
        
            [image: cover]
        


 


 


 


The Ephemeris 2013

Omnibus

Created By

J Alan Erwine

&

Joshua Kviz

With help from

Ian Brazee-Cannon

 


 


 


Learn more about the Ephemeris RPG at
http://www.nomadicdeliriumpress.com/ephemeris.htm

 


 


 


Published by Nomadic Delirium Press at
Smashwords

 


 


 


This ebook is licensed for your personal
enjoyment only. This ebook may not be re-sold or given away to
other people. If you would like to share this book with another
person, please purchase an additional copy for each person. If
you’re reading this book and did not purchase it, or it was not
purchased for your use only, then please return to Smashwords.com
and purchase your own copy. Thank you for respecting the hard work
of this author.

 


 


 


Copyright 2013 Nomadic Delirium Press

http://www.nomadicdeliriumpress.com

 


All rights reserved. No part of this book may
be reproduced or transmitted in any form or by any means,
electronic, mechanical, including photocopying, recording, or by
any informational storage and retrieval system, without the written
consent of the publisher, except by a reviewer who wishes to quote
brief passages in connection with a review written for inclusion in
a magazine, newspaper, website, broadcast, etc.

 


 


 


Nomadic Delirium Press

Aurora, Colorado

 


 


 


For my wonderful and beautiful wife Rebecca,
who makes me want to be more than I’ve ever been in life, and for
our lovely daughters, Eryn, Juliah, and Alexis…sorry girls, with me
in your lives, you will almost certainly be geeks.

-J Alan Erwine

 


For my family for showing me that aliens do
exist on Earth.

-Joshua Kviz

 


For my boys, Quinn and Hayden, may you never
grow out of your imaginations and always be there to help keep mine
alive.

-Ian Brazee-Cannon

 


 


 


​ Table of
contents

 


Introduction

Attributes

Species

Character
Classes

Skills

Goods

Spells &
Transferences

Gaming Basics

Hyperspace

Cyberspace

Creatures

Gaming Ideas

About the Creators

 


 


 


​ INTRODUCTION

 


The year is 2185. The human race has gone to
the stars, and found that they’re not alone. Local space is teeming
with civilizations, some hostile, some friendly, and some
indifferent. This is the universe of Ephemeris.

 


Ephemeris is a game of galactic trade
and galactic conquest; of inter-species conflict and cooperation.
Ephemeris is a science fiction role playing game. Here you
will be able to take on the role of your favorite alien species and
your favorite class. You will be able to trade, fight, negotiate,
conquer, whatever you’d like to do with your fellow players. You
can play the role of an Althani Trader, or maybe an Arbonix Cyber
Wizard, or maybe even a Human Nanist. You can create a party made
up entirely of one species and set out to upset the trade routes of
a rival species. Or maybe you want to create a party with a variety
of species that preys upon the trading routes of the various
civilizations. Or maybe you want to explore the ancient ruins on
long dead planets, ruins that clearly show that there were other
species roaming the spaceways in the past…but where are they now?
You can fight in great wars, negotiate grand peace treaties, and
explore sections of the galaxy that no sentient has ever explored.
Or maybe your party has joined with one of the interplanetary
corporations; corporations whose motives are never entirely clear.
These are just some of the possibilities open to you.

The universe of Ephemeris is yours to
do with as you please. What you now hold in your hands are the
basic guidelines for the games. Here you’ll find the races,
classes, abilities, skills, weapons, and ships that allow you to
create your own Ephemeris universe.

Now, step inside for the greatest science
fiction adventure you’ve ever been on…

 


THE BASICS

Welcome to the science fiction game of
Ephemeris. In this very brief section, we will give you an
overview of what’s contained in this book, and what you’ll need
(other than a vivid imagination) to play the game.

 


The Contents of this
Book

This rulebook is broken down into several
chapters, each of which will give you the information you need to
run a game or to play the various character classes in the
game.

This Omnibus version features everything
from the core rulebook as well as all of the rule supplements that
have been released before 2013. The supplements are phased into the
main rules to create one seamless book. For example, you’ll be able
to find all of the character sub-classes listed immediately after
the main class listings, so if you want to play a sub-class of the
Cyber Wizard, for example, the listing will be right there after
the actual Cyber Wizard listing.

Attributes (Chapter 1): An in-depth
look at each of the seven character attributes, including how they
affect combat, research, character interaction, and every other
aspect of the game.

Species (Chapter 2): An overview of
the six species that make up the game of Ephemeris,
including special abilities of each species and an overview of how
they might view the galaxy in your game.

Character Classes (Chapter 3): A look
at the nine classes that make up Ephemeris, including
details on what makes each class unique, including strengths and
weaknesses. This section will also feature all of the sub-classes
for each of the primary classes.

Skills (Chapter 4): This chapter
looks at the abilities a player can add to their character to make
them uniquely their own. Included, you’ll find physical skills,
sciences, and space survival skills, as well as others. This
chapter will also list special abilities that are unique to various
classes and species.

Goods (Chapter 5): In this chapter
you’ll find the items a character can attain over time. This
includes survival gear, weapons, armor, space craft, and common
goods as well.

Spells & Transferences (Chapter
6): Here you’ll find the spells for cyber-wizards and the
transferences for Nanists.

Gaming Basics (Chapter 7): This
chapter will give you an overview of how to play the game,
including combat, information about alien atmospheres, and a wide
variety of other subjects.

Hyperspace (Chapter 8): Here you’ll
find information about traveling in hyperspace; a necessary, but
dangerous part of the universe. You’ll learn about the dangers
posed to sentient brains, and the dangers of exploring something
that no one really understands.

Cyberspace (Chapter 9): This chapter
will give the players the information they need for exploring
cyberspace, including information on hacking, and information
gathering.

Creatures (Chapter 10): This chapter
gives information on some of the non-sentient, quasi-sentient, and
sentient (but non-spacefaring) creatures that a game master might
want to pepper the game with. In addition to featuring all of the
creatures from the original rulebook, this chapter also features
all of the creatures listed in the Ephemeris: Critters and
Pests supplement.

Gaming Ideas (Chapter 11): Finally,
we leave you with some very basic ideas you might want to
incorporate into your games. These include possible reasons why a
species is now traveling in space, possible adventures, and
possible rivalries.

 


What Will You Need to
Play?

The book you hold in your hand is the first
thing you’ll need, and other than that, it’s pretty simple. Each
player will need at least five six-sided dice, a pencil, a few
sheets of paper, and a vivid imagination.

The Game Master will also need the adventure
that they’ve created to challenge the players with, but most of
that goes back to that vivid imagination.

 


Do You Need to Know Astronomy to
Play?

Although it wouldn’t hurt to know the very
basics of astronomy, it isn’t absolutely necessary. If you know
what a light year is and what an astronomical unit is, then you
probably know enough. Even if you don’t know these things, if
you’ve read or seen some science fiction, you should be able to
play the game no problem. Ephemeris was designed to be fun.
It’s not a lecture on astrophysics.

 


Metrics

As you read through these rules, you will
probably notice that this game uses metrics. This is because
metrics are a much more logical measurement system, and it’s our
belief that metrics will be what is used once humanity does finally
go to the stars. Granted, the other species in this game won’t be
using the same metric system that humanity uses, but it would make
the game far too complicated if we used a different measurement
system for every species…so we decided to go with the metric
system.

 


 


 


​ CHAPTER ONE

 


ATTRIBUTES

Your characters’ attributes are his basic
abilities, such as their strength or intelligence. Almost
everything that takes place is affected by your character’s
attributes. Much of your character’s success in Ephemeris
will be determined by dice rolls, and almost every one of those
rolls will be affected by one or more of your character’s
attributes.

There are seven basic attributes for each
character. Those attributes are: Intelligence, Common Sense,
Charisma, Sanity, Strength, Agility, and Endurance. The standard
character will have ability scores that range between 2 and 12,
although these basic numbers can be adjusted by race, genetic
manipulation, cybernetic implants, and a rise in levels.

 


DETERMINING ATTRIBUTES

During character creation, each player rolls
2 six-sided dice ten times. The three lowest combined rolls are
discarded, and the player then places the other 7 rolls into the
abilities as they see fit.

Each character class has a prime attribute,
and players must be aware of that before they assign scores. In
addition, all species, except for humans, have attribute score
modifiers that must be taken into account as well, and two of the
classes have an attribute score modifier that must be
considered.

 


ATTRIBUTE MODIFIERS

Every roll in the game, whether it’s a
combat roll, a skill check, a sanity check, or some other check
will usually be modified based on the character’s attributes. On
the next page is a table that shows what those modifiers are. These
modifiers need to be noted on the character sheet by each attribute
score.
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ATTRIBUTES

INTELLIGENCE

Intelligence is a measure of how well your
character learns. In a lot of ways, this can be thought of as a
character’s book smarts. A character’s Intelligence will determine
how many skills they’re capable of knowing, and it will also modify
their chance of success on some of those skills.

A low Intelligence can lead a character to
make a bad decision because they don’t understand how the universe
really works…so a lot of thought should be put into making sure a
character has a high Intelligence score.

Intelligence also affects the number of
power points a Cyber Wizard has, and the number of nanos a Nanist
has.

Intelligence is the primary attribute for
Cyber Wizards, Nanists, and Scientists.

The Intelligence modifier is used whenever a
character uses one of the following skills: Appraise, Astrophysics,
Celestial Mapping, Computerese, Cybernetics, Engineering,
Explosives, Forensics, Forgery, Genetics, Hacking, Hyperspace
Science, Hyperspatial Mechanics, Linguistics, Nanotech, Navigation,
Net Running, Protocol, Robotics, Sciences, Supercharge Nanos, and
Track.

 


COMMON SENSE

Common Sense is the measure of how logical
your character is. Another way of thinking of Common Sense is that
it’s a character’s street smarts. Common Sense is what will usually
get your character out of trouble after intelligence fails.

A low Common Sense can lead to a character
making a bad decision because they just don’t know any better. Low
Common Sense means that the character doesn’t understand what
effect their actions can have on the universe.

Common Sense is the primary attribute for
Bandits, Law Enforcers, and Explorers.

The Common Sense modifier is used whenever a
character uses one of the following skills: Decipher, Enhance
Trade, Innuendo, Listen, Mechanics, Micro Gravity Survival, Mining,
Piloting, Religion, Search, Sense Motive, Spot, and Survival.

 


CHARISMA

Charisma is the charm and personality of a
character. In a game like Ephemeris this might be more
important than in some other games. Your character will often have
to try to charm his way out of a situation or they may need to try
and charm their way into a better trade deal.

Charisma is the modifier for reaction
checks.

Charisma is the primary attribute for
Diplomats and Traders.

The Charisma modifier is used whenever a
character uses one of the following skills: Barter, Bluff,
Diplomacy, Etiquette, Gather Information, Infiltrate,
Interrogation, Intimidate, and Negotiation.

 


SANITY

Sanity is a measure of a character’s grasp
on reality. Many things in the game can cause a character to lose
Sanity. For example: travel in hyperspace, genetic manipulation,
and cybernetic implants. When all else fails in negotiations,
trade, or just about anything else, a Sanity check can often save a
character at the last moment…or the stress on a character’s Sanity
could cause them to lose all control.

If a character misses a check that involves
Intelligence, Common Sense, or Charisma by just 1 or 2 points, they
can try a Sanity check to see if they can make the check with that
score.

The Sanity modifier is only used in the
Concentration skill check, but anyone can imagine how important
concentration is. And even though Sanity may not play much of a
role in skill checks, it is still a very important attribute, and
any player should think about setting this score high if they’re
planning on doing much travel in hyperspace, or if they want their
character to undergo a lot of cybernetic or genetic
upgrades…because all of these can damage a character’s Sanity.

If a character’s Sanity score drops to 5,
they begin to suffer from a mental illness. At that point, the game
master should have them roll a six-sided die. The table on the next
page is then consulted:

 


1 Depression

2 Paranoia

3 Anxiety

4 Schizophrenia

5 Multiple Personality Disorder

6 Dementia

 


The lower the sanity score is, the more
severe the case is. A 5 is very mild, and the character will only
manifest symptoms under severe stress. It is possible to take nanos
as a treatment for a mental illness. The cost is 10 credits per day
for every point under 6. Thus a character with a Sanity score of 3
would have to pay 30 credits a day to keep their mental illness in
check…even then, flare ups are possible. Any time a character comes
under severe stress, they must make a Sanity check using two
six-sided dice. If they fail to roll their Sanity score or lower,
they have an attack of their mental illness…meaning that severe
symptoms will suddenly manifest themselves, causing all kinds of
problems for the character.

The game master must make sure that the
player is playing a mentally ill character properly. Experience
penalties could be exacted for not playing the character well.

If a character’s Sanity score should fall to
zero, then that character is considered to be in a catatonic state,
and can no longer be used in the game.

 


STRENGTH

Strength is a character’s physical prowess.
It affects their ability to lift and carry objects, the success and
damage of a physical attack, and is a modifier for several skills.
Higher strengths also allow a character to better function under
high gravity.

For every point of Strength, the character
can carry 20 kilograms of weight.

In combat, the Strength bonus is added to
any attack dice rolled by a character when they’re using a
close-combat striking weapon. It would not apply to a plasma
pistol, but if the character were using a sword, or some sort of
club, they would add their Strength bonus to their attack dice
roll. (More information about combat will be given in Chapter 7:
Gaming Basics.)

Strength is the primary attribute for the
soldier/merc class.

The Strength modifier is used whenever a
character uses one of the following skills: Climb, Jump, and
Swim.

 


AGILITY

Agility is the measure of a character’s
reflexes. Agility modifies a character’s defense dice, some of
their attack dice, and it also affects their initiative. Agility is
also a modifier for several skills. Agility is affected by both
high and low gravities, so a high score can help a character better
function in gravities that are outside of what they’re used to.

In a combat, a character adds their Agility
bonus to any defense dice rolls they might make. In addition, a
character also adds their Agility modifier to any attacks that are
done at a distance, such as with plasma pistols, neuronic whips,
bows and arrows, and other such weapons. (More information about
combat will be given in Chapter 7: Gaming Basics.)

The Agility modifier is used whenever a
character uses one of the following skills: Balance, Hide, Stealth,
and Theivery.

 


ENDURANCE

Endurance is a measure of a character’s
stamina and their ability to incur damage. A high Endurance can
also help a character function better in high gravity. Endurance is
used to modify a character’s health, and is also used to modify
several character skills.

Each time a character advances in levels,
they roll a specific number of six-sided dice (depending on their
class) to determine how many health points they can add. They also
add their Endurance bonus to the dice total each time they gain a
level. Please keep in mind that no matter how bad a character’s
Endurance penalty might be, they always gain at least one health
point each time they gain a level.

The Endurance modifier is only used to
modify the fitness skill, but given that an Endurance bonus will
increase your character’s overall health, it’s easy to see how
important a high Endurance attribute is.

 


SPECIES MODIFIERS

All species, other than humans, have
attribute score modifiers that are applied to their characters at
the beginning of the game. They are as follows:

 


ALTHANI: +1 strength, +1 endurance, -2
agility

ARBONIX: +2 agility, -2 strength

CULTHAN: +1 intelligence, +1 endurance, -2
sanity

MELANATHEE: +1 intelligence, +1 common
sense, -2 charisma

TULMATH: +1 charisma, +1 intelligence, -2
endurance

 


MAXIMUM ATTRIBUTES

The majority of species can not exceed an
initial score of 12 in any ability, even with racial modifiers. The
only way a character can exceed their species maximums is through
cybernetic implants or genetic manipulations. Some species,
however, have maximum attributes that are higher or lower than a
score of 12. Those differences are as follows:
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CHARACTER MODIFICATIONS

Due to special circumstances, two character
classes receive minor attribute modifications when they’re
created.

Due to their cybernetic implants, all Cyber
Wizards suffer a -1 penalty to their Sanity when they’re created.
As a result, the Species Maximums for this class are one lower than
they would be for other classes. For example, a Culthan Cyber
Wizard would have a maximum sanity of 9, while a Human Cyber Wizard
would have a maximum sanity of 11. These maximums can not be
exceeded except with genetic or cybernetic manipulation.

Due to the intensive physical training, the
Soldier/Merc class receives a +1 to their Endurance score when they
are created. However, this bonus can not push an Endurance score
over a character’s species maximum.

 


RAISING ATTRIBUTE
SCORES

There are three main methods to raise a
character’s attribute scores “permanently.”

At 5th level, and every five
levels after that, a character may raise any one attribute score by
one point. It’s assumed that as characters explore the galaxy, they
will get better at what they do. However, this modification can not
raise an ability score past a species maximum.

Characters can have cybernetics implanted
into their body. There’s a wide variety of these implants, and
they’ll be discussed more in the section on cybernetic implants.
These implants can raise ability scores, but there is also the
possibility that a character will suffer damage to their sanity
score with each new implant.

Characters can also undergo genetic
manipulation to increase ability scores, but like cybernetic
implants, this too can cause a loss of sanity.

Some spells that Cyber-Wizards and Nanists
can use will allow a character to temporarily raise their ability
scores. These temporary increases can exceed the Species
Maximums.

 


AN EXAMPLE OF CREATING A
CHARACTER

Rebecca has decided that she wants to play a
Culthan Trader. Once she has her character sheet, she rolls two
six-sided dice 10 times. Her results are: 6, 10, 7, 8, 9, 8, 7, 6,
11, and 9.

She discards the three lowest rolls, the two
sixes and one of the sevens.

Since a Trader needs a high Charisma, she
decides to assign the 11 to that ability, and because of the
Culthan’s problems with Sanity, she decides to assign the 10 to
that ability…especially since her Trader will be spending a lot of
time in hyperspace, she knows that a high Sanity score will be very
important. She also knows that piloting and navigation are very
important to a Trader, so she wants to make sure she has high
Common Sense and Intelligence scores, since those attributes affect
those two skills. Therefore, she applies her two rolls of 9 to
those abilities. The 8’s go to the character’s Agility and
Endurance, while the 7 is given to the character’s Strength.

She then applies the Culthan modifiers,
which are a +1 to Intelligence and Endurance and a -2 to
Sanity.

Once she has assigned all of the abilities,
and applied the Culthan modifiers, her character’s attributes look
like this:

 


INTELLIGENCE: 10

COMMON SENSE: 9

CHARISMA: 11

SANITY: 8

STRENGTH: 7

AGILITY: 8

ENDURANCE: 9

 


With these scores, Rebecca’s Culthan Trader
would have the following modifiers (which would be applied to the
appropriate dice rolls) for each of her attributes:

 


INTELLIGENCE: +2

COMMON SENSE: +1

CHARISMA: +3

SANITY: no bonus or penalty

STRENGTH: no bonus or penalty

AGILITY: no bonus or penalty

ENDURANCE: +1

 


 


 


​ CHAPTER TWO

 


THE SPECIES

 


There are six main species in
Ephemeris at this time. These are the species that are in
the area that is fairly close to the Earth. Each of these species
evolved in their own way on their home planets, and should not be
thought of as just another kind of human

Although it’s not really believable that
there could be six species in this sector of space that are
basically equal in their technology, for purposes of the game, they
have to be. If they weren’t, everyone would want to play the
species that is the most advanced.

Each species has strengths and weaknesses,
and the game master should make sure the players are playing their
characters according to those strengths and weaknesses.

The specifics of how the various species get
along in each game of Ephemeris is up to the game master
that is running the game. We’ve tried to make these rules as open
as possible, so that the game masters and players can create the
universe that they really want to play in.

 


 


 


ALTHANI
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The Althani come from a high gravity planet
orbiting Epsilon Indi. They’re short squat creatures that in some
ways resemble the bipedal saurians of ancient Earth. Unlike the
ancient dinosaurs of Earth, the Althani have either two or four
powerful arms. Even the Althani aren’t sure why some of their
species have two arms and others have four. It would seem to be
some evolutionary artifact that no longer serves any function.

It’s even possible that the differences
could be used to create some form of racism in a game, should a
game master so desire.

The Althani homeworld has gone through more
changes than most planets in the habitable range of a star would
normally see. As a result, the Althani are better able to adapt to
hostile environments. When exposed to an atmosphere that is
different from their own, they make their Endurance checks as if
their Endurance score was two points higher than it actually
is.

Althani tend to be brutish creatures, and
they’re often perceived as being rude, arrogant, and egotistical by
the other species of the galaxy. Most Althani like being described
that way, and they’ll often do everything they can to perpetuate
those feelings with others.

The Althani make great soldiers due to their
Strength and Endurance, but while they’re fearsome fighters,
they’re not good losers. Should an Althani lose in any form of
combat, they must immediately make a Sanity check using two dice.
If they fail to roll their Sanity score or lower, they immediately
lose one Sanity point, and the loss is permanent.

Due to the high gravity of their homeworld,
the Althani receive a +1 bonus to their Strength and Endurance, but
they suffer a -2 penalty to their Agility at the beginning of the
game. Due to their militaristic training, all Althani gain a +1
attack bonus with the weapon of their choice at first level.

 


History of the althani

 


The Althani homeworld of Thoc orbits the
star Epsilon Indi, and it’s a planet that is roughly fifty percent
larger than the Earth. The high mass of the planet makes for a very
high gravity that has forced the evolution of some incredibly
powerful creatures. Maybe not the most powerful, but certainly the
most intelligent of these creatures are the Althani.

The Althani evolved some 100,000 Earth years
ago, and throughout their history, they’ve fought great wars, many
of which might have destroyed the species had it not been for the
severe changes their homeworld was constantly going through.

Thoc has seen great periods of tectonic
upheaval and long periods of volcanism. In addition, there is a
massive gas giant that orbits slightly closer to Epsilon Indi than
Thoc. There is also a brown dwarf that orbits slightly further away
from Epsilon Indi. These two massive bodies play an on-going game
of tug-of-war with Thoc that has severely disrupted the planet’s
orbit. This has caused glaciations on massive scales, only to be
countered at other times by severely balmy epochs.

These climatological and geological
upheavals have managed to keep the Althani from destroying
themselves, as they’ve had to band together just to make sure that
their species survives. In many ways, these constant changes have
forced them to evolve into the hearty creatures they are today.

The Althani first started to explore space
in what would have been the 19th Century on Earth. Like
most species, their first steps were tentative, but eventually they
began to boldly explore the galaxy. Also, like most of the other
species, they have had periods of warfare with many of the other
species. The particulars of these events are for the individual
game masters to decide upon, because we don’t want to force you
into a history that may not coincide with the campaign you are
establishing.

The Althani tend to be very aggressive
colonizers, and if they see a planet that they want, they will do
just about anything it takes to get it, and too bad for any other
species that might get in their way. This is what has started many
of their wars.

 


The Althani Point of View

 


Like any species, Althani are made up of
many different kinds of individuals, and it would be wrong to think
that they all share the same point of view of the world. As
sentient creatures, each of them is tempered by their genetics and
by their life experiences. However, it is possible to make some
general statements about how the Althani tend to view the
world.

Althani are often viewed as being arrogant,
rude, and brutish by the other species, and there is some truth to
this, and the Althani will often do whatever it takes to play up
this viewpoint of them.

In many ways, the Althani like to break down
the universe into small parts that are easy to understand. Although
the Althani do have art and literature, they tend to be fairly
simple in comparison to the other sentient species. Many Althani
don’t see the need to spend a great deal of time on a task that has
no real world value, and that’s often how they view art and
literature. The Althani almost seem to have an obsession with only
wanting to know what they can see and touch. As a result, religion
has never really found a foothold with the Althani. There are a few
religions scattered among their planets, but the majority of
Althani don’t see a need because they can’t see or touch a god, so
that god must not exist.

Most Althani have an obsession with combat
and warfare. From an early age, all Althani are trained in combat,
and it is a parent’s great shame if their child is not successful
with weapons. As explained in the core rulebook, this is why the
Althani gain an attack bonus with the weapon of their choice. It’s
also why they must roll a sanity check anytime they lose in
combat.

Although the Althani can be very warlike,
they don’t often go out and try to find combat like the Culthan
will do. They are usually willing to give a new species the benefit
of the doubt when they first meet them, but their will be
retribution if the new species offends them in some way. This
overall viewpoint of the Althani tends to be true when they’re
dealing with new individuals as well. Althani will often mix with
any of the other races peacefully, but they will not quickly forget
if they feel they have been wronged by an individual.

The most striking aspect of the Althani
personality is the fact that there seem to be two sub-species of
Althani. Some Althani have two arms, while others have four. No one
is quite sure why they’ve evolved this way, and both sub-species
can interbreed, although the odds are 50/50 as to whether the
offspring will have two or four arms. In some games, a game master
might want to use this as a way to create some sort of racism among
the Althani. Perhaps four arms feel they are superior to their two
armed brethren, or vice-versa. In game terms, the only real
difference is that four arms could conceivably carry more weapons,
and skills that are dependant upon how many limbs a creature has
(like climb) would be easier for the four-armed variety of Althani.
Later in this book we will also introduce you to an Althani martial
art called Torak-po, which the four-armed Althani are slightly
better at.

 


Althani Language

 


Like most of the other sentient species, the
Althani have a multitude of languages, but they have one common
trade language, their lingua franca, if you will. Although
the language is just as sophisticated as the main languages of the
other species, there is one striking difference about Althani.
Almost all of the words in their language have only one or two
syllables. This most likely comes out of their simpler view of the
world; their idea that the universe is easier to understand when
broken into smaller parts. From this, it’s easy