the things. Whenever working with guns specifically,
this character may use Guns instead of Engineering.

<> Custom Firearm [Guns]
Requires Gun-Crazy.
You have one special gun that you hold above all
others. This is a gadget, which automatically has
the craftsmanship improvement (see page 81), as
well as two other improvements which you may
change between sessions. In addition, the gun is so
well-made that it never needs repairs of great length
if it's damaged; reduce the time it takes you to repair it
by four steps.
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<> Two Gun Joe [Guns]
Normally, shooting with two guns just looks cool
without providing a bonus. With this Stunt, a character
firing two weapons has a decisive advantage.
Any time this character uses two guns and hits
a target for at least one stress (not including the
weapon’s damage bonus), the stress of the hit is
increased by one (meaning, essentially, that he never
hits a target for less than two stress, when he hits).
Furthermore, any defense against manoeuvres to
deprive the character of either of his guns is improved
by one. The two belong together, after all, in the
hands of a Two Gun Joe.

Intimidation
(Skill, page 122)

Control

<> Infuriate [Intimidation]
Intimidation gives you a real talent for scaring people,
but sometimes fear isn’t an option. That doesn’t mean
you can't still get up someone’s nose, so long as
you’re willing to sacrifice a bit of the control that fear
gets you.

Whenever deliberately trying to get someone angry
with you, you receive a +2 bonus. If this results in an
attack or other action against you by your target, you
may use Intimidation to complement the Skill you use
on the first exchange, no matter the circumstance -
after all, you made it happen, so you were ready for it.

<> Subtle Menace [Intimidation]

The character exudes menace far in excess of his
capability to act. Even bound and behind prison bars,
the character is so ripe with the promise of the awful
things he could do that he’s still scary. This character
may use Intimidation no matter what the power
imbalance in the situation is, and reduces his target’s
bonuses for acting from a superior position by 2 (to a
minimum of +0).

<> The Serpent’s Tongue [Intimidation]
Requires Subtle Menace.
It's hard not to talk to this character. Not because he’s
approachable, but because it seems like such a bad idea
not to. Fear makes people uncomfortable, and they
occasionally let things slip they would not otherwise.



The upshot is that the character may use Intimi-
dation in lieu of Empathy or Rapport when trying to
get information out of someone in a “softer” fashion.
If successfully used in this way, the target is definitely
rattled — so it certainly doesn’t leave the target in the
same pleasant state he might be left by one of those
other Skills. If used to get a “read” on a character,
the Aspects revealed are limited only to those which
might be expressed in the language of fear.

<> Unapproachable [Intimidation]
It's difficult to try to manipulate someone when
you're constantly reminded of how scary they are. A
character with this Stunt may use his Intimidation in
lieu of their Resolve to defend against Rapport, Deceit,
and Empathy.

Fear

<> Scary [Intimidation]
This character is just someone you don’t want to
cross, and that’s clear even to other intimidating
folks. Normally, Intimidation attempts are resisted
by Resolve; with this Stunt, the character can use his
Intimidation Skill to resist Intimidation attempts.

<> Aura of Menace [Intimidation]
Requires Scary.
Characters with an Aura of Menace are the terror of all
those who oppose them. Others are often powerless
to describe what exactly it is about the character that

is unsettling, but regardless, it has the effect of rooting

them to the spot and believing the threats the guy
makes.

Once per scene per target, the character may spend
a Fate point to intimidate a target as a free action,
no matter what the circumstances, immediately (if
between actions), or immediately after the current
action underway.

This free action takes place in addition to any other
action the character might take during the exchange.

<> Aura of Fear [Intimidation]
Requires Aura of Menace.
The character’s intimidating appearance and
attitude is potent, making him able to intimidate
entire crowds. As a full action, and only once
per scene, the character may spend a Fate point
and make an intimidation attempt against all
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opponents in the scene. The effort is made at a -2 to
the roll, but the character only rolls once, essentially
setting the defensive difficulty that everyone must
beat. If the effort at least beats the quality level of

the minions present in the scene, at least half their
number are automatically affected by the Intimidation
effort regardless of their roll. This effect on minions
may be cancelled if they have a leader with Leadership
present, who may take a second defensive action on
their behalf, using that Skill.

<> The Promise of Pain [Intimidation]
Requires Scary.
The character makes a promise (really, a threat) to
a target, and makes an attack using Intimidation.
If he scores a successful hit of one or better on the
target’s mental stress track, he may spend a Fate point
to immediately force a psychological consequence
instead. The consequence must represent an appro-
priate response (such as folding up in fear, or a broken
spirit) to the threat.

WITH THE GRAVITON | WILL ) )
DESTROY THE PLACE OF
ORIGIN OF YOUR KIND —
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Y < Steely Gaze
[Intimidation]

Requires Scary.

Your character’s unflinching gaze
can lock an opponent in place. When a
character with this Stunt looks an opponent

in the eyes and makes an Intimidation check,
it locks the two of them into a contest that will
last until either something interrupts it or one of them
flinches. Both characters are locked in a contest of
wills, and can only take Intimidation actions against
each other until one or the other either takes a
consequence, concedes, or is interrupted (by, say, a
gunshot). Any defense rolls made by either character
againstan interrupting action while this is in effect is
at -2.

<> Fearsome Gaze [Intimidation]
Requires Steely Gaze.
Your character’s gaze is so terrifying that those faced
with it can end up paralyzed with fear. This Stunt is
used in the same fashion as Steely Gaze, but if the
opponent loses to the point of taking a consequence,
he takes two consequences, one right after the other,
immediately. Even if this means he’s taken out, the
target retains the option to concede after recording
the consequence, thus keeping his right to define the
nature of his defeat (subject to the gazer’s approval).

<> Master of Fear [Intimidation]

Requires Fearsome Gaze and Aura of Fear.
Your character is a master of the terrifying, and can
have an entire room cowering within moments. When
this character uses the Aura of Fear Stunt, he does not
take the -2 penalty.

Furthermore, minions (see page 226) whose quality
level is beat by the roll fail entirely and may not even
roll to defend unless their leader discards his next
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action for the exchange to roll Leadership to defend
them. Without a capable leader, these minions simply
flee, faint, or otherwise take an immediate conse-
quence, to the last man.

Investigation
(Skill, page 123)

Contemplation

<> Scene of the Crime [Investigation]
The character has a strong visual memory, and
whenever he revisits a place where he has used
Investigation before, he may make an immediate use
of Investigation in a matter of seconds in order to
determine what changed since he was last there, as if
it were an unusually detailed Alertness check.

<> Eye for Detail [Investigation]
Requires Scene of the Crime.
Your character’s visual memory is so strong that with a
little concentration, he can revisit any place he’s been
to in his memory in exacting detail.
Sometimes, he can even pick up on details that he
hadn’t consciously realized before.

To use this ability, the character spends a Fate
point, and may make a single perception based roll
(usually Investigation, but not necessarily limited
to that) to find things out as if he were still in the
location, no matter how long ago he left the scene.

<> Uncanny Hunch [Investigation]

Requires at least one other Investigation Stunt and one
Empathy Stunt.
Sometimes your guesses play out to great advantage.
Once per scene, you may make a guess about what
the “deal” is with a particular character, object,
location, or situation.

Do not speak this guess aloud; write it down on
a piece of paper and give it to the Story Teller. The
Story Teller must accept it as a valid hunch that would
be something of a revelation if true (i.e., no “I'm
convinced that moon orbits the Earth!” — that’s too
obvious). If, at some later point, your hunch proves to
be correct, you may use your Investigation or Empathy
Skill instead of any other Skill, where that target is
concerned, for one exchange. (A savvy Story Teller will
occasionally alter her characters’ motives to match
your hunches; if she does, that’s absolutely perfect!)



Observation

<> Lip Reading [Investigation]
The character may use Investigation to eavesdrop
on conversations he can only see. If the Story Teller
would normally allow someone to attempt to read
lips, the difficulty is reduced by two; otherwise, you
may simply roll Investigation when others may not.

<> Focused Senses [Investigation]
The character is Skilled at concentrating on one of his
senses to the exclusion of all others. The sense must
be specified at the time this Stunt is taken. With a few
moments of concentration, the character may enter
a focused state. So long as he remains in that state,
for as long as the character uses nothing but Inves-
tigation, all Investigation actions the character takes
that use the specified sense gain a +2 bonus. While in
this state, if the character needs to make a non-Inves-
tigation roll, that roll is at -2 due to this intense focus.
This Stunt may be taken multiple times, each time
for a single sense. If the character has specified multiple
senses, his focus may cover all of them at once.

<> Impossible Detail [Investigation]
Requires Focused Senses.
When paying attention, the character’s senses operate
at a profound level of focus, allowing him to pick up
on details that, very simply, no one else easily or even
possibly could.

With this Stunt, the character faces no increased
difficulties due to a physical detail being too small or
subtle. As an example, this can reduce the difficulty to
detect the presence of nearly any poison to Mediocre
(as, honestly, subtlety is all it has to conceal itself).

> > > > D

The use of this Stunt may color what details a
Story Teller chooses to reveal to a character as well,
on a successful Investigation roll. Make sure to let
the Story Teller know you have this Stunt whenever
rolling Investigation.

As this involves a use of Investigation, it must still
be a deliberate exploration, rather than a casual use
better suited to Alertness.

<> Quick Eye [Investigation]
The character is able to investigate a location
much more quickly than others, while still being
very thorough.

All Investigation efforts the character makes
happen one to two time increments (page 237)
faster than usual, allowing him to make one or
two additional rolls in the same amount of time,
or simply conclude his investigation faster than he
would otherwise.

Leadership

(Skill, page 124)

Military Command
See the rules on Fleet combat on page 293 for details
of how to run fleet engagements

<> Squadron Leader [Leadership]
When commanding a squadron of fighters or larger
ships, you can add a +1 to Leadership Skill rolls

<> Fleet Commander [Leadership]

Requires Squadron Leader

When commanding a fleet you can add +1 to any
Leadership Skill rolls

GOOD GRIEF! FEELTZ
ZENDO, GANG BOSS OF THE
ALDIHR QUADRANT. THE
THIRD GALACTIC GANG
BOSS I'VE RECOGNISED.
WHY ARE THEY ALL
ASSEMBLED HERE?
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<> Admiral

Requires Fleet Commander [Leadership]

When commanding multiple fleets you can add +1 to
any Leadership Skill rolls. This Stunt requires that the
character is in a leadership position controlling several
armed forces

<> Quick Decisions Under
Fire [Leadership]

Your cool head and quick thinking gets your ship or
unit in to action fast. Add +1 to Alertness Skill rolls
when outnumbered.

<> Legendary Commander [Leadership]
Requires Admiral
You have an incredible reputation and a line of
medals to prove it. Pay a Fate point and add +3 to
a Leadership Skill roll in any naval or army combat
situation. This Stunt requires that the characteris in a
leadership position within an armed force

Followers

<> Personal Conspiracy [Leadership]
Taking this Stunt is an explicit indication that you
are a member of some manner of major conspiracy;
it’s probably worth making sure you have an Aspect
indicating as much. This Stunt functions identically
to the Network of Contacts Stunt for Contacting (see
page 152), but in a fashion that is both more and less
powerful than that Stunt.
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Whenever you call upon a functionary or thrall

of your conspiracy, creating a companion on the fly,
the companion is created with only one advance. If,
instead, you're looking to call upon one of the movers
and shakers in the conspiracy — not a peer, per se, but
at least someone who'’s significantly more capable
than a functionary — you may create the companion
with one additional advance, instead. This companion
receives the Independent advance for free.

Doing so, however, means that your conspiracy
now has one or two needs you must fulfill — you
immediately gain a temporary Aspect related to these
needs, determined by the Story Teller, and may not
refuse compels of this temporary Aspect whenever
it comes up. Occasionally this temporary Aspect may
instead reflect a hidden agenda on the part of your
momentary companion, rather than an explicit “need”.

<> Lieutenant [Leadership]
You must take this Stunt two or three times.

You have a single, exceptional companion, well
equipped to handle leadership duties in your stead.
He is Fair quality, and has the Independent and Skilled
(Leadership) advances for free (see page 228).

This Stunt must be taken multiple times, either two
or three, in order to build an exceptionally capable
companion. Taken twice, this Stunt lets you define
4 advances beyond the two free base advances.

Taken three times, the Stunt allows you to define 2
additional advances and, in addition, promote your
lieutenant to Good quality. If you've already promoted
your lieutenant to Good quality, you may take a
different advance.



<> Minions [Leadership]
You have minions — lots of them. As a default, in a
scene, you may have the bare minimum of minions
easily on hand — two or three of Average quality
(page 226).

You may make three upgrades to improve your
minions, spent at the point you bring them into the
scene. Each upgrade either adds three more to their
number, or boosts the quality of three of them by one
step (no minion can be more than Good quality).

This Stunt may be taken multiple times to increase
the starting number of minions (taking it twice means
you start out with five or six of Average quality) and
the number of upgrades (taking it twice also means
you have six upgrades). You must spend all of your
upgrades at the start of the scene when you bring
in your minions, but you needn’t bring them all in
right away.

<> Reinforcements [Leadership]
Requires Minions.
During a fight, you may spend a Fate point to call in
reinforcements. The reinforcements show up at the
beginning of the next exchange. You may replace up
to half your lost minions by doing so.

Law

<> Legal Eagle [Leadership]
You are very-well acquainted with the law in any
place you've spent a significant amount of time, and
are Skilled at exploiting loopholes in it. You gain a +2
whenever using Leadership to deal with the law under
such circumstances. Further, you are able to get legal
paperwork processed one time increment (page 237)
faster than normal.

<> World Court [Leadership]
Requires Legal Eagle.
Your exposure to international law is so extensive
that you’re at ease in any situation involving legal
wrangling, wherever you are. You never suffer any
increased difficulty from a lack of familiarity with
the laws of your locale; your experience is so broad
that you either know it already, or can make highly
educated guesses about how it functions.
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Organizations

<> Funding [Leadership]
You head an organization that is profitable. Pay a Fate
point and your organization may temporarily increase
a Resources Skill up to the value of your Leadership,
regardless of whether or not you’re present. When
you personally make use of these resources it may
take some time to filter through the power structure
to reach you; the Story Teller may increase the time it
takes to acquire something by one step.

<> Born Leader [Leadership]
You're a natural leader of people and in an organi-
sation of any size you can add +1 to an organisation
Skill check. This Stunt provides no benefit unless the
character is in leadership role in an organisation.

<> Hero [Leadership]
Requires Born Leader
On the battlefield you lead your troops from the
front whether it’s on the ground or in space, giving
them a +1 bonus to your organisations relevant
Arms or Security Skill checks. This Stunt provides no
benefit unless the character is in military or security
leadership role in an organisation.

<> Master Diplomat [Leadership]
Requires Born Leader
You know the court and government inside out. You
gain a +1in any organisation diplomacy Skill checks.
This Stunt provides no benefit unless the character is
in leadership role in an organisation.

<> Emperor, President or

Tyrant [Leadership]

Requires Hero or Master Diplomat
You excel at leading the people, controlling them or
lying to them. Your presence or even your attention
causes considerable pride or fear amongst your staff,
soldiers, diplomats or intelligence services. Gain a
bonus of +1 to all organisation Skill checks or pay a
Fate point and gain a +3 if you can be present at the
centre of the action with all the risks that entails.
This Stunt provides no benefit unless the character
is in leadership role in an organisation.
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<> Instant Functionary [Leadership]
You're Skilled at seeing the shape of an organization
from the underside, and in organizations of suffi-
cient size, you can easily convince anyone that you're
just another cog in the machine. This allows you to
substitute your Leadership Skill for Deceit whenever
pretending to fill the role of a minor functionary of a
target organization.

<> Center of the Web [Leadership]
Whether or not you lead it, you are like the spider
at the center of a web regarding any organization of
which you are a part. Information about the organi-
zation flows your way naturally, taking one time
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increment less to reach
your attentive ears than it would
normally, and so long as you are able to make any

sort of contact with the outside world, you are quickly
able to find out information about your organiza-
tion’s dealings. Your Leadership shifts may be spent
to improve the speed of information by up to two
additional steps with Story Teller’s approval.

<> Ubiquity [Leadership]
Requires Center of the Web.
First, this Stunt steps up the intensity of your Center
of the Web Stunt — information flows your way a
total of two time increments faster. Second, this
Stunt removes the restriction “so long as you are able
to make any sort of contact with the outside world
.” Your ties into the organization are so thoroughly
widespread that the outside world makes every



reasonable effort to stay in contact with you. For a
Fate point, your organization can even make some
fairly unreasonable efforts to stay in contact.

Might

(Skill, page 125)
Force

<> Herculean Strength [Might]
The character is incredibly strong, capable of lifting
great weights. All weight-based difficulties that don’t
involve combat are reduced by two steps. See page 126
for more on weights.

<> Piledriver [Might]
Requires Herculean Strength.
The character is capable of landing powerful blows
with hammer-like force. At their best, these blows
can rip apart steel cages and knock down walls. A
character with Piledriver adds four to his attacks with
Might against inanimate targets.

<> Unbound [Might]

If you are physically restrained in some fashion — be it
by chains or a mob of people — you receive a +2 bonus
to your Might in your efforts to break out of those
bonds.

Combined with Piledriver (above), the character
simply cannot be held in place by most mundane
methods.

<> Unstoppable [Might]
Requires Herculean Strength and at least one other
Might Stunt.
Once in motion, this character is very difficult to stop
due to his sheer muscular force.
The character may use Might rather than Athletics for
move actions; this includes sprinting (see page 218).
Furthermore, all blocks to his movement, including
borders which can be “smashed” through, are
considered to be two lower.

Wrestling

<> Wrestler [Might]
Requires one other Might Stunt.
The character is a trained wrestler. The character may
use their Might Skill instead of Fists in combat.
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<> Body Toss [Might]
Requires Wrestler.
You know how to apply your strength in a fight to
take people off their feet. Whenever making a Throw
or a Push manoeuvre (page 225), you may consider
the target to weigh one weight factor (page 126) less
than usual.

<> Hammerlock [Might]
Requires Wrestler.
Whenever you perform a block action (see page 217)
by personally grabbing hold of someone, you do so
at +1. Any time that person tries to break through the
block and fails, you may inflict a single point of stress.

Mysteries

(Skill, page 127)

Artefacts

< Artificer [Mysteries]

The character is capable of using Mysteries to
improve artefacts (mystic gadgets or very strange
alien artefacts, essentially) in the same fashion
that Engineering does, albeit on radically different
principles (see Gadgetry page 80). “Devices”
worked on in this fashion will be clearly arcane or
alien in appearance and will work on principles
that may make no sense to logical men. You may
include some advances that are not available to
“normal” Engineering.

This sort of work requires an arcane or alien
workshop in the same way that engineering requires a
regular workshop (page 132).

<> Personal Artefact [Mysteries]
An artefact is a magical or alien item or device that
does... something. As far as game rules go, it is
identical in function to a gadget (see the Stunt by
that name under Engineering, page 161), though you
may have some broader leeway to describe what it
can do, given that it’s based on magic or ancient alien
technology. Certain unusual upgrades may be incorpo-
rated into the design as well.

This Stunt may be taken multiple times, but
multiple Artefacts may not be combined the way
Personal Gadgets can be (as described in the Stunt on
page 161).
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<> Rare Artefact [Mysteries]
You may introduce an artefact that you design on-the-
fly, in a fashion similar to the Universal Gadget Stunt
(see page 161).

Because this is an artefact, however, a few differ-
ences exist. The artefact gets three improvements,
same as a Personal Artefact, instead of only two
improvements, the way a Universal Gadget does.
Furthermore, this Stunt may be taken multiple times
and, unlike a Personal Artefact, may combine those
improvements into a single, more potent artefact.

There is, however, a downside...

All Rare Artefacts inevitably have origins shrouded
in darkness and mystery. In order to introduce such
an artefact into play, the character must take on a
temporary Aspect which vaguely, colorfully references
the secret (and unknown) past of the artefact. The
Story Teller may then incorporate its dark past into
the storyline, hitting the character with compels as
appropriate. For example The Demon Sword’s owner
is destined to rule the world, but is also cursed to
kill its owner. This might place an Aspect of ‘Cursed
to die by the Demon Sword’ on the character which
could be compelled.

Hypnosis

<> Mesmerist [Mysteries]

The character is adept at using his Mysteries Skill as
described under Mesmerism (page 127). When helping
another character to remember things with hypnosis,
the other character’s Skills are not limited in any way,
and in fact may be complemented by the hypnotist’s
Mysteries Skill.

Further, rolls with a willing target — even if that
target is not actively participating — are always at
+2, as if the target was actively participating (see
page 127). Finally, the time it takes to put someone
into a trance is reduced by one step, if applicable.

<> Hypnotic Speech [Mysteries]
Requires Mesmerist.
When interacting with others socially, you are able to
weave the patterns and methods of mesmerism into
your words, potentially putting someone you’re talking
to into a partial trance — even without them realizing.

Provided you have had several minutes of calm

conversation with another character as a preamble,
you may start using your Mysteries Skill instead of
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Rapport or Deceit. You may not make such a substi-
tution if the conversation becomes strongly charged
with emotion or if other distractions surface to break
the air of calm. This Stunt works even when dealing
with an unwilling subject (in part because it simply
allows you to substitute Mysteries for the perfectly
normal functions of Rapport and Deceit).

<> Mind’s Shadow [Mysteries]
Requires Mesmerist.
Whenever you have someone in a full trance, you may
plant false memories, or remove existing memories.
The partial trance resulting from the Hypnotic Speech
Stunt does not count — this must be a full trance,
which is usually only possible with a willing target.
Unwilling trances resulting from the Enthrall Stunt do,
however, count.

To use this ability, for each memory to be planted
or removed, roll your Mysteries Skill. The result
indicates the difficulty for someone to recognize the
memories as missing or false, as well as the difficulty
— for the subject or another mesmerist — to penetrate
the shadow you have lain over their mind.

<> Enthrall [Mysteries]
Requires Mind’s Shadow and Hypnotic Speech.
You are able to place even unwilling subjects into a
hypnotic trance by using Mysteries as an out-and-out
attack.

This works best with a restrained subject, but so
long as a target can hear the sound of your voice,
you have a chance to begin your workings upon
him. Targets who are not restrained or forced to be
a captive audience defend with their Resolve at +2,
though a full defense action does not help them
further.

You may approach this mental assault in one
of two ways — either as a manoeuvre, placing a
temporary Aspect that will only last the scene, or as
an attack that inflicts composure stress.

Manoeuvres will be short-lived, but may be easier
and more useful for immediate effects. If you're
looking to lay on something more profound, you must
attack for stress instead.

If you inflict enough stress to indicate a conse-
quence, concession, or taken out result, the results
must “play along” with the goals of your hypnotic
attack. Such results still can’t force a character to do
something completely contrary to his nature, but there
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should still be a lot of latitude in terms of what sorts of
compulsions you can place in the mind of your victim.

It's easy to use this Stunt improperly... and if you
do, people are in the right to label you as a villain.

Secrets

<> Fortuneteller [Mysteries]
The character is unusually adept at predicting the
shape of future events. With this Stunt, he may make
two predictions per session, instead of the usual one.

<> Herbal Remedies [Mysteries]
You have specialized in non-traditional medicine
to such an extent that it is many ways superior to
modern medicine — even if most might scoff or not
understand.

In the wilderness, you can find medical supplies
easily, and may roll Mysteries instead of Survival
to find such things; further, you may roll Mysteries
instead of Science in order to perform first aid or
proper medical care (see page 135). Using this Stunt,
you face no penalties for using unorthodox “tools”.

<> Palm Reader [Mysteries]
Using palm reading or other techniques of personal
examination (such as phrenology and aura consul-
tation), you may make a single Mysteries roll as if you
were using Empathy. This usually only takes a few
minutes, so if you can get someone to be willing to be
read, it can sometimes yield information faster than a
standard Empathy read would.

At the player’s option, this may be combined with

a second Mysteries roll to make a fortune-telling
prediction, either before or after the palm-reading
roll, so long as the player’s not past his per-session
limit. Such predictions must focus on the character
being read.

<> Secrets of the Arcane /
Aliens [Mysteries]

The character is respected authority in a specific occult
or alien field. Possibilities include ancient mythology,
alien legends, psychic phenomena, cryptozoology, and
so on. In the elite circles of that particular field, the
character is recognized for his expertise. Even if his
Skill level is low, it merely means he is towards the
bottom of that particular group of the elite.
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This Stunt is, essentially, the Mysteries parallel of the
Scholar Stunt, under Academics (see page 146). When
the character makes a Mysteries roll pertaining to his
general area of expertise, he automatically receives a
+1 knowledge bonus. Beyond this, the character should
pick a specific area of specialization within that area
(like extraterrestrial demonology, or xenomorphic
symbology — the more syllables the better). When a
Mysteries roll involves that specialization, he gains
an additional +1 bonus (for a total +2 to the value of
the research effort). Any research efforts involving the
specialization take one unit less time.

Spirits

<> Psychic [Mysteries]
You are open to the strange and paranormal — though
sometimes that means letting in the Unpleasant
Things from the Darkness and other such nuisances.

Normally, a character may be called upon by the
Story Teller to roll Mysteries as a kind of paranormal
Alertness Skill, to pick up on the surface strangeness
in a place or it can be used to defend against a strange
power attack instead of using Resolve. With this
Stunt, you may deliberately use your Mysteries Skill
to gain some mystic or terrible insight into the occult
“climate” of an area, as if it were Investigation — using
a similar time-frame and gaining a similar level of
(paranormal) detail.

This also means that you may use Mysteries
instead of Alertness when surprised, if the origin of
the surprise is in some way supernatural, and can
even use Mysteries as your initiative Skill when locked
in a conflict with otherworldly forces.

Used with this Stunt, Mysteries can give you access
to information that would normally be impossible to
get — though the Story Teller is under no obligation
to give you that information in any clear fashion.
Muddled riddles and vague intimations are the mode
of the day.

There is an additional catch: Using this ability
may open you up to an unpleasant psychic attack by
the presence or residue of Unnatural Creatures that
have touched the area ... but at least you've learned
something.

<> Spirit Companion [Mysteries]
You have a companion with three advances (as
described on page 227). This companion is vulnerable to



the flux of the spiritual aether, however, and must be
summoned into your presence — either pay a Fate point
to get his immediate manifestation or take roughly a
minute to roll Mysteries against a target equal to the
companion’s quality as a more gentle summoning.

This companion can never act in physical conflict,
but may be visible to others; this may limit what Skills
he can use with the Skilled advance. He automati-
cally gains the Independent advance as well. The
companion will need to take Skilled (Stealth) if he
wishes to be undetectable on occasion; otherwise,
visible or not, his presence in a location is an
immediate call for people to roll Mysteries to notice
something amiss.

If you take this Stunt a second time (the maximum)
you may provide another three advances to your
companion. If you have not yet increased the compan-
ion’s quality to at least Fair, you must spend one of
your advances to do so.

<> Voices from Beyond [Mysteries]
Requires Psychic.
Given time to prepare and perform the ritual, the
character may perform a real, functioning séance
to try to call out to spirits dead or never living. A
Mysteries roll must be made against a difficulty set by
the Story Teller, in order to cause a particular spirit to
manifest.

Summoned spirits are not under any sort of
compulsion to be cooperative, and may have their
own agendas, but once summoned, they may speak
through the character with others in attendance. At

the Story Teller’s option, especially if the summoner
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gains spin on her Mysteries roll, the spirit may even
manifest visibly.

Should the spirit be malicious in any fashion, or
wish to escape the summons, the character may use
Mysteries or Resolve as his Skill of choice when strug-
gling with the spirit.

<> Words on the Wind [Mysteries]
Requires Psychic.
There are patterns to things that are not always
obvious, even to the wise.

This character looks in the right places, and hears
the right things. Once per session, when he is not
otherwise occupied, he may request an omen from
the Story Teller, and roll Mysteries against a target
of Mediocre. The Story Teller will use the results to
guide her decision about how obscure the information
gained is. It may be as arcane as a snippet of a riddle,
or as mundane as news that a strange shipment is
coming into the docks at midnight.

Pilot

(Skill, page 129)
Flight

<> Flying Jock [Pilot]
This pilot can squeeze his plane through places
where it has no business fitting. Normally, a pilot can
spend a Fate point for a coincidence or declaration
to assure that the plane has enough clearance space
to fly through. Characters with this Stunt never need
to spend a Fate point: if it could fit, it can. What’s

[Chapter 8: Stunts]l>



&< << <

more, if your character does spend a Fate point, he
can fit the plane in places it absolutely should not be
able to. This Stunt is also useful for landing planes in
improbably tight quarters.

<> Flawless Navigation [Pilot]
The skies are an open map in the character’s mind.
Unless bizarre circumstances are afoot, he can never
get lost in flight. If something strange is happening
the difficulties to his Pilot rolls are never reduced by
more than 2.

<> Fly by Night [Pilot]
Whether in dead of night or during a storm, your
character’s piloting Skills remain true. The character

never faces increased difficulties due to environmental

factors (darkness, weather) when flying. This does
not protect his plane from taking damage from the
environment — but his Skill remains unreduced.

<> Flying Ace [Pilot]
The character is a Skilled combat pilot, and may use
his Pilot Skill to attack in a dogfight, assuming the
plane is suitably armed. Normally, a pilot uses Pilot

on his defense actions, and must use Guns in order to

attack (similar to someone on foot using Athletics for
defense and Guns for offense).

<> Death From Above [Pilot]
Requires Flying Ace.
The character’s combat flight experience makes him
a deadly force when he gets the upper hand. While
in flight, if he is able to make an attack on another
flying target from an elevated position, he does two
additional points of stress on a successful hit.

This Stunt can’t be used two exchanges in a row;

whenever making such an attack, the acrobatics take
him out of his position of advantage.

<> Walk Away From It [Pilot]
Requires at least two other Pilot Stunts.
The character has a great instinct for crash-landing
planes, and is able to walk away from even the most
catastrophic-seeming landings. While the character
is piloting a plane into its crash landing, he and his
passengers get the benefits of the Death Defiance
Stunt (see page 160), and are all considered “out of
sight” when the plane crashes.
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Planes

<> Personal Aircraft [Pilot]
You have a personal aircraft that you own or have
the exclusive right to fly. In all respects, this Stunt
functions like the Custom Ride Stunt (page 156). Refer
to that Stunt for details.

<> Prototype Aircraft [Pilot]
Requires Personal Aircraft.
Identical to the Prototype Vehicle Stunt (on page 156),
but for your plane.

<> Plane Mechanic [Pilot]
Requires at least two other Pilot Stunts.
Your character may not understand the broader
Aspects of engineering devices and such, but when
it comes to planes, he knows them inside and out.
Whenever working on a plane, you may use your
Pilot Skill instead of Engineering. Due to some shared
principles, you may work on other vehicles at a -1.

Rapport

(Skill, page 129)
Charisma

<> Best Foot Forward [Rapport]
You’re adept at making first impressions — sometimes
you might not improve the preconceived attitude
someone holds towards you, but you can at least
assure you don’t get off on the wrong foot when you
meet for the first time.

Whenever rolling to make a first impression with
an Extra, no matter how severe the failure, you cannot
cause them to have a lower or more negative opinion
of you than they already had, unless you’re making an
active effort in that direction.

In rules terms, this means that if your target ever
gains spin on an impression “defense” (see page 130),
it does not cause his attitude to degrade by one step.

<> Five Minute Friends [Rapport]
For a Fate point, you can make a steadfast friend in
a place you've never been, given a chance for five
minutes of conversation. This Stunt makes nearly
impossible opportunities to make friends merely
improbable, improbable opportunities probable, and
probable opportunities outright certain.
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<> Intergalatic [Rapport]
The character’s mastery of etiquette leaves him
comfortable, and even glib, in any situation. The
character never suffers any penalties or increased
difficulty from unfamiliarity with his setting, making
it easy to manoeuvre through local customs he hasn’t
encountered before, and to cover up any gaffes with a
laugh and a sparkle in his eye.

<> Ladies’ Man/'It’ Girl [Rapport]
You're adept at catching the eye of the opposite sex,
and keeping it once you’ve got it. Any seduction
attempts you make with Rapport receive a +2
technique bonus provided the target is someone who
could be receptive to it (this is not always a simple
case of gender and preference).

Wordplay

<> Blather [Rapport]
It’s not that you’re a good liar — possibly far from it.
It's more that you have a Skill at talking so fast, and
not letting the other guy get a word in edgewise, that
he doesn’t ever get the chance to figure out if you're
lying or not.

—
—

With this Stunt, so long as you can keep talking,
you can cover up increasingly ludicrous lies. Start your
fast-talk conversation with your target as a contest
between your Rapport and their Resolve or Rapport. If
you win, the conversation continues, and you repeat
the roll on the next exchange. If you fail, no matter
how poorly, you can spend a Fate point to continue
the conversation as if you had won.

So long as you can keep talking uninterrupted and
continue to spend Fate points to defer any failures,
your endless blathering will prevent your target from
realizing quite what you’re doing. For the duration
of the conversation, the difficulty of any perception
(usually Alertness) checks by the target are based off
your base Rapport Skill, or your last successful roll,
whichever value is higher.

The target of this effort is by no means helpless —
if they are attacked or otherwise disturbed they may
respond normally, and they will respond to obvious
stimuli (friends being attacked in their line of sight,
fire alarms going off and such). However, the target
is definitely distracted. When using this ability on
multiple opponents at once, they each get to defend,
and you take a -1 penalty for each opponent past
the first. Of course, once you stop talking, it may be
time for a quick exit.
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<> Heart on My Sleeve [Rapport]
You're a regular stand up guy with no secrets, at least
so far as anyone can tell. But even so, you're in control
of which part of your best face you're putting forward.
Whenever using the Opening Up tactic (see page 130)
to “defend” against an Empathy read, you gain a +1
on your Rapport roll. If you gain spin on your defense,
you may substitute one alternate true, non-trivial fact
about yourself instead of revealing an Aspect.

The reader must still get an insight into you if

you’re providing a fact; it’s just not necessarily one
that has the weight of an Aspect.

<> The Right Questions [Rapport]
Smaller parts of a larger truth can contain a blueprint
of the whole — and as a Skilled conversationalist, you
are adept at pulling the larger truth out of a single
individual. Provided the person you're talking to is at
least neutral towards you, you may use your Rapport
Skill instead of Contacting for any effort to gather
information (see page 109). The results are limited
and colored by the knowledge available to your
chat partner, but it’s always possible he doesn’t
know that he knows certain things, and as such,
your acquaintance effectively acts as a small “cluster”
of contacts.

<> Smooth Over [Rapport]
You're adept at stepping into a bad situation and
dialing it down to something more reasonable. So
long as you are not the direct reason someone is
upset, your attempts to calm them down using your
Rapport receive a +2 bonus.

Resolve
(Skill, page 131)

Cool

<> Smooth Recovery [Resolve]
While most characters with Resolve can keep things
together under stress, for your character it is second
nature, allowing him to regain his footing in the face
of even the direst of outcomes outside of physical
conflict. This Stunt allows the character to take one
additional moderate, social or mental consequence
than normal, allowing him to take up to four total
consequences of that variety.



<> Cool Customer [Resolve]
Requires Smooth Recovery.
The character is so at ease in times of social stress that
nothing seems to dent his calm regard of the situation.
The character may take a full action once per exchange
to roll his Resolve against a target of Mediocre.

If successful, he may remove a checkmark in

his first mental stress box (at the one-point stress
position). If he desires, after a successful roll, he may
instead spend a Fate point and remove any single
composure stress track box of a value equal to or less
than the shifts he gained on his roll.

<> Aplomb [Resolve]
Requires Smooth Recovery.
When possible, the character’s composure stress track
rolls down instead of up. Whenever the character’s
composure stress would roll up to the next empty box,
it instead rolls down to the first empty box of a lesser
value. If there are no available boxes of a lesser value,
the stress rolls up normally.

<> Unflappable [Resolve]
Requires Smooth Recovery.
The character is simply not prone to fear. While
Intimidation efforts against him might provoke other
emotions, they can rarely scare him; he gains a +2 to
his Resolve when defending against a purely fear-
based Intimidation action.

<> Right Place, Right Time [Resolve]
Requires Unflappable.
The character seems to always be in a safe spot,
without moving in any obvious way. When engaged
in physical combat, characters with this Stunt may use
Resolve as their combat Skill when defending, and
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may also use it to move or take cover (so long as they
merely saunter; no sprints allowed).

To the outside world, it appears that the character
is simply staying put and unfazed as gunfire and other
attacks miss him by scant inches, or is picking up his
undisturbed martini as the alien rushes past. Circum-
stance conspires to leave the character undisturbed so
long as his defense is not beaten.

Tenacity

<> Inner Strength [Resolve]
Whenever someone is trying to get inside your head
— be it through psychic or strange power means (for
example with some mesmerism Stunts), or through
extensive torture — you receive a +2 to your Resolve
defense even without resorting to a full defense
action. If you do go for a full defense, you may, but it
only nets you a +3 in total.

<> Steel Determination [Resolve]
It is apparent to all around you exactly how far you are
willing to go in order to get what you want. You may,
when you bluntly speak your true intentions in a social
interaction, trigger the effects of this Stunt, immedi-
ately gaining a +1 bonus which applies to all subse-
quent Intimidation or Resolve rolls, as well as any social
defense, in that scene. However, if you do this, you may
no longer use Rapport with the same audience, as you
have peeled away the facade of civility.

<> Still Standing [Resolve]
Requires Inner Strength.
This character simply does not know when to quit.
The character may take one additional moderate

consequence of any type. This allows the character to
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take a total of four consequences in any conflict and,
if combined with Feel the Burn (page 160), can allow
the character to take up to five in a physical conflict.

Similarly, it may be combined with Smooth Recovery
(page 182) to take up to five consequences in a social
or mental conflict.

<> Driven [Resolve]
Requires Still Standing.
The character draws inspiration from his setbacks,
no matter what the circumstances. A character with
this Stunt is always considered to have an inspiration
rationale to spend Fate points to invoke any of the
consequences he has taken for rerolls and bonuses; no
other justification is necessary.

<> Unyielding [Resolve]
Requires Driven.
The character’s force of will is enough to keep him
going in the direst of circumstances. Any time the
character takes health stress (any one hit), he may
spend a Fate point to instead take two 1-point hits of
composure stress.

Resources
(Skill, page 131)

Advantage

<> Grease the Wheels [Resources]
Money talks, especially in the halls of bureaucratic
power. Whenever the character is in a situation where
bribes will be accepted, he may use his Resources Skill
whenever he would otherwise use Leadership instead.

<> Money Talks [Resources]
Rather than go looking for something, one can always
just offer a reward. The character may spread some
money around and use Resources in lieu of Contacting
to attempt to find somebody or something. He doesn’t
literally need to offer a reward, but it is necessary that
he make an obvious display of wealth in some venue
or another, preferably waving a certain colour of credit
card in the face of people in the know (or people
who know people in the know). The downside of this
approach is that it tends to be highly public, at least
within some circles, and anyone interested will know
what the character is looking for.
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Comfort

<> Headquarters [Resources]
One of your character’s properties—one location that
functions as a Library, Lab, Workshop, Galactic Library,
or Alien Workshop (see page 132)—qualifies as a full-
blown private headquarters, such as a mansion or
a secret cave. The quality of this facility is equal to
your Resources Skill or Resources+1 in the case of a
specialized function.

In addition, the headquarters may include one of

the following extra elements:

Expert Staff. Your headquarters has a small staff of
competent individuals: two with Average Skill at
something (choose the Skill when defining the
staff member), and a head or lauded functionary
with a peak Skill of Fair. These are, within the
bounds of your headquarters, companions whom
you may call on to assist you. They are bound to
the location, and can’t ever leave it without losing
their companion qualities (they effectively drop to
Mediocre outside of their home environs). With
another Stunt, you may convert one of these staff
members into a Trusted Employee (see page 186).

Secondary Facility. Your base facility normally serves
one primary function — Library, Lab, Workshop,
Arcane Library, or Arcane Workshop. This extra
allows you to define a second function that
operates at a quality level equal to your Resources
minus 3.

Extensive Security. Security measures make your
headquarters difficult to compromise. All diffi-
culties for bypassing your headquarters’ security
are increased by one.

Utmost Secrecy. The location of your headquarters
is tantamount to a state secret. Few know of it,
and even those located nearby may be unaware.
The difficulty of any Investigation or Contacting
roll to find the location of your lair is equal to your
Resources.

Communications Center. Your headquarters is
the nerve center of a number of vital channels
of communication. Any communications routed
to, from, or through your base take one time
increment less to get to where they’re going, due to
the efficiencies offered.
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<> Lair [Resources]
Requires Headquarters.
The character’s headquarters has three elements
(rather than one).

<> Stately Pleasure Dome [Resources]
Requires Lair.
The character’s lair is very much a wonder of the
world. Not only does it have all of the possible
elements listed above, but one of them may be traded
out for something unique and distinctive, such as:

o A world class lab (adding another 2 to the
quality of one of the facilities and speeding the
rate of research by one increment).

e An exotic location (just outside Atlantis, on the
moon, etc .), including a means of dedicated
transport for reaching it.

e Alarger and highly competent staff (the facility
head is of Good quality, and there are two Fair
and three Average staff members).

It's even possible that this distinctive element is
something weird, like having your headquarters be
mobile (movement is slow; the rate of movement will
never compete with a full-on vehicle or plane, and
finding places to park is an absolute pain).

<> Home Away From Home [Resources]
Normally, a character may have a single Library, Lab,
Workshop, Arcane Library, or Arcane Workshop of a
quality equal to his Resources-2 (see page 132). With
this Stunt, he has a second such property in a different
location; he may specify the location during play (at
which point it becomes locked in), or in advance.

<> Trusted Employee [Resources]
Requires a Headquarters with the Expert Staff element.
Choose one member of your staff — usually the person
who qualifies as head of the facility. This person may
now accompany you as a full-on companion (see

page 227), including retaining her companion status
outside your headquarters. She automatically has the
quality level indicated by your headquarters Stunts,
and the Independent advance; you may choose three
other advances for her as well (including increasing
her quality to Good, if you haven’t done so through
the other Stunts).

Liquidity

<> Best That Money Can Buy [Resources]
You have a discerning taste and a natural instinct
for spending your money to get exactly the best and
nothing less. You are at +1 to your Resources whenever
making a purchase of something that would be
considered “the best .” While this may seem like a
discount, it’s not, really, since seeking out the best
may mandate a price mark several steps above the
baseline; still, this Stunt helps to soften the blow.

<> Long Term Investment [Resources]
You've had your money for a while now, and you've
had a chance to make several strategic investments
which you can cash in on when pressed for money.
Once per session, you may sell one of these invest-
ments to get a +2 to any one Resources roll, as if you
had spent a Fate point to invoke an Aspect.

<> Money Is No Object [Resources]
Requires two other Resources Stunts.
Once per session, when called on to roll Resources,
you may spend a Fate point and simply act as if you
had rolled +5 on the dice. You may do this after the
fact on a roll, and further may combine this with the
effect from Long Term Investment to easily achieve
a result of your Resources +6 (and, if it’s the Best
That Money Can Buy, +7) — usually good enough to
purchase almost anything.

I'M SURE THE LEO'S HAVE NO
INKLING THIS PLACE EXISTS.
FURGAAR IS MORE
RESOURCEFUL THAN EVER |
GAVE HIM CREDIT FOR.
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If you use this Stunt, your Resources

Skill will then operate at -2 for the rest
of the session; you've simply tapped into
everything at your disposal to make the
purchase.

Science
(Skill, page 133)

Computers & Hacking

<> Computer Specialist [Science]
You know computers inside out and get
a +1 when attempting to program or hack
a system.

<> Hacker [Science]

DOESN'T WORK — WE'RE DEAD!

OKAY, LAURA . . . GET PROGRAMMING! IF THIS b

Requires Computer Specialist

You're possibly famous for some of your hacking
attempts in the past. When you’ve got access to your
own computer and hacking kit you get a further +1
on hacking rolls and can reduce the time to accom-
plish a hacking task involving a lengthy period of
time by one level. Trace attempts are at a -1 difficulty
as you’ve set up your home or “work” space to be

as covert as possible when it comes to dealing with
computer systems.

<> Web Head [Science]
You know how to find anything and anyone using the
many search tools on the galactic web. You can use
Science instead of Contacting to gather information on
a target, location, organisation or object.

Medicine

<> Forensic Medicine [Science]
Your Skill with Science gives you a distinct insight
into certain kinds of investigations. \When appro-
priate, you may use your Science Skill instead of
Investigation, particularly when the subject involves
medical evidence. If the Story Teller believes that you
would normally roll Science for such an effort (such as
performing an autopsy) then the difficulty of the inves-
tigation drops by two steps (but never below Mediocre).

<> Doctor [Science]
The character has a singular ability to help the
wounded recover from their ills. Whenever rolling

Science to provide first aid or proper medical attention
(see page 135), the roll is made at +2. A character with
this Stunt may choose to have a medical degree, or

at least certification to act as a paramedic, nurse, or
other medical professional.

<> Maedic [Science]
Requires Doctor.
The character is talented at delivering medical care in
the field. Normally, someone providing first aid can
remove a checkmark for every two shifts gained on
the roll (see page 135). With this Stunt, every shift past
the first one improves the level of stress that may be
removed (so three shifts will remove a checkmark up
to the three-stress mark, rather than the two-stress
mark). If the character rolls well enough to remove a
stress mark that is higher than the subject’s physical
stress capacity (e.g., 6 or more shifts for a character
who has Mediocre Endurance), he may even remove a
minor, physical consequence.

<> Surgeon [Science]
Requires Doctor.
You're not only a doctor, you're at the forefront of
medical Science in action. Your character is a respected
authority in a specific field of surgical or therapeutic
medicine; define it at the time you take this Stunt.
Possibilities include heart or brain surgery, transplant
operations, disease pathologies, and so on; your
character has the opportunity to break new ground
ahead of the actual technological curve.
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In the elite circles of the chosen field, the character
is recognized for his expertise. Even if his Skill level is
low, it merely means he is towards the bottom of that
particular elite group.

When the character makes a Science roll to perform
surgery or other intensive medical work, he acts at

area of specialization, he gets an additional +1 and
may remove the difficulty increase of any one factor
affecting the operation (such as poor facilities, or a
lack of a particular supply, etc). This Stunt combines
with the Doctor Stunt for a large bonus — which is
only right, because practicing medicine is particu-

larly hard, and patients are not as understanding — or
. replaceable — as Bunsen burners and test tubes.
Ok = 3 . Those who use Science to heal the human body

+1. In addition, when the roll involves his specific

;“‘ m no E / ,,H‘ﬁ %}:{ LG " are facing higher difficulties than they_ might in other
Ol - _ o ?ﬁét% ’G?m‘ 0 71 fields and, in
0 : o ] :_ o<t I | game terms,
<] =22 QEEJ 5 '\ they can use
all the extra

"ON THE CONTRARY, QUESTOR — | AM GRAND 3
MASTER OF THE COMRADES OF THE NINE! AND |
> DON'T INTEND TAKING ANY CHANCES WITH

THAT ARM OF YOURS LIKE POOR BRENT DID. get. Thus, surgeons

)2 ’ . : - : start with the +2
\ 7 | DISCOVERED VANDERDECKEN AT .

shifts on those
rolls that they can

bonus from Doctor, and
THE SAME TIME AS THE STARNOVA
PRINCIPLE WHICH SENDS A STAR -
"= SUPERNOVA AND THUS DESTROYS
AN ENTIRE SYSTEM. THE
GOVERNMENT REFUSED ME
PERMISSION TO RESEARCH MY
STARNOVA PRINCIPLE ANY
FURTHER. ALL 1 NEEDED ' WAS A FEW
FRIENDS .. .EIGHT IN ALL AND
// VANDERDECKEN THE COMRADES OF
//// THE NINE WILL CONTROL THE
”3 UNIVERSE
specific scientific field. Possibilities include

\ .
. physics, chemistry, biology, and so on. In the

; elite circles of that particular field, the character
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add at least one, for a total
of +3. And better yet, they
operate with a +4 in their area
of utmost expertise.

Theory

\\%\\

<> Scientific Genius [Science]
Your character is a respected authority in a

o

is recognized for his expertise. Even if his Skill level
is low, it merely means he is towards the bottom of
his particular group of the elite.
Whenever the character makes a Science roll pertaining
to his area of expertise, he automatically receives a +1
knowledge bonus. In addition, the character should pick a
» specific area of specialization (like gravity, electricity or reptiles).
When a science roll involves that specialization, his knowledge
bonus increases to +2, and any research efforts involving the specialty
are resolved at one time increment faster.

<> Theory in Practice [Science]
Requires Scientific Genius.
Your character can start babbling about some theoretical scientific principle
that has bearing on the situation at hand (the player must play this out). Even
if it's a crackpot theory, Science is a kind of new religion for this guy, and his
committed belief in his theory can translate into real effect. Instead of using Science
to make a declaration, the character may, for a Fate point, and only once per scene,
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use his Science Skill to substitute for nearly any other
Skill, subject to the Story Teller’s approval. If the roll
generates no shifts, the scientist takes a minor conse-
quence (such as “Crestfallen” or “Crackpot”) to reflect
the weight of his failure for the rest of the scene.
Otherwise, great! It works!

<> Scientific Invention [Science]
Requires Scientific Genius.
You are able to create new devices and upgrade
existing technology as per the gadgets rules (see
page 80), using Science instead of Engineering. You
don’t, however, have any Skill at creating or repairing
completely “normal” technology — stuff that wouldn’t
involve the gadget rules at all to work on.

<> Weird Science [Science]
Requires Scientific Invention.
You may create and upgrade gadgets to use any
improvements that are marked as requiring Weird
Science. This lets you design and create items that
have capabilities that don’t yet exist in Starblazer
Adventures, among other things (see page 80).
Furthermore, you may collaborate with another
character Skilled in Engineering to enable that
character to create and change items based on Weird
Science; if you do so, your Science Skill restricts that
character’s Engineering.
Working with an engineer, a scientist with this
Stunt enables his engineer partner to include Weird
Science improvements for a single improvement

allocation on one of his personal or universal gadgets.

<> Mad Science [Science]
Requires Weird Science.
You are able to create devices that even a member
of your culture would deem impossible, unlikely, or
simply too advanced for your race’s present capabil-
ities. Unconventional construction methods, Starships
that run on brainpower, and other bizarre effects are
all possible.

Your Mad Science must have a theme (such as
“Astraade Menin’s Psi-Tech Control System’s”), which
you must define when you take this Stunt. Any Mad
Science improvements you incorporate into devices
must fit this theme (but with a little creativity, most
concepts can fit a sufficiently flexible theme).

As with the Weird Science Stunt (above), a mad
scientist may collaborate with an engineer in order to
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help that engineer build mad sciences into his gadgets
for only a single improvement allocation.

Sadly, for most engineers (but perhaps happily for
the rest of us!), mad scientists often don’t play well
with others, so finding someone with this Stunt who
is willing to collaborate is a great undertaking all by
itself (and may even be a good seed for an adventure
— Story Tellers, take note).

Sleight of Hand

(Skill, page 136)
Distractions

<> Bump and Grab [Sleight of Hand]
Your character is exceptionally Skilled at taking
advantage of distractions in order to make a quick
grab. You may spend a Fate point to make a simple
Sleight of Hand attempt to do something — pick a
pocket, palm an object — as a free action.

<> Cool Hand [Sleight of Hand]
A steady hand can be critical when things get hairy.
This character’s hands never shake and never waver.

Your character may ignore any difficulty increases
from the environment when performing any fine
manual work (even if that fine manual work doesn’t
involve the Sleight of Hand Skill, such as Burglary for
lock picking, or Science for surgical work).

Further, his steadiness minimizes other distractions
and cuts down on mistakes. Once per scene he may
eliminate one single non-environmental penalty that
affects his Sleight of Hand.

<> Sucker Punch [Sleight of Hand]
If you are initiating an attack with someone who is
not expecting it, you may use your Sleight of Hand
Skill instead of your Fists Skill on the first exchange,
provided you can directly interact with your target and
narrate a reasonable distraction as your prelude.

Showmanship

<> Juggler [Sleight of Hand]
You have a great talent for juggling; this includes
the ability to throw around and catch seemingly
dangerous objects (knives, torches) without any fear
of harm to yourself.
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FINN WAS BLASTED ACROSS THE CABIN BY AN EXPLODING NAVIGATION CONSOLE.

If called on to make a Skill roll for juggling, you
gain a +2 on your roll. You may set this +2 bonus aside
and instead use your Sleight of Hand Skill instead of
Art to make a performance that dazzles your audience.

This ability does not include the ability to catch
weapons that are thrown at you with the intent of
harm — if you want that ability as well, you’ll have to
look to the Catch Stunt under Weapons (see page 198).

You may, however, use your Sleight of Hand Skill to
complement your Weapons Skill whenever making a
thrown weapon attack.

<> Legerdemain [Sleight of Hand]

You have a knack for pulling off magic tricks and can

draw the eye effortlessly. When performing a magic

trick, you may use Sleight of Hand instead of Art to

perform and entertain, getting a +1 bonus to your roll.
If you are covering up some other sort of activity

at the same time, your effort to conceal receives a +1

as well.
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<> Stage Magic [Sleight of Hand]

Requires Legerdemain.

You can perform misdirection on a large scale, under
appropriately controlled circumstances. Provided
you are acting within an arena you control (such as
a stage, or an area you have had adequate time to
prepare), there are simply no size limitations (within
reason) for your Sleight of Hand targets.

<> Master of Illusion [Sleight of Hand]

Requires Stage Magic.

You can prepare for a large illusion in a very short
period of time, using improvised props and rigging.
This lets you bring the effects of Stage Magic into play
very quickly; the time it takes to prepare is reduced

by three steps, allowing the character to put together
something in about a minute that would normally
take half an hour of preparation.



Starship Engineering

(Skill, page 137)
In Action

<> More Power! [Starship Engineering]
The engineer knows how to give a temporary boost
of power to one shipboard system. Add one to a Skill
check of any one system but reduce another Skill level
by one for this turn.

<> Cut the Limiters!
[Starship Engineering]

Requires More Power!

There are various safeties in place to make sure the
crew doesn’t strain a Starship’s sophisticated systems.
The engineer knows how to bypass these and give an
extra boost of power to any one system at the cost of
reducing its power by one for the rest of the scene. Add
one to any ship Skill check.

<> We need it now! [Starship Engineering]
The character’s talented at getting things repaired
under time-critical circumstances. The time it takes
to get something fixed by the character is reduced by
two steps. If the situation is already operating on the
fastest possible amount of time the difficulty of the
repair effort is reduced by one. These bonuses stack
with Grease Monkey (above)!

<> Just Hit It [Starship Engineering]
Requires We need power now!
Sometimes a bunch of repairs can get short-
handed with a good swift thump. A character must
spend a Fate point to activate this ability, and roll
Engineering. He then hits a device or other contraption
that isn’t working, and it starts working immediately,
regardless of the difficulty rating to repair it under
time pressure. It will continue work for a number
of exchanges equal to the shifts gained on the
Engineering roll (vs. a target of Mediocre). Once the
time is up, the device stops working again, and any
efforts to repair it are
at a one step higher difficulty (since, after all, you hit
the thing). If the character wishes to thump again, he
may do so for another Fate point, but the difficulty
for the Engineering roll increases by one on each
subsequent attempt.

> > > > D>

In Drydock

<> Space Monkey [Starship Engineering]
Requires one other Starship Engineering Stunt.
If it has an engine and flies in the air or space, you
“get” it, intuitively and completely. Whenever dealing
with a Engineering roll involving a air or space vehicle
— repairing, designing, upgrading, etcetera — your
difficulties are reduced by one, and additionally, the
time to get the work done is reduced by one step on
the time table (see page 237).

<> Recycle [Starship Engineering]
Requires Space Monkey
If the engineer has access to the wreckage of another
Starship they can salvage parts to help with repairs.
This Stunt reduces the difficulty of repairs by one as
long as the engineer has time to spend on salvaging
parts from the wreckage.

<> Jury Rig [Starship Engineering]
Requires Just Hit It
The engineer can pay a Fate point to put together
a few spare parts, re-program the system and work
magic to get one vital system (player’s choice) working
long enough to make it to a safe landing or docking
point even when it should require a repair facility.

Starship Gunnery

(Skill, page 138)
Marksmanship

<> She’s in my sights [Starship Gunnery]
Taking slow and careful aim can be done as a
manoeuvre, placing an Aspect on your target (such
as “Gotcha!”). Whenever performing an aiming
manoeuvre against a target, you may roll your
Starship Gunnery at +1 to place the Aspect.

<> Pinpoint Targeting [Starship Gunnery]
Requires She’s in my sights
The gunner is expert at targeting specific ship systems.
The gunner pays a Fate point and chooses a target
system (such as FTL drive or Life Support). If a conse-
quence is incurred as a result of this attack it must
affect the system chosen by the gunner.
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<> Volley Fire [Starship

Gunnery]

Required Barrage Fire!

GOOD SHOOTING!

You can co-ordinate fire from
the various ship weapons to
act as a point defense where
the ship does not have the
system. It requires two or
more ship weapon Skills and
they may not be used to target
anything else this turn. It

can also be used to enhance

existing Point Defense and
allows the ship to add the
Skills levels of all weapons of
one type (projectile or beam)
to the point defence attack.

<> Expert Reloading

<> Critical Hit [Starship Gunnery]
Requires Pinpoint Targeting
The gunner pays a Fate point and can place a tag on
a known weakness of a target. This must have been
established prior to the engagement. On a subsequent
turn if the gunner or another friendly successfully
target’s that weakness using Pinpoint Targeting the
attack will automatically inflict a consequence. Estab-
lishing the weakness of an enemy should be a difficult
task using Advanced Sensor Suite, Academic Research
or even a whole adventure in its own right.

Space Combat

<> Snap Shot [Starship Gunnery]
Your character is quick at getting a shot off and may
spend a Fate point to get your shot in first before all
other ships.

<> Barrage Fire! [Starship Gunnery]
Your character is Skilled at laying down a scathing
hail of suppressive fire with the ships weapons. When
using Gunnery to perform a block (see page 217), the
character can ignore up to two points of penalties
imposed by the Story Teller due to the complexity of
the block.
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[Starship Gunnery]

Normally, reloading your weapons is considered a part
of the normal ebb and flow of combat and is usually
handled automatically by the ships weapon systems.
It doesn’t become an issue until something happens
to make it relevant. A lack of ammunition can show
up one of two ways. First, “out of ammunition” can
often show up as a minor consequence. The ship is
still considered to have taken a minor consequence
for purposes of determining whether the next conse-
quence is major — the minor consequence simply
won’t be there.

Second, “out of ammunition” can show up as a
temporary Aspect resulting from a manoeuvre such as
Auto-Fire. With this Stunt, the character may spend
a Fate point in order to remove this consequence or
Aspect immediately, at the end of any exchange.

Starship Pilot

(Skill, page 139)
Clever Tricks

<> Escape Artist
Can get you out from another’s attack — but places you
outside of the combat area and you can’t attack in the
next turn.



<> Threading The Needle [Starship Pilot]
This pilot can squeeze his ship through places where
it has no business fitting. Normally, a pilot can spend
a Fate point for a coincidence or declaration to assure
that the plane has enough clearance space to fly
through. Characters with this Stunt never need to
spend a Fate point: if it could fit, it can. What’s more, if
your character does spend a Fate point, he can fit the
ship in places it absolutely should not be able to. This
Stunt is also useful for landing ships in improbably
tight quarters.

<> Fighter Jock [Starship Pilot]
The character is a Skilled combat pilot, and may use
his Starship Pilot Skill to attack in a dogfight instead
of Starship Gunnery. Only applicable to pilots in
starfighters, shuttles or light freighters (if armed).

<> Fighter Ace [Starship Pilot]
Requires Fighter Jock.
The character’s combat flight experience makes him a
deadly force when he gets the upper hand. While in
flight, if he is able to make an attack on another flying
target from an elevated or rear position, he does two
additional points of stress on a successful hit. Only
applicable to pilots in starfighters, shuttles or light
freighters (if armed).

This Stunt can’t be used two exchanges in a row;

whenever making such an attack, the acrobatics take
him out of his position of advantage.

Getting Home

<> Hold It Together

Spend a Fate point and this pilot can limp a ship with
a serious consequence back to a nearby port.

> > > > D>

<> Expert Navigator [Starship Pilot]
The space lanes and hazzards are an open map in the
character’s mind. Unless bizarre circumstances are
afoot, he can never get lost and can plot a jump in a
hurry if required. If something strange is happening
then his Starship Pilot Skill rolls are never reduced by
more than 2.

<> Crash Test Pilot [Starship Pilot]
Requires at least two other Pilot Stunts.
The character has a great instinct for crash-landing
Starships, and is able to walk away from even the
most catastrophic-seeming landings. While the
character is piloting a ship into its crash landing, he
and his passengers get the benefits of the Death
Defiance Stunt (see page 160), and are all considered
“out of sight” when the plane crashes.

Ships

<> Personal Ship [Starship Pilot]
Requires at least three other Starship Pilot Stunts
You have a small personal ship such as a starfighter,
light freighter or shuttle that you own or have
the exclusive right to fly. In all respects, this Stunt
functions like the Custom Ride Stunt (page 156). Refer
to that Stunt for details.

<> Prototype Ship [Starship Pilot]
Requires Personal Ship.
Identical to the Prototype Vehicle Stunt (on page 156),
but for your ship.

<> Ship Mechanic [Starship Pilot]
Requires at least two other Starship Pilot Stunts.
Your character may not understand the broader
Aspects of Starship Engineering but when it comes

WEIRD ISN'TiT? 1 ALMOST . . .
KAYN! THE COMPUTER! £

IT’S PICKED UP ANOTHER ENERGY
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to ships, he knows them inside and out. Whenever
working on a ship, you may use your Pilot Skill instead
of Starship Engineering.

Starship Systems

(Skill, page 140)
Duties

<> Science Officer [Starship Systems]
The character has specialised in Electronic Warfare
Suites and Advanced Sensors and can temporarily boost
the Skill level and range (sensors only) of either system
by one level, once per scene but only for one turn.

<> Maedical Officer [Starship Systems]
The character can use their Starship Systems Skill
in place of the Science Skill for the purpose of
performing medical tasks.

Technologies

<> Shields [Starship Systems]
The character has specialised in managing energy
shields on Starships and can temporarily boost the
power of the system by one, once per scene, but only
for one turn.

<> Tractor Beam [Starship Systems]
The character has specialised in Tractor Beams and
Grappling systems and can temporarily boost the Skill
level of the system by one, once per scene, but only
for one turn.

<> Communications [Starship Systems]
The character has specialised in Communications
systems and can temporarily boost the Skill level and
range of the system by one level, once per scene, but
only for one turn.

<> Sensors [Starship Systems]
The character has specialised in Sensor systems and
can temporarily boost the Skill level and range of
the system by one level, once per scene but only
for one turn.

<> Mining/Salvage [Starship Systems]
The character has specialised in Mining and Salvage
systems and can temporarily boost the Skill level of
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either system by one level, once per scene but only for
one turn.

<> Teleport [Starship Systems]
The character has specialised in Teleport systems and
can temporarily boost the Skill level of the system by
one level, once per scene but only for one turn.

<> Flight Deck [Starship Systems]
The character has specialised in Flight Deck operations
and can temporarily boost the Skill level of the system
by one level, once per scene but only for one turn.
This could cover launching more fighters, recovering
them quicker, assisting with repairs.

<> Divert Power [Starship Systems]
Requires one other Starship Systems Stunt
The character can reduce one ship system Skill by one
(not including weapons or drives) to raise another ship
system Skill by one for this turn.

Stealth

(Skill, page 141)
Hide

<> In Plain Sight [Stealth]
Your character suffers no environment-based difficulty
increases when using Stealth. This means that even
when he’s out in the open and wouldn’t normally be
able to justify using Stealth, he may. This also means
that, once hidden, even people actively searching for
him (page 142) do not get a +2 to their Alertness or
Investigation rolls.

This ability only functions so long as your character
does not move, and does not do anything other than
hide. The moment he does something else, he breaks
cover and is immediately visible.

<> Master of Shadows [Stealth]

Requires In Plain Sight.
Your character is one with the shadows, and lives
in every darkened corner, unheard and unseen. You
gain the full benefit of In Plain Sight, but may also
move one zone per exchange without automatically
breaking stealth, allowing you to remain hidden while
moving, even when you shouldn’t be able to hide in
the first place.

If your character is in an environment that could
give a bonus to stealth (like one with a Dark or



Smokey Aspect) or even one that would normally
justify the use of Stealth to hide, you may pay a Fate
point to make a full sprint action without automati-
cally breaking stealth.

The upshot of this Stunt is as follows: Whenever
the character moves while hidden, discovery penalties
(see page 141) may still apply, but are cut in half.
Outside of conflict, this leaves observers at +1 for a
cautious creep, +2 for walking pace, +3 for a jog (short
sprint) and +4 for an out-andout run (long sprint);
inside conflict, observers only get a +1 to detect the
character for every zone moved in an exchange.

If used in combination with Like the Wind (see
page 196), these discovery bonuses are eliminated
entirely.

<> Shadowed Strike [Stealth]
Requires Master of Shadows (above) and Vanish
(below).
The character strikes from out of the darkness, leaving
his foes bewildered and in pain. When hidden, the
character can launch an attack while remaining
hidden, using his Stealth for any defense rolls for the
duration of that exchange.

... IT WILL TAKE OVER THIS
SHIP—UNLESS WE FIND IT.
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<> Deadly Shadows [Stealth]
Requires Shadowed Strike.
When using the Shadowed Strike method the
character may use his Stealth to make attacks as well,
rather than using his Weapons Skill or the like.

Retreat

<> Quick Exit [Stealth]
A momentary distraction is all you need to vanish
from the scene. Provided you are not in the midst of
a conflict, you may roll a quick contest between your
Stealth and the highest Alertness in the room. If you
succeed, the next time someone turns to look at or
talk to you, you’re not there.

<> Vanish [Stealth]
Requires Quick Exit.
This Stunt functions the same as Quick Exit (above),
but the character may vanish even if he is in a conflict,
as a full action. This requires some dramatic flourish
(smoke bombs or bright flashes are classics) or the
invocation of an appropriate environmental Aspect
(like The Darkness of the New Moon).
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Skulk

<> Hush [Stealth]
Your talent with stealth may be extended to others
who are with you close by, provided that you travel
as a group. As long as the whole group stays with
you and follows your hushed orders, you may make
a single Stealth roll for the whole group, using your
Skill alone. If someone breaks from the group, they
immediately lose this benefit, and may risk revealing
the rest of you if they don’t manage to pull off a little
Stealth of their own.

You cannot apply the benefits of other Stunts
(besides Hush) to this roll, though you may bring in
your own Aspects (and possibly tag the Aspects of
those you are concealing) in order to improve the

result. The maximum number of additional people in

the group is equal to the numeric value of the charac-
ter’s Stealth score (so someone with Fair Stealth and
this Stunt would be able to use his Skill for himself
and two others).

< Lightfoot [Stealth]

It’s difficult to track you when you take care to walk
lightly. Traps and such that depend on pressure or
some other weight-based trigger are two steps easier
for you to circumvent, and any attempts (such as
with Investigation or Survival) to trace the physical
evidence of your steps face a difficulty two higher
than you rolled.

<> Like the Wind [Stealth]

Requires Lightfoot.
Whenever your character moves under cover of
Stealth — the skulking trapping for

GLAVE WENT TO ABRAXAS, THE THIRD P
PRIMITIVE EARTH. W -

_ o
THIS ARMONOCEROUS IS THE ONLY

' FORM OF TRANSPORT AS SURFACE
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the Skill (see page 142) — the bonus to
discovery efforts is cut in half. This means
that out of conflict, observers are only at
+1for a slow creep, +2 for walking pace,
+3 for jogging, and +4 for a full-out run;
in a conflict, observers are only at +1 per
zone moved. If you combine this Stunt
with the Master of Shadows Stunt (see
page 194), then your movement, however
swift, never offers a bonus to discovery
efforts, ever.

Survival
(Skill, page 142)

Beasts

<> Creature Companion

[Survival]

Your character has cultivated a close
companion from the animal kingdom.
This companion is designed using the
companion rules (see page 227), with a
few changes and limitations.

Creature companions are designed
using four advances and can come from

any world. This companion operates only
with a “physical” scope, and must spend
at least two of its advances on “Skilled”
or “Quality”. Any “Skilled” advances
must be taken from a short list: Athletics,



Fists, Might, Stealth, and Survival. You may take only
one Skill outside of that list, within reason, as based
on the animal type. A raccoon might have Sleight of
Hand, representing its ability to perform fine manipu-
lation; a lion might have Intimidation (this is unsubtle,
and not considered a violation of the physical scope).
If the animal is of an appropriate size, this creature
may be ridden as a mount, at +1 to Survival.

If the companion is a mount, such as a horse, or
a more exotic alien beast that has been persuaded
to allow you to ride it, you may use that mount’s
Athletics Skill instead of Survival in order to ride it.
Athletics would also be used to pour on the speed
when the rider is too busy to “steer” the animal
himself.

<> Creature Friend [Survival]
Pick a particular type of animal (cats, alien walking
plants, floating gas creatures or the like). Your
character is capable of communicating with creatures
of that type, and moreover, they are likely to be
favorably inclined towards him, granting a +2 when
interacting with the specified animal type. This
doesn’t connote a special level of intelligence on
the part of the animal, so the communication may
be relatively simple. When relevant, the character
uses Animal Handling in lieu of any social Skill when
dealing with these animals.

<> Call of the Wild [Survival]
Requires Creature Friend.
Calling out in a “native” voice, your character is able
to summon nearby friendly creatures. A number of
creatures up to the amount of shifts generated by
Survival roll (against Mediocre) will heed the call (x10
if the creatures are small, like rats or cats, x100 for
vermin like roaches). Only creatures affected by the
Creature Friend (above), or King of the Beasts (below)
Stunts may respond.

<> King of the Beasts [Survival]
Requires Creature Friend.
This Stunt functions as Creature Friend does, but the
character may speak to an entire broad category of
animals, rather than just one type.

For purposes of this ability there are three main
categories — creatures from or from near the sea (fish,
whales, seabirds), creatures from the land (dogs,
primates, cats, birds) and vermin (bugs, rats and other
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small scuttling things).

There is loose overlap between these categories
— pigeons are in all three — and the Story Teller is
encouraged to be generous in her interpretation.

Orientation

<> Due North [Survival]
Your character’s natural talent for navigation is such
that he rarely gets lost. He always knows which
direction north is, flawlessly, even underground,
without a compass or stars to guide him. He gets
a +2 knowledge bonus whenever trying to find his
way out of a place (using Survival), and faces no
familiarity penalties to his efforts to navigate even in
unknown locations.

<> Tracker [Survival]
Your character is Skilled at tracking, and can infer a
great deal of information from a trail. When studying
tracks, the character may roll Survival.

Each shift from this roll spent thereafter gives the
character one piece of information about the person
or creature being tracked (such as weight, how they
were moving, and so on). Normally, Survival can’t be
used to track something, leaving such attempts at a
Mediocre default.

Riding

<> Hands Free [Survival]
You can do all sorts of things from the back of your
horse (or other mount). Riding your animal never
causes a supplemental action penalty when you’re
doing something else from the saddle, whether you’re
rolling Survival as the primary Skill or using it to
supplement another Skill.

<> Hell Bent [Survival]
You know how to get the best speed out of your
mount. Any sprint action you take using Survival
while mounted is done at +2.

If you're using your mount’s Athletics Skill instead
(as with an Animal Companion mount, above), the +2
is applied to the mount’s Athletics roll.

You must be an active participant in driving your
mount forward in order to receive this bonus, in such
a case. The benefit doesn’t apply if you're, say, in the
saddle, but unconscious.
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<> Ride Anything [Survival]
If it can be ridden like a riding beast, you can ride it.
You suffer no penalties or increased difficulty for a
lack of familiarity, no matter how strange the mount,
be it dinosaur, mechanical spider-robot, or Alien bird
of prey.

<> Breaking it In [Survival]
You're Skilled at breaking in new mounts. Normally,
breaking in a mount is a conflict between rider and
steed. The rider is making social attacks (using Survival
vs. Resolve) on the animal while the animal is making
Athletics or Might vs. Survival physical attacks on
the rider. When one party is finally taken out, takes a
consequence, or concedes, either the animal is broken
or the rider is thrown. Whatever the net result, the
animal’s composure track clears immediately.

Your character receives a +2 on all efforts to break
in a new mount. If successful, he gets a +1 to all
Survival rolls on a creature he has broken for the
duration of that session.

Weapons
(Skill, page 143)

Proficiency

<> Flawless Parry [Weapons]
When the character takes a full defense action using
Weapons, he gains a +3 bonus rather than the usual +2.

<> Riposte [Weapons]
Requires Flawless Parry.
Whenever you are physically attacked by an opponent
at melee distance (the same zone as you), and you
successfully defend yourself (using Weapons) well
enough to gain spin, you may use that spin to inflict
a single point of physical stress on your attacker,
immediately, as a free action.

<> Turnabout [Weapons]
Requires Riposte.
You have a singular ability to turn an opponent’s
action into an advantage for yourself.

Under the same conditions as Riposte, you may use
your spin and spend a Fate point to treat your defense
roll as a free-action attack, dealing physical stress
equal to the shifts you got on your defense roll (since
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you got spin, you'll be inflicting at least three stress).
You may only do this once per opponent in a scene.

<> Zero G Combat
You are trained in using weapons in zero gravity situa-
tions. Trying to use a weapon in zero G without this
training results in a -1 to the Weapons Skill. You also
have a +1 to manoeuvre rolls in defence.

Thrown

<> Catch [Weapons]
When defending against a thrown object, if you
are successful enough to generate spin on your
defense, you may declare that you are catching the
item that was thrown at you, provided you have a
free hand and it's something you could, practically
speaking, catch (so no catching, say, refrigerators,
unless you have something truly crazy going on in
the Might department).

<> Ricochet [Weapons]
You can throw a weapon such that it bounces off one
or more surfaces, allowing it to come at an opponent
from an unexpected direction. By bouncing your
weapon off a surface before hitting, you make the
shot more difficult, but also more likely to hit from
an unexpected angle. Describe the shot and take a -1
penalty to the attack; if is the attack is successful, the
stress of the hit is increased by 2.

In addition, you may use this Stunt to get a thrown
weapon to hit a target that is around a corner,
provided you can work out some way to see him (such
as with a mirror).

<> Good Arm [Weapons]
The character has an amazing throwing arm, and can
throw weapons with great force, allowing them still
to be effective at a much longer range than usual. The
character may make an attack using a thrown weapon
up to two zones away instead of the usual one; if he
does so, the attack is made at a -1.

Weaponry
<> Anything Goes [Weapons]

Your character suffers no complications for an
awkward or improvised weapon — virtually anything



can be a lethal weapon in his hands, as long as he can
comfortably and casually lift it.

The key here is that the weapon must be impro-
vised — a chair, a priceless urn, a beer bottle. There’s
also a catch: most improvised weaponry doesn'’t often
survive more than a few uses.

However, your character should never need to
spend a Fate point in order to declare that an impro-
vised weapon is close at hand, unless his surroundings
have been deliberately prepared against this (such as
a prison cell). When using the Weapons Skill to throw
objects at a target, this Stunt means he often has an
easy supply of ammunition at hand.

<> Close at Hand [Weapons]

Close at Hand allows your character to bring his
weapon to hand faster than the eye can track. He
never takes a supplemental action penalty when
drawing his weapon if he has it nearby or on his
person. If someone is actively blocking such an action
(see page 217), you may treat that block as if it had a
value two steps lower.

Combined with Anything Goes (above), this
character is effectively always effortlessly armed if he’s
in an even moderately cluttered environment.

<> Weapon of Destiny
[Weapons]

You may only take this Stunt if you
have an Aspect that refers to the
weapon by name.

You have a signature weapon, which
has a name that is well-known
among certain circles, and a long and
storied history surrounding its past
owners. The weapon has a tendency
to be always near at hand, even
when circumstances have conspired
against it. If you’d normally have

to spend a Fate point to have this
weapon nearby, you can have it
nearby without having to spend a
Fate point. If you wouldn’t normally
be able to get it near to you for a
Fate point, then this Stunt lets you
spend a Fate point even in the face
of that impossibility. Once the Fate
point is spent, the Story Teller is
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not required to furnish your weapon immediately,
but must work to bend circumstances to make it
available in reasonably short order. Thus, you cannot
be deprived of the weapon for long unless you volun-
tarily give it up or pass it on to another.

Beyond the above capabilities, this weapon is an
artefact (see page 83) that includes the craftsmanship
improvement, giving you a +1 whenever you are using
it. In addition, you may select one other improvement,
including those only available to artefacts, such as
Blessed, Arcane, Conscious, and others.

<> Weapons of the Galaxy [Weapons]

Requires any three Weapon stunts

Every kind of proper (not improvised) hand-held
melee weapon in the known galaxy has been in your
hands at one point or another. Your experience is
extensive and profound; you never face a familiarity
penalty regardless of how strange the weapon you're
using is. Further, if you tell a quick (two or three
sentence) story about how you came to use such a
weapon in times past, you may get a +1 bonus for a
scene, once per “new” weapon, per session, at no cost.
This story may either be out loud or as an internal
monologue shared with the other players at the table.

Ail
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Fate Points

Every player begins the first session of the game with
a number of Fate points (FP) equal to ten, minus the
number of Stunts they have. Fate points give players
the ability to take a little bit of control over the game,
either by giving their character bonuses when they
feel they need them, or by taking over a small part of
the story. Fate points are best represented by some
non-edible token, such as glass beads or poker chips.
(Previous experiments with peanuts have left players
strapped for points!)

Characters may, at any point, spend a Fate point to
gain a bonus, invoke an Aspect, tag an Aspect, make a
declaration, or fuel a Stunt.

Gain a Bonus
A Fate point can be spent to add 1to any roll of the
dice, or improve any effort (such as an attack or
defense) by 1. In practice, this is the least potent way
to use a Fate point — you're usually much better off
using one of the other applications, below. (Most
players stop using this rule once they get comfortable
using Aspects; you can, too.)

Invoke an Aspect
Aspects (see page 85) are those things that really
describe a character and his place in the story. When
you have an Aspect that’s applicable to a situation,
it can be invoked to grant a bonus. After you have
rolled the dice, you may pick one of your Aspects and
describe how it applies to this situation. If the Story
Teller agrees that it's appropriate, you may spend a
Fate point and do one of the following:
1. Reroll the dice, using the new result, or
2. Add two to the final die roll (after any rerolls
have been done).
You may do this multiple times for a single situation
as long as you have multiple Aspects that are appli-
cable. You cannot use the same Aspect more than
once on the same Skill use, though you may use the
same Aspect on several different rolls throughout a
scene, at the cost of one fate point per use.

Tag an Aspect
Scenes, other characters, locations, and other things
of dramatic importance can have Aspects. Sometimes
they’re obvious, and sometimes they’re less so. Players
can spend a fate point to invoke an Aspect which is
not on their own character sheet, if they know what

> > > > D>

the Aspect is. This is referred to as tagging an Aspect,
and is covered in greater detail in the Aspects chapter,
on page 8s.

As a rule of thumb, tagging someone or something
else’s Aspects requires a little more justification than
invoking one of your own Aspects. For scene Aspects,
it should be some way to really bring in the visual
or theme that the Aspect suggests. For Aspects on
opponents, the player needs to know about the Aspect
in the first place, and then play to it.

Power a Stunt
Some Stunts have particularly potent effects, and
require spending a Fate point when used. If a Stunt
requires a fate point to be spent, it will be made clear
in the description. See the section on Stunts (page 145)
for more.

Make a Minor Declaration
You may simply lay down a Fate point and declare
something. If the Story Teller accepts it, it will be true.
This gives the player the ability to direct small things
in a story — usually something only the Story Teller
can do.

Declarations can’t be used to drastically change the
plot or win a scene. Declaring “The alien drops dead
of a heart attack” is not only likely to be rejected by
the Story Teller, but it wouldn’t even be that much
fun to begin with. What this can be very useful for is
convenient coincidences. Does your character need
a power tool (but isn't in the engineering section)?
Spend a Fate point and you find one in the equipment
locker in the room you’re in! Is there an interesting
scene happening over there that your character might
miss? Spend a Fate point to declare you arrive at a
dramatically appropriate moment!

Your Story Teller has veto power over this use,
but it has one dirty little secret. If you use it to do
something to make the game cooler for everyone, the
Story Teller will usually grant far more leeway than
she will for something boring or, worse, selfish.

As a general rule, you'll get a lot more leniency
from the Story Teller if you make a declaration that
is in keeping with one or more of your Aspects. For
example, the Story Teller will usually balk at letting
a character spend a fate point to have a weapon
after he’s been searched. However, if you can point
to your “Always Armed” Aspect, or describe how
your “Strange Alien Beauty” Aspect kept the guard’s
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attention, the Story Teller is likely to give you more
leeway. In a way, this is much like invoking an Aspect,
but without a die roll.

Refreshing Fate Points

Players usually regain Fate points between sessions
when a refresh occurs. If the Story Teller left things at
a cliffhanger, she is entitled to say that no refresh has
occurred between sessions. By the same token, if the
Story Teller feels that a substantial (i.e., dramatically
appropriate) amount of downtime and rest occurs

in play, the Story Teller may allow a refresh to occur
mid-session.

The amount of Fate points a player gets at a refresh
is called his refresh rate and it is equal to ten less the
the number of Stunts the player has. When a refresh
occurs, players bring their number of Fate points up
to their refresh rate. If they have more, their total does
not change.

Earning New Fate Points
Players earn Fate points when their Aspects create
problems for them. When this occurs, it’s said that the
Aspect compels the character. When the player ends
up in a situation where his compelled Aspect suggests
a problematic course of action, the Story Teller should
offer the player a choice: He can spend a Fate point to
ignore the Aspect, or he can act in accordance with
the Aspect and earn a Fate point. Sometimes, the
Story Teller may also simply award a Fate point to a
player without explanation, indicating that an Aspect
is going to complicate an upcoming situation. Players
can refuse that point and spend one of their own to
avoid the complication, but it's not a good idea, as
that probably means the Story Teller will use things
that aren't tied to you.

This isn’t just the Story Teller’s show; players

can trigger compels as well, either by explicitly
indicating that an Aspect may be complicating things,
or by playing to their Aspects from the get-go and
reminding the Story Teller after the fact that they
already behaved as if compelled. The Story Teller isn’t
always obligated to agree that a compel is appro-
priate, but it’s important that players participate
here. See the Aspects chapter on page 85 for a more
detailed treatment of compels.
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How to Do Things
Characters, Starships and star empires in your
games are going to do a lot. This chapter discusses
the concepts of how to do things from a character’s
point of view but they also apply to star empires,
monsters and Starships. Starships, Star Monsters and
Star Empires each have their own set of Skills and
manoeuvres. You can find out more information on

how Starships do things on page 341, star monsters on

page 265 and star empires on page 281.

For most things they do, there’s no real need for
rules. Characters can stand, walk, talk, go shopping,
and otherwise do normal things without needing to
roll dice. They can even take actions that use their
Skill, like driving to work, without worrying about the
dice. The dice only come out when there is an inter-
esting challenge with meaningful consequences.

On the simplest level, when a character rolls
the dice, if he matches or exceeds the difficulty,
he succeeds; if he doesn'’t, he fails. When the issue
is simple, then this may be all that’s necessary,
but sometimes you also need to know how well a
character did or did not do. Clearly, if a character rolls
three higher than the target, that’s better than rolling
only one higher.

The result of the roll is called the effort. Each point
that the effort beats the difficulty by is one shift. If a
roll is below the target difficulty, it’s a failure and it
generates no shifts — there are no “negative” shifts
(if you flip the perspective, the opposition could be
said to generate shifts — but this is rarely relevant). If
a roll matches the target difficulty, it is a success but
generates no shifts. If it beats it by one, it generates
one shift; if it beats it by two it generates two shifts,
and so on. The number of shifts generated by a roll is
used as a measure of many elements, and is referred
to as the effect.

Using Shifts
Shifts may be spent to affect the outcome of a roll.
Often, the Story Teller will implicitly spend shifts in
accordance with the player’s description of his charac-
ter’s actions. Sometimes, players may explicitly spend
shifts as well. Basic uses for one shift include:
¢ Reduce time required: Move the time required
by one shift along the time ladder.
¢ Increase quality of outcome: Improve the
quality of the job by one step.
¢ Increase subtlety: Make the job harder to
detect by one.
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Exactly how shifts can be applied depends on the
Skill, and is detailed in the write-ups of the individual
Skills, beginning on page 98. Later in this chapter,
we’ll also talk about how to deal with an excess of
shifts, using the concepts of overflow and spin

(page 230).

Taking Action
Dice are used in one of three types of situations:

e Simple Actions: Where the character is rolling
against a fixed difficulty.

e Contests: When two characters each roll, with
high effort winning and generating shifts.

e  Conflicts: When two or more characters act in
direct opposition to one another, but where
resolution is not as simple as a contest.

Simple Actions

Simple actions are rolled against a difficulty set by the
Story Teller. They are used to see if a character can do
something, and how well he can do it. The Story Teller
describes the situation and the player chooses a Skill
to apply to it, and rolls against a difficulty determined
by the Story Teller (by default, Average +1). If the effort
is equal to or greater than the difficulty, the character
succeeds. Some sample simple actions include:

e (limbing a wall

e Looking up an obscure fact

e Searching a crime scene for fingerprints

Contests

Contests are very much like simple actions, except
the action is in direct opposition to someone else
and easily resolved one way or another. Rather than
setting a difficulty, each party rolls the appropriate
Skill, and the outcome is resolved as if the high roll
had beaten a difficulty equal to the low roll. A tie
means both succeed, but whether that means the
outcome is a tie or if it calls for another roll depends
on the situation. Some sample contests include:

e Trying to grab a dropped weapon first

e Arace on foot

e Ashouting match

Conflicts
Conflicts are what happen when two or more
characters are in opposition in a fashion that cannot
be quickly and cleanly resolved. A conflict is broken
down into a number of exchanges where each party
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makes an effort to try to achieve their
goal, taking turns to act. Opponents who stand in
their way may be called upon to roll a response.
They will accumulate success in the form of stress on
opponents. Eventually, opponents will accumulate
enough stress, or suffer enough consequences, to be
taken out; alternatively, opponents may preemptively
offer a concession.

Conflicts are the most involved actions, and an
entire scene may revolve around a conflict. Conflicts
include:

e Any kind of fight scene

e A political debate

e Along, tense staredown

e Trying to talk your way past a guard as he tries

to scare you off
The complexity of conflicts is such that they merit an
entire section detailing how they are handled.

Running Conflicts
Once a conflict begins, follow this regular pattern.

1. Frame the scene

2. Establish initiative

3. Begin exchange
a. Take actions
b. Resolve actions
c. Begin a new exchange
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Framing the Scene
Over the course of a conflict, the
elements in play in the scene can
play a part in how the conflict
unfolds. In framing the scene, the
Story Teller declares if there are any
Aspects on the scene, and lays them
out for the players. (The use of scene
Aspects is detailed on page 91.)

If the scene is taking place over
a broad area, the Story Teller also
describes the zones the scene will be
occurring in. Each zone is a loosely
defined area where characters may
directly interact with anyone else
within that zone (which is a nice
way to say talk to or punch them).
Who is in what zone affects things
like whether or not characters can
attack each other or if they’ll need to
throw things or use ranged weapons. At the outset,
determining which zones characters start in should
be reasonably intuitive, but if there is a question, the
Story Teller can rule on where the character starts.

When looking for a quick rule of thumb, remember
that people in the same zone can “touch” each other,
people one zone apart can throw things at each other,
and people two (and sometimes three) zones apart
can shoot each other. Any one given scene should not
involve more than a handful of zones. Considering
that guns easily operate over three zones, sometimes
a few more, a comfortable number would be around
three to five zones — but don’t feel like you're forced to
cram in more zones than the area readily supports.

Establish Groups
Opposing individuals may all be detailed characters
like the player’s characters, but often minions, mooks,
or other faceless supporters will supplement the
opposing force.

These supporters are collectively called “minons”
and are handled slightly differently than other
characters (page 226). Minions divide themselves into
a number of groups equal to the number of opposing
characters.

If a side is composed of a mix of characters and
minions, characters may “attach” themselves to a
group of minions, directing it and taking advantage of
its assistance.



Dealing with large groups is a potentially complex
exercise for the Story Teller. We have several recom-

mendations and strategies for making this a lot easier,

later in this chapter (page 226).

Establish Initiative

The order of characters’ actions is determined at the
beginning of the conflict, with characters acting from
highest to lowest Alertness Skill (for physical conflicts)
or Empathy (for social conflicts). This is referred to as
the order of initiative (i.e., “who takes the initiative to
go when”).

Ties in initiative are resolved in favor of characters
with a higher Resolve. Any remaining ties are in favor
of the player closest to the Story Teller’s right.

When a character is attached to a group of minions,

use the character’s initiative. Otherwise the group of
minions has initiative as indicated by the quality of
the group (as determined in “Minions”, page 226).

Once that order is established, that is the order
in which actions are taken for the duration of the
exchange.

When the last person has gone, the exchange
ends, and a new exchange begins with the first
character acting again, and everyone else acting in
the same order.
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An Alternative to Skills
For some play-groups the idea of using
particular Skills to determine initiative may
seem “unbalancing”, or at least unpleasant, in
that it tends to force certain Skills to promi-
nence in many a Skill pyramid. Also, some
Story Teller’s don't like having to keep track of a
detailed order of actions. If your group doesn’t
like Skill-based initiative, use this alternative
method instead:

e At the beginning of each exchange,
the option to go first moves one player
clockwise around the table.

e Initiative for that exchange proceeds
clockwise (and includes the Story Teller
and the Extras or named charactes they
are controlling).

e Thus, the person who went first on the
prior exchange goes last on the next
one, and the others get their turn one
step sooner.

This simple method makes sure that everyone
gets a chance to go first over the course of a
game, and doesn’t require the players to make
any sorts of special initiative-based decisions in

their Skill selections.
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Taking Action
When a player takes action, he describes what his
character is doing and, if necessary, rolls an appro-
priate Skill. Each action is resolved as either a simple
action (if there is no opposition), or as a contest, with

the details depending upon the specifics of the action.

Most actions in a fight will be either attacks or
manoeuvres.

Attacks
An attack is an attempt to force the attacker’s agenda
on a target, by attempting to injure them, by bullying
them, or by some other means. An attack is rolled as
a contest, with the attacking character (the attacker)
attempting to beat the defending character (the
defender) in a roll of Skills.

Not all attacks are necessarily violent. An attempt
to persuade or distract someone is also a sort of
attack. When determining whether or not the attack
rules apply, simply look for two characters in conflict,
an agenda (or “want”) pushed by the acting character,
and the target or obstacle to that agenda, the
defending (or “responding”) character. The Skills used
to attack and defend depend on the nature of the
attacker’s agenda. Here are some examples.
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The attacker And the defender
wants to... So he uses... can use...
Wound or kill  Fists, Guns, Fists, Athletics,

Weapons Weapons
Deceive Deceit Resolve, Empathy
Scare Intimidation Resolve
Charm Rapport Resolve, Deceit
Force Might Might

movement

If the attacker wins the roll, his shifts may be spent
to inflict stress on the defender (see “Resolving
Attacks”, page 219). If the defender wins, the attack
fails; if the defender wins significantly, he may even
earn spin (see “Spin”, page 230), which he can use to
his advantage.

Manoeuvres
A manoeuvre is an attempt to change the situation in
some way, affecting the environment or other people,
but without damaging or forcing the target (if force
is used or damage is dealt, it would be an attack).
When a character tries to jump to grab a rope, throw



dust in an enemy’s eyes, draw eyes upon himself in a
ballroom, or take a debate down a tangential path —
that’s a manoeuvre.

A manoeuvre is either a simple action or a contest,
with the difficulty or opposition determined by the
nature of the manoeuvre. A manoeuvre that doesn’t
target an opponent is resolved as a simple action.
Most simple manoeuvres like this result in a character
rolling against a Story Teller-set difficulty and doing
something with the resulting shifts. A manoeuvre can
also target an opponent, and, if successful, place a
temporary Aspect on him. Either kind can also be used
to place a temporary Aspect upon a scene. See the
“Resolving Manoeuvres” section later in this chapter
(page 223) for details.

Special Actions

Free Actions

Some kinds of actions are “free” — they don’t count as
the character’s action during an exchange, regardless
of whether or not a roll of the dice is involved. Rolling
for defense against an attack is a free action. So are
minor actions like casting a quick glance at a doorway,
flipping a switch right next to the character, or
shouting a short warning.

There is no limit on the number of free actions
a character may take during an exchange; the Story
Teller simply has to agree that each action is free,
and should feel free to impose limits if it seems like
someone is taking excessive advantage of this rule.

Full Defense
A character can opt to do nothing but protect himself
for an exchange. By foregoing his normal action,
he gains a +2 on all reactions and defenses for that
exchange. Characters who are defending may declare
it at the beginning of the exchange rather than
waiting for their turn to come around. Similarly, if
they have not acted in the exchange at the time when
they are first attacked, they may declare a full defense
at that point, again foregoing their normal action for
the exchange.

Hold Your Action
A character can opt not to act when his turn comes
around. When a character takes a hold action, he
has the option of taking his turn any time later in
the exchange. He must explicitly take his turn after
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someone else has finished their turn and before the
next person begins. He cannot wait until someone
declares what they're trying to do, then interrupt
them by taking his turn.

Block Actions
When the character’s action is preventative — trying
to keep something from happening, rather than
taking direct action to make something happen — he
is performing a block action. He declares what he’s
trying to prevent and what Skill he’s using to do it.

Players may declare a block against any sort of
action or actions and may theoretically use any Skill,
but unless the block is simple and clear, the Story
Teller may assess penalties based upon how hard
it would be, or how much of a stretch it would be.
Players should never be able to “cover all bases” with
a single block.

A blocking character can declare that he is
protecting another character. He makes this decla-
ration on his turn, and rolls the Skill he’s using to
block; the result is the block strength.

When, later that exchange, any enemy tries to
attack the protected character, the protected character
gets the benefit of both the blocker’s defense as well
as his own, whichever is better. The attacker rolls his
attack as normal. The defender rolls his defense as
normal. If that defense roll is higher than the block
strength, he uses the defense result; otherwise he
uses the block strength. The attacker then generates
shifts as normal.

For other types of blocks, the blocking character
declares the block on his turn, and rolls the Skill he’s
using to block, subject to any penalties imposed by
the Story Teller. The result is the block strength. Later
that exchange, every time another character tries to
perform the blocked action, he enters into a contest
with the blocker. The character trying to get past the
block rolls the Skill he’s using for the action (not a Skill
specifically appropriate to the block), and compares it
to the block strength. If the attacker gets at least one
shift, he successfully overcomes the block.

Trying to get past a block always takes an action,
though the Story Teller may grant similar latitude
in deciding what Skill is being used to get past it.
Even if the action is normally “free”, getting past the
block takes additional effort, and thus the Story Teller
can declare that it takes up the player’s action for
the exchange.
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A variety of Skills may be appropriate to getting
past a block. Getting past a block may occasionally
require rolling a Skill modified by another, secondary
Skill, as demonstrated in this next example.

Supplemental Actions

Sometimes a character needs to do something more
complicated than just taking a single, basic action.
Sometimes the complication is simple, like drawing a
weapon and attacking; sometimes it's more complex,
like composing a sonnet while fencing.

When the character performs a simple action while
doing something else, like drawing a weapon and
attacking, or firing off a signal flare while intimidating
the snapping wolves at the edge of the firelight, it is a
supplemental action, and simply imposes a -1 on the
character’s primary action roll (effectively spending
one shift of effect in advance). When in doubt about
which is the primary action and which is the supple-
mental one, the supplemental action is the one which
would normally require no die roll.

Sometimes the Story Teller may decide a supple-
mental action is particularly complicated or difficult,
and may increase the penalty appropriately.

Movement
Movement is one of the most common supplemental
actions. When it is reasonably easy to move from
one zone to the next, characters may move one zone
as a supplemental action (see “Framing the Scene”,
above, for an explanation of zones). If they wish to
move further than that, they must perform a primary
(not supplemental) sprint action, which entails
rolling Athletics and allowing the character to move a
number of zones equal to the shifts generated.
Sometimes, it is more difficult to move from one
zone to the next, such as when there is some sort of
barrier (like a fence or some debris) or there is some
other difficulty (like getting from a rooftop to the
street below and vice versa). This movement compli-
cation is called a border. The numeric value of that
border increases the penalty for a move action and
subtracts shifts from a sprint action.

Combining Skills
Sometimes the character needs to perform a task
that really requires using two or more Skills at once.
You never know when a character is going to need
to throw a knife (Weapons) while balancing on a
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spinning log (Athletics) or when he’s going to need
to explain germ theory (Science) to one of the Dead
Gods (Resolve).

In those situations, the Story Tellers calls for a roll
based on the main Skill being used (the primary thrust
of the action), but modified by a second Skill. If the
second Skill is of greater value than the first, it grants
a +1 bonus to the roll; if the second Skill is of a lesser
value, it applies a -1 penalty to the roll.

When the second Skill can only help the first,
which is to say it can only provide a bonus, it comple-
ments the Skill. A complementing Skill never applies
a -1, even if it's lower than the primary Skill. This
usually happens when the character has the option of
using the secondary Skill, but doesn’t have to bring it
to bear.

If the secondary Skill comes into play only to hold
the primary Skill back, it restricts the Skill, meaning
it can only provide a penalty or nothing at all. A
restricting Skill never applies a +1, even if it's higher
than the primary Skill. Often Skills like Endurance or
Resolve are restrictive Skills — as you get more tired,
you won't get better, but if you're resolute, you may
not get worse.

In very rare circumstances, a primary Skill may
be affected by more than one secondary Skill — say,

a situation where a character needs to climb a wall
(Athletics as primary), but is tired (Endurance restricts),
but the wall’s part of a building the character has
been studying in order to burglarize (Burglary comple-
ments). In such cases, no matter the number of

Skills in play, the most the combination can produce
is one +1 and one -1. This is actually very quick to
reason out. First, look at all of the Skills that modify
or complement; if any of them are higher than the
primary Skill, a +1 is applied. Next, look at all of the
Skills that modify or restrict; if any of them are lower
than the primary Skill, a -1 is applied. This may mean
that multiple Skills all affecting a roll will result in no
modification at all — both a +1 and a -1!

It's important to note that combining Skills can
never be done to perform two full actions at once — if
that’s the goal, it should take two exchanges. When
Skills are used in combination, one Skill is almost
always going to serve a passive role, as the thing the
character needs to be able to do in order to be able to
perform the other Skill. If a character is trying to throw
a knife while balancing on a spinning log, Weapons
is the main Skill rolled, but Athletics restricts the roll,
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because without it, the character falls off the log,
and his throw is moot. Similarly, if the character is
gibbering before an ancient horror, his knowledge is
simply not going to help him.

The difference between an action that combines
Skills, and a supplemental action, is not always
obvious. In general, if both components of the action
are something you’d expect to roll for if they were
done separately, then it's time to combine Skills. If the
lesser part of the action is something that normally
doesn’t require a roll, just handle it as a supplemental
action. Sometimes, an action will be both supple-
mental and modified — maybe the character is moving
a little (supplemental), but is using his Athletics Skill
to get an edge (modifying the primary roll):

Long Conflicts
When a character is in a position to control the pacing
of a conflict (which generally requires the conflict be
one on one, or ritualized in some way), he may stretch
it out and try to wear down his opponent. When this
happens, actions in a conflict start using the charac-
ter’s Endurance Skill to restrict (see this page) the Skill
used on any of his actions. Similarly, actions may be
restricted by Alertness if the conflict starts having
too many distractions, or restricted by Resolve if the
conflict has become mentally fatiguing.

Resolving Attacks
A successful attack inflicts an amount of stress on
its target equal to the number of shifts on the attack
(the difference between the attacker’s effort, and
the defender’s effort) plus any weapon stress bonus.
Stress represents non-specific difficulties a character
can encounter in a conflict.

In a fight, it’s bruising, minor cuts, fatigue, and
the like. In a social conflict, it’s getting flustered,
embarrassed or loosing control of situation. In a
mental conflict, stress might mean losing focus or
running in circles.

Stress can usually be shaken off once a character
has some time to gather himself, between scenes.

The type of stress that a character takes in a conflict
should be appropriate to the type of conflict. Every
character has two stress tracks. The first is the Health
stress track, used for physical stress, such as wounds
and fatigue. The second is the Composure stress track,
representing the ability to “keep it together” in the
face of social and mental injuries.
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A character can only take so much stress before
being unable to go on, represented by a stress track
filling up. Each stress track defaults to 5 boxes, but the
tracks can be increased by certain Skills: Endurance
can increase the Health stress track, and Resolve can
increase the Composure stress track. See the Skill
descriptions of Endurance and Resolve on page 116
and page 131 for more details.

When stress is determined, the character should
mark off that many boxes on the appropriate stress
track. For instance, if the character takes a three-point
physical hit, he should mark off the three boxes on the
Health stress track.

When you exceed your stress boxes, you're taken
out. Period. The only way to avoid this is to take
consequences, to reduce the amount of stress you
take from a particular blow (see below for more).

At the end of a scene, unless the Story Teller
says otherwise, a character’s stress tracks clear out;
minor scrapes and bruises, trivial gaffes and embar-
rassments, and momentary fears pass away. The
deeper issues resulting from attacks in the form of
consequences (below) may last beyond the end of
the scene.

Consequences
Stress is a transitory thing, but sometimes conflicts
will have lasting consequences — injuries, embarrass-
ments, phobias and the like. These are collectively
called consequences, and they are a special kind of
Aspect. We'll talk more about what this means shortly.
Consequences reduce the amount of stress you
take from a particular blow but in turn can be tagged
like Aspects and can have lasting effects. Each
character gets one minor, one major, one severe,
and one extreme consequence that they may take.
Whenever the character is hit for stress, he or she
may use up one or more of these consequence “slots”
to reduce the hit, describing each consequence as a
particular kind of wound or setback that’s not easy
just to shake off.

r

A Minor consequence reduces the hit by 2 stress
A Major consequence reduces the hit by 4 stress
A Severe consequence reduces the hit by 6 stress

An Extreme consequence reduces the hit by 8 stress
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The exact nature of the consequence should
depend upon the conflict — an injury might be appro-
priate for a physical struggle, an emotional state might
be apt for a social one. Whatever the consequence,
it is written down under the stress track. Unlike the
temporary Aspects resulting from manoeuvres, conse-
quences tend to hang around for a while and take
time to fade. (To understand exactly what this means,
see “Removing Consequences”, page 223.)

s

For example...
Brandon Carter just took a hit from an alien
marine storming his ship. He’s got 2 stress
boxes of his 5 marked off already and a Minor
consequence, a graze from an explosion last
round. The alien’s attack caused a total of 3
stress to Brandon which would force a Taken
Out result on him unless he takes a conse-
quence. As he already has a Minor consqeuence
Brandon decides to take a Major consequence,

a nasty blaster burn. Even though a Major
consequence can absorb up to 4 stress it will
only absorb the 3 stress from the alien’s attack.

Normally, the person taking the consequence gets
to describe what it is, so long as it's compatible with
the nature of the attack that inflicted the harm. The
Story Teller acts as an arbitrator on the appropri-
ateness of a consequence, so there may be some back
and forth conversation before a consequence is settled
on. The Story Teller is the final authority on whether a
player’s suggested consequence is reasonable for the
circumstances and severity.

Characters may only carry three consequences at
a time (barring certain Stunts which allow more). If
the character already has three of his consequence
slots filled in, regardless of severity, then the only
remaining option is to be taken out. We’'ll talk about
that next.

But here’s the thing about consequences being a
special kind of Aspect: As long as the consequences
are on the character’s sheet, they may be compelled
or tagged (or invoked!) like any other Aspect. This
also means that opponents may start tagging
those Aspects pretty easily, since it’s no secret that
the consequence Aspects are now on the charac-
ter’s sheet! Not to mention, as per the free Tag
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rule (page 92), the first Tag on each consequence

is free in the scene where the consequence TRAVEN REMOVED' A GLOVE AND MERELY "
is inflicted. ABSORBED THE ENERGY. =
A
Taken Qut

If a character takes a hit which takes him past an
extreme consequence, that character is taken out.
The character has decisively lost the conflict, and
unlike the other levels of consequence, his Fate

is in the hands of his opponent, who may decide
how the character loses. The outcome must remain

within the realm of reason — very few people

truly die from shame, so having someone die as a
result of a duel of wits is unlikely, but having them
embarrass themselves and flee in disgrace is not
unreasonable.

The option to determine how a character loses
is a very powerful ability, but there are a few limits
on it.

First, the effect is limited to the character who
has been taken out. The victor may declare that
the loser has made an ass of himself in front of the
admiral, but he cannot decide how the admiral will
respond (or even if the admiral was particularly
bothered).

Second, the manner of the taken out result
must be limited to the scope of the conflict. After
the victor wins a debate with someone, he cannot
decide that the loser concedes his point and the
loser gives him all the money in his pockets —
money was never part of the conflict, so it’s not an
appropriate part of the resolution.

Third, the effect must be reasonable for the
target. People do not (normally) explode when
killed, so that cannot be a part of taking someone ; . A :
out. Similarly, a diplomat at the negotiating [} ' ' Ry
table is not going to give the victor the ‘keys’ to 2 N/ 1// ~Y ;
the empire — that’s probably beyond the scope \ V&b . § =z o
of his authority, and even if it's not, it’s unlikely A § ¥ { N 3
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ANTI-ENERGY! MY WHOLE BODY IS LIKE
THIS. ONLY THIS CONTAINMENT SUIT*
BINDS MY ESSENCE AND MAKES ME
VISIBLE. | HAVE WAITED A LONG TIME,
GATHERING MY STRENGTH AND MY HATE.

NOW I'LL HUNT YOU AS YOU ONCE
HUNTED ME! YOU CANNOT KILL ME WITH
RS CONVENTIONAL WEAPONS. R

something he would give these away under any

circumstances. What he will do is make a deal that
is very much in the victor’s favor and possibly even
thank him for it.

Lastly, players are not always comfortable with

being on the receiving end of this and may, if they
wish, spend all the Fate points they have left
(minimum one) and demand a different outcome,
and the Story Teller (or winning character) should
then make every effort to allow them to lose in a
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fashion more to their liking. That said, if this is a real the terms of his concession.

concern, the loser may want to concede somewhere Many conflicts end with a concession when one
before things reach this point (see “Concessions”, party or the other simply does not want to risk taking
below). moderate or severe consequences as a result of the

conflict, or when neither party wants to risk a taken
Concessions out result that might come at too high a price.
Any time a character takes a consequence, he also

has the option of offering a concession. A concession é

is essentially equivalent to surrendering, and is the Optional Rule: Grit

best way to end a fight before someone is taken Some Extras or Named Characters may be listed

out (short of moving away and ending the conflict). as having a certain amount of grit, usually rated

The character inflicting the damage can always opt at 1 or 2. This represents how committed the

to not take the concession, but doing so is a clear character is to the conflict at hand, and is the

indication that the fight will be a bloody one (literally number of consequences the character will take

or metaphorically). If the Story Teller declares that the before offering a concession. It is fairly rare for

concession was a reasonable offer, then the character a character to be willing to go to the mat over

who offered it gains one Fate point, and the character trivial matters, so grit is somewhat contextual.

who refused it loses one. If the matter ends up being of direct importance
The concession is an offer of the terms under to the Extra, his grit might be considered to be

which the character is taken out. If the concession higher, but if the matter is trivial, his grit might

is accepted, the conceding character is immediately be considered to be lower.

taken out, but rather than letting the victor determine

the manner of his defeat, he is defeated according to

IT WAS EITHER SURRENDER OR
'DEATH FOR THE PETRULANS.
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Removing Consequences

Consequences will fade with time — characters heal,
rumors die down, and distance brings perspective.
How long this takes depends upon the severity of the
consequence, which in turn depends upon how it was
received.

Minor consequences are removed any time the
character has the opportunity to sit down and take
a breather for a few minutes. These consequences
will last until the end of the current scene, and will
usually be removed after that. The only exception is
if there is no break between scenes — if the character
doesn’t get a chance to take five, the consequence
will remain in place.

Major consequences require the character get a
little more time and distance. Depending on the type
of Major consequence they remain in place until the
character has had the opportunity to take anything
from a few hours of “downtime” up to a few days.
This may mean getting treatment for some blaster
burns, sleeping in a comfortable bed, spending time
with a charming member of the opposite sex, or
sitting on a beach to ‘forget about it all’ or anything
else so long as it’s appropriate to the consequence. An
afternoon of hiking might be a great way to get past a
Heartbreak consequence, but it's not a great choice for
a Bad Ankle.

Severe consequences require substantial
downtime, measured in a week to a few weeks.
Generally this means that such a consequence will
linger for the duration of a session, but could be
cleared up before the next adventure begins or at least
reduced one level.

Extreme consequences generally put characters in
accident and emergency, in jail, in the nearest rehab,
perhaps on their deathbed or fried within a micron
of their life. It’s likely that the character will be left
with lasting effects in the form of an Aspect (such as
‘Half man, half android’ or ‘branded a traitor’). These
could require sophisticated medical treatment usually
only found in major cities, or on board large capital
ships, perhaps requiring a stasis pod to put what'’s
left of you in until they can be re-constituted, cloned,
re-built (as in the Planet Tamer, see page 523) or
trained counsellors on hand 24/7 to stop you going
over the edge. Healing or recovery will take a few
months. Needless to say the experience should have
a profound effect on the character and result in the
change of some of their Skills and Aspects.
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If the character is in back-to-back sessions where
no in-game time passes between them, such as in a
multi-part adventure, he gets a break — any conse-
quences he begins the session with are treated as one
level lower for how quickly they’re removed.

Some Skills (such as Science, page 133) and Stunts
(such as Bounce Back, page 160) can also reduce
recovery time, as described in their write-ups.

r

Assisted Healing
Ships’ Med Bays (page 320) or similar planet
or spacestation based medical facilities can

be used by those with a Science Skill and the
Medical Attention Stunt (page 135) to provide
bonuses to healing or speed the process up.

Resolving Manoeuvres
There are three types of manoeuvres — uncontested
manoeuvres (without an opponent), scene-altering
manoeuvres, and manoeuvres that target another
character.

If the manoeuvre is uncontested — for instance,
the character is trying to grab an idol or swing from a
rope — it is a simple action, resolved just like any other
simple action. The Story Teller sets a difficulty, and the
character rolls his Skill and applies the resulting shifts
as normal.

A manoeuvre can alter the scene in some way. How
hard this is to do can range from trivial (knocking over
a candle in a hay loft to add an “On Fire!” Aspect to
the scene) to virtually impossible (flapping one’s arms
very hard to try to remove the “Foggy” Aspect from
a scene .) Whatever the result, the Story Teller can
decide whether or not the change the character makes
merits adding or removing an Aspect to the scene.

The expenditure of a Fate point can usually make a
reasonable argument for making such a change; if
the player’s willing to spend the point, his character’s
actions to remove the Aspect are invested with an
unusual potency.

If the target is another character, the manoeuvreing
character and the target make opposed rolls, using
whatever Skills the Story Teller deems appropriate.
Success is usually achieved if the manoeuvreing
character generates at least one shift. A successful
manoeuvre may add a temporary Aspect to the
targeted character; the target can either accept the
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temporary Aspect, or spend a Fate point to avoid
accepting it. An Aspect that results from a manoeuvre
is temporary and does not last very long — we’ll get to
the duration in a moment. The temporary Aspect may
then be tagged for a bonus on a subsequent roll. The
first tag usually doesn’t cost the tagging player a Fate
point, but subsequent tags usually do (see the Aspects
chapter, page 85, for more on the methods of tagging
Aspects). If a character is simply trying to increase the
difficulty of another target’s action, this is considered
a block action, and should be resolved as such; see
page 217.

Manuevers can also have other special effects,
as determined by the Story Teller. Some examples
of these kinds of manoeuvres are given later in this
chapter.

Temporary Aspects
Temporary Aspects that result from manoeuvres
are usually fragile. A fragile Aspect only exists for a
single tag, and may even be cleared away by a simple
change of circumstances. Consider someone who uses
a manoeuvre to take aim at a target, placing an “In My
Sights” Aspect on the target. Once the shot’s taken,
the aim goes away - this is clearly fragile. But it could
get lost even before the first shot, if the character who
(likely unwittingly) has the Aspect on him manages
to break line of sight or move significantly. Fragile
temporary Aspects are usually much easier to justify
and pass muster with the Story Teller.

Some Aspects that result from manoeuvres can be
sticky. (Aspects that result from assessments or decla-
rations, explained on page 98, are also usually sticky.)
Sticky Aspects don’t go away after they’re first tagged,
allowing people to spend Fate points to continue to
tag them. The Story Teller is encouraged to be much
more picky about whether or not to allow a sticky
Aspect to result from a manoeuvre.

In many cases, the Story Teller may require that
the manoeuvreing character use spin (see page 230)
in order to succeed at placing a sticky Aspect. Sticky
Aspects may be easier to place on a location or scene
than on another character, especially when they
potentially offer complications to everyone present,
on both sides — such as a manoeuvre to add an “On
Fire!” Aspect to a scene. It may be possible to remove
a sticky Aspect via a successful manuever.
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Some Example Manoeuvres

This is not a comprehensive list of all possible
manoeuvres, but the examples provided below should
cover a wide range of circumstance and provide the
tools needed to cover unexpected situations.

Blinding

Whether it’s throwing sand in someone’s eyes,
spraying someone with a harsh chemical or tossing a
can of paint in his face, the goal is the same: keep him
from being able to see. This likely involves the attacker
rolling Weapons and the defender rolling Athletics,
with the manoeuvre succeeding if the attacker gets

at least one shift. A successful manoeuvre puts

the Aspect “Blinded” on the target, which may be
compelled to add to the defense of their target, or to
cause them to change the subject or direction of an
action. It can’t force them to take an action they don’t
want to (so a blinded character can’t be compelled to
walk off a cliff if the character is not moving around).

Disarming

A successful disarm manoeuvre forces the target to
drop his weapon or otherwise renders the weapon
temporarily useless. The target must either spend an
action to become re-armed, or pick up the weapon

as a supplemental action. A supplemental action

is normally a -1 penalty to the main action, but

when a disarm manoeuvre is used, the shifts on the
manoeuvre increase the penalty. For example, if the
disarm attempt succeeds with three shifts, when the
target tries to recover his weapon, he’ll be at -4 (-1 for
the usual penalty, plus an additional -3) to his action
that exchange — essentially the disarm manoeuvre
has resulted in a block. His defensive rolls are not
directly affected by this penalty, but they are indirectly
affected; without a weapon in hand, he can't use

the Weapons Skill to defend (Athletics and Fists are
still options).

Indirect Attacks

Sometimes a character wants to do something like
push a stack of boxes down on an opponent, or scatter
marbles across the floor to trip him up. While this

can potentially be an attack, it is usually meant as an
inconvenience. If it's an attack, it’s treated like any
other attack. If it’s an inconvenience, the attacker has
two options. The first option is to make an opposed
roll (such as Might to knock over the bookcase versus



Athletics to dodge) and generate at least one shift,
allowing a temporary Aspect (such as “Pinned”)

to be placed on the target. The other option is to
create a block (such as using Might to knock over the
bookcase, with the value of the roll representing the
block strength created by the scattered books, causing
an opponent to have to roll Athletics in order to move
through the mess).

Carrying

When the character carries something heavy, the
penalty for a supplemental action is increased by the
weight factor of the target (see page 126) for each
zone he moves.

Pushing

Pushing a target requires a successful attack (usually
Fists or Might) and must generate a number of shifts
equal to the weight of the target +1 for each zone the
target will be pushed (the +1 is basically the usual

-1 for moving). While a throw or knockback moves
the target to a different zone, a push moves both

the target and the acting character into the desti-
nation. Because of this, the “cost” in shifts for pushing

HE'S BEEN KNOCKED O .
HIS SLED. NOW WE HAVE HIM. 2 !

remains flat, while the cost for body-throwing and
knockback increases over distance (see below). Any
applicable border conditions affect the roll to push.

Throw or Knockback

It's possible for a character to knock something

or someone away from himself, without moving.
Knockback covers any manoeuvre that can accomplish
this, including throws. To knock something back one
zone requires the manoeuvre have a success of 1 plus
the weight factor of the target (a normal person has a
weight factor of 2, see page 126). Each additional zone
costs as much as the previous zone did, plus one, so
that the cost increases dramatically over distance.

Marking

Every now and again a character just needs to carve
his initial on someone’s chest, as simple as that. While
it's not a damaging attack, it's a demoralizing one, and
it adds a temporary Aspect “Marked” which can be
tagged to take advantage of the opponent’s reduced
morale or appearance. The attack and defense roll

for this is whatever’s appropriate to the situation —
probably Weapons versus Athletics.
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Minions when her heroes are facing off against a group of
The term minions is used to refer to the large number twenty frothing cultists. This shorthand technique also
of “faceless” followers of more important, “named” makes it a touch easier for the heroes to eliminate
characters in a scene. The named characters are the several minions in a single action.
villains of the piece; the minions are the bodies of the Minions who act together as a group are much
faithful (or at least the hapless) that the heroes must more effective than individual minions. When there
climb over to take on the named characters. are two or three minions in a group, the group

Minions have two important statistics, quality and receives a +1 bonus to act and react. If there are four to
quantity. The Story Teller may build their villains’ six minions in a group, the bonus is +2; seven to nine
minion mobs using Stunts — see page 173— but should minions get a +3 bonus, and any single group with ten
feel free to be a little loose with the rules if looking to or more members gets +4.
size the minions appropriately to the opposition. As a rule of thumb, when a Story Teller has a large

Minions may be either Average, Fair or Good number of minions, she should split them up into
quality. This quality denotes their base effectiveness several smaller groups — preferably one group for
in one sort of conflict (physical, social or mental), as each player character they face. These groups don’t
well as their capacity for stress. Average minions can necessarily need to be equal in number; sometimes
take one box of stress, Fair can take two, and Good can it makes sense to pit the largest group of minions
take three. against the most capable opponent.

The quantity of minions is simply the number of When minions take stress damage, any overflow
minions present, but together, minions act in one of damage is applied to the next minion. This means
or more groups, each of which is treated as single a solid enough effort can take out an entire swath
characters in a conflict. This allows the Story Teller to of minions.

minimize the number of die rolls she’s making, even
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Mixed Groups
One of the main uses for minions, be they ninjas
or yes-men, is to improve the effectiveness of their
leader. Whenever a named character and a group
of minions are attacking the same target, they are
considered to be attached. This has two benefits
for the leader: he receives a bonus based on the
group size (including him), and damage is applied to
minions before it’s applied to him. It has no benefits
for the minions, who give up their ability to act
independently, but that’s more or less their job (see
the Leadership Skill for more, page 124). Leaving or
attaching to a group is a free action, and a character
may detach from a group automatically by moving
away from it.

Companions
Companions are characters who are a little more
important than minions but are not quite full-
fledged named characters in their own right. They are
attached to named characters in the same way minion
groups are, and grant a +1in appropriate conflicts due
to group size. Companions have one stress box per
level of Quality (see below) and give their character
the ability to withstand an additional consequence -
specifically, the consequence that the Companion is
taken out, kidnapped, or otherwise removed from
the conflict.

7~
Type Conflicts
Sidekick Physical
Aide Social
Assistant  Mental/Knowledge

Companions are either granted as a short-term
story element by the Story Teller, or are established
through the purchase and use of a number of Stunts
detailed below.

By default, a companion is of Average quality and
can assist in one type of conflict. The type of conflict
that the Companion can assist with determines her
type. Whilst they are attached they provide a +1 group
bonus to their leader in the Skills they know, and the
leader may substitute their Skill level in place of his
own if it’s higher. A companion requires a Fate point
to act alone.

> > > > D

A companion can have a number of advances, with
each advance making her more capable. Usually, when
a named character gains a sidekick, aide, or assistant
(through a Stunt), the companion gets a number of
advances to begin with, and the named character
can buy more advances with additional Stunts. Here
is a summary of the Stunts that allow companions
(and minions) along with details of the advances they
provide. Each time a character takes one of these
Stunts they may either create a new companion/set of
minions, or add 3 advances to the existing ones.

e Mininons — gives one free ‘strength in
numbers’ advance and 3 other advances

e Animal Companion — gives 4 advances within
the limitations of the Stunt

e Contacts — gives the ‘Independent’ advance
for free, and 3 other advances

e Gambling Buddy — gives the ‘Independent’
and ‘Skilled’ advances plus two other
advances for free, though Gambling must be
one of the companions Skills.

e  Spirit Companion — gives the ‘Summonable’
advance for free and three other advances.
Does not get the ‘Independent’ advance for
free.

e Lieutenant — gives ‘Fair Quality’,
‘Independent’ and ‘Skilled” advances for free,
plus one other advance. You need not take
it multiple times but you may if you want.
Each additional time it is taken gives three
advances.

e Network of Contacts — gives the
‘Summonable’ and ‘Variable Summons’
advances for free plus two others

e  Sucker — gives the ‘Fair Quality’, and ‘Skilled’
advances for free plus two others. One of his
Skills must be Resources.

e Trusted Employee — gives the ‘Fair Quality’
and ‘Independent’ advances for free and you
may choose 3 additional advances as well.
This companion gets 1 additional advance
because it’s actually converting the employee
gained in the previous ‘Headquarters’ Stunt
in to a full companion.

e Personal Conspiracy — gives either a minor
functionary with a ‘Summonable’ and
‘Variable Summons’ advances plus one other
advance or an officer in the conspiracy who
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gets ‘Summonable’, ‘Variable Summons’,
‘Independent’, and 2 other advances of your
choice. Be careful though, if you bother an
officer with requests, he may have objec-
tives of his own that he might expect you to
assist with. For this Stunt, the ‘Independent’
behaves in a different way. The Story Teller
selects the 2 Aspects the companion has
access to. One will usually be the player
character’s Aspect that is related to the
conspiracy, but the other can be whatever
the Story Teller thinks is appropriate, or

will lead to some mischief! For the rest

of the scene, both the character and the
companion receive this Aspect and the player
may not refuse Compels based on it for his
character or companion, unless he is willing
to offend the conspiracy. This could lead to
banishment, punishment or being marked
for death!

r

Consider an Aspect
While characters are not obliged to take their
companion as an Aspect, it is highly recom-
mended. Companions are the first people villains
choose as hostages and targets, and by choosing
to take an appropriate Aspect, the player ensures

that he’ll be rewarded for the inconvenience.

Attachment — Only one companion may ‘attach’
to a character at a time, the same as a minion might,
taking hits to its stress track or a consequence in
substitute for the character’s own. An attached
companion can'’t take actions on his own (unless
the character spends a Fate point), though the
companions Skills are available to the character while
attached.

Advances — Companions have the number of
advances indicated in the list above. An advance may
be spent on one of: Quality, Scope, Stunt, Communi-
cation, Independent, Keeping Up, Skilled, Strength In
Numbers, Summonable and Variable Summons.

Quality — Companions start with a base quality of
Average, and it’s quality may be increased by one step
for each advance spent on Quality. Quality reflects
how Skills and resilient the companion is. Companions
get one stress as a base plus one for each point of

<l[Chapter 10: How To Do Things]

Quality. Companions also get a single Skill column
(instead of a pyramid) with a number of Skills equal to
their Quality. For example a Good quality companion
has one Good, 1 Fair and 1 Average Skill and 4 stress,

a Fair quality companion has 1 Fair and 1 Average Skill
and 3 stress. Remember they can still only take one
consequence!

Advances

An advance can do one of the following:

Communication

The companion has some means of communicating
with her patron in even the strangest of circumstances
— using secret Star Patrol commicators, ancient alien
powers, etc. This isn’t a guarantee, and without an
Aspect invested in a companion, a player isn’t going to
get compensated on the occasion that the Story Teller
decides to short out the method of communication.
Still, Story Tellers should think twice before cutting off
a character from his companion, when this advance is

in play.

Independent
In order to send a companion off on a significant
mission on their own (trivial tasks like fetching a
cup of 25t century tea don’t count) a character must
spend a Fate point, unless they have taken this
advance for the companion. Whilst on this mission the
independent advance allows the companion to access
their characters Fate points and up to 2 Aspects of
their character that would also apply to him as well.

Keeping up
If the companion’s patron has a means of locomotion
or stealth that makes it hard for the companion to
keep up with him, then the companion with this
advance has a similar ability, but it is useful only for
keeping up with her patron when attached, and for no
other purpose.

Quality
Improve the quality of a companion by one step (from
Average to Fair, Fair to Good, and so on). This advance
may be taken several times up to the companion’s
maximum quality, which is one step lower than that
of her leader. (characters usually top out at Superb, so
the most one of their companions could be is Great.)
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THE UNDERWORLD SCUM WHO GATHERED ON MARS WERE NOT EASILY FRIGHTENENED.

THEY'RE DETERMINED TO FIGHT.
MAKE-FOR THE DOOR, THERISH. I'LL

Scope
Improve the scope of a companion, allowing them to
assist in an additional type of conflict (e.g., Physical
and Mental, Physical and Social, Social and Mental).
This may be taken twice, allowing the companion to
be effective in all three scopes.

Skilled

Each time this advance is taken the companion

gets an additional column of Skills. However each
new column is one rank lower than the last column.
For example a Good quality companion with the
Skilled advance would have 1 Good, 2 Fair, 2 Average
Skills. Another Skilled advance would add only 1
Average Skill.

Strength In Numbers
You have more than one ally! The first time this
advance is taken the character gains 2 additional allies
(for a total of 3) that are identical in Skills, advances
and quality. Each additional time this advance is
taken gives the character 3 more allies. However
these hordes of minions are limited to their leaders
quality minus 2 not minus 1 as is usual for a single
companion. Also minions only get a number of Stress
boxes equal to their Quality not their Quality+1

Stunt
This advance allows the companion to take a
single Stunt and may be taken a maximum of two
times. This does not allow the Companion to takes
companions or minions themselves.

Summonable
No matter where you are you can summon your ally
to you. This normally takes at least one minute but
you may spend a Fate point to accomplish itin a
single round. A summoned companion vanishes or
leaves if the summoning character is Taken Out, and
will not last more than one scene either way. They
may be summoned again in a later scene if needed
again. This advance may only be taken once.

Variable Summons (requires Summonable)
Usually the same companion is summoned each time
but this advance allows the character to allocate his
advances when the companion is first summoned.
This may only be done once per adventure unless
the summoner spends a Fate point to reallocate the
advances again. This advance may only be taken
once. This could represent A mystical ability or a vast
network of friends, allies or members of a secret
organisation keeping watch over the character.
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[ or other offensive manoeuvre. To put it simply,
Minion vs Companions: overflow is used to take supplemental actions.
Who gets them? When ﬁghting “named” (non—minion). characters,
overflow exists only as the number of shifts that
Unspoken in the above is a simple assumption, are left over after the minimum number are used to
which you may choose to make use of or ignore produce a taken out (or consequence-producing) result.
as you see fit, and it’s this: minions are for bad
guys — or at least NPCs — while companions are Sp’n
for the players. There will most certainly be In its broadest sense, spin is a special effect that
exceptions — companions are the most able to occurs whenever a character scores a significant or
show up in both — but very often it simply isn’t better success (3 shifts or more). That special effect
thematically appropriate for a player’s character may simply be color — it may mean the character looks
to run about with twenty-odd minions at his particularly cool, or is due some recognition for excel-
beck and call. A plucky sidekick, on the other lence. However, in some cases, gaining spin can result
hand, is entirely in keeping... in an actual game effect.

Specific to combat, spin is a minor, defensive form

of overflow (see above) used to represent minor

Overflow changes in the cadence of a conflict. Applied to a
When a character takes an action (an attack or a defense, when a character who successfully defends
manoeuvre) against groups of minions, he will against an attack roll by three or more, he gains spin.
occasionally succeed by far more than anticipated. Having gained spin, the character has the option
This leaves him in a situation where he has a large to apply a bonus or penalty to the next roll that
number of “wasted” shifts. These surplus shifts are occurs. Defensive spin must be used on the very
called overflow, and can be used in an immediate, next action taken by anyone in the scene (whether
follow-up action so long as it’s not as another attack it'’s a hero’s action or villain’s action). Used this way,

A MATTER OF SECONDS BEFORE THE SHIP EXPLODED, HADRON RELEASED THE MISSILES . . . ==
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spin either adds one or subtracts one from

any roll involved in that action (e.g., either

the attack roll or the defense roll).

The player who gained spin on his
defense chooses how that spin works into
the scene. Thus, the only qualifier for using
spin is that the character must explain how
he was able to help or hinder, even if it’s
just as simple as shouting some encour-
agement or providing a distraction. A player
might not always be able to justify using
spin. Spin that isn’t used on the next action
simply goes away.

Note that spin, when used, is an
effect that occurs instead of overflow. For
example, someone might succeed on a
defense by 3 shifts, generating spin. He
could use his spin to give someone else a
+1 as described above, or he could instead
treat those three shifts as overflow, using it
to dive clear of an impending explosion, or
some other supplemental action.

Spin may affect certain manoeuvres; see
“Temporary Aspects” earlier in this chapter
(page 224). And there are other applications of spin,
found throughout this book. In general, spin serves as
an easy way of making note that a character has done
particularly well on a roll. In particular, Skill and Stunt

uses might also create spin and utilize spin in special
ways; see the individual descriptions for more details.

The “+1 on the next action” effect of spin, however,
only occurs as a result of a defensive roll in a conflict.
This is because defensive rolls don’t usually get to use
shifts when they succeed ; spin allows for a particularly
good roll to be recognized, and not to go “wasted”.

Using The Environment
In the Aspects chapter, we talk about tagging scene
Aspects for bonuses. Another thing that scene Aspects
can be used for is the occasional use of one Skill in
lieu of another, in a way that Skill wouldn’t normally
be used.

To do so, invoke the Aspect (spend a Fate point)
to create a reasonable justification for the unusual
Skill’s use; the character may use the new Skill for as
long as the Story Teller considers appropriate. If the
new Skill has a dramatic impact that is potent for its
novelty, it is probably only appropriate for one roll,
but sometime the Skill may be appropriate for the
entire scene.

Weapons & Guns
In Starblazer Adventures weapons and guns add
a bonus to stress inflicted on a successful hit. See
page 219 for more details. There are two manoeuvres
available for guns and weapons and guns can have
certain special effects.

Gun Manoeuvres

Empty the clip

You set the weapon to auto fire and inflict double

the bonus this round, but take the Aspect of ‘out

of ammo’ on the projectile weapon or ‘overheated’

on the energy weapon next round. This means the
character must repair the energy weapon or find more
ammo for the gun.

Set to explode

Turn an energy weapon in to a small bomb with
Superb power, detonating on the next turn. See
page 239 for rules on explosives.

Special Effects

Certain guns and weapons may have special effects
which place Aspects and consequences on targets in
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addition to stress inflicted. If the target is not able to
remove, escape or deal with the Aspect in their next
round then the Aspect becomes a consequence of the
level detailed by the weapon effect. Cover and Shields
reduce the level of the consequence by the level of
their modifier plus any barrier rating such as a wall.

7~
Sample Weapon Effects
Ignore shields do not absorb damage
energy or consequences inflicted by this
shields weapon or gun
Ignore armour does not absorb damage
Armour or consequences inflicted by this

weapon or gun

Freeze place a ‘frozen’ Aspect on target if
the target is successfully hit and
a Minor, Major or Serious conse-
quence depending on the power
of the weapon. Shields & Armour
do help defend against the attack.

Burn place a ‘burning’ Aspect on target
if the target is successfully hit and
a Minor, Major or Serious conse-
quence depending on the power
of the weapon. Shields & Armour
do help defend against the attack.

Stun place a ‘stunned’ Aspect on target
if the target is successfully hit and
a Minor, Major or Serious conse-
quence depending on the power
of the weapon. Shields do help
defend against the attack

Explosive  Everything in the target zone is

attacked by the explosive force
(see page 242) of the weapon

Personal Defences
There are several types of personal defence, from
your typical armour which defends against knives
and bullets to sophisticated energy shields or assault
armour designed to stop nearly anything.



One golden rule to bear in mind as the Story Teller
if you create an opponent or special artifact is that
armour should never be rated higher than -3 to stress
damage so that there is always a weapon that can
inflict some damage through it. Otherwise you end up
with boring fights where attacks are barely scratching
the bad guy.. Also there should be no invulnerabilities
without weaknesses — the Death Star had its Exhaust
Port, Achilles had his heel. If you're going to give a
character, monster or bad guy an invulnerabi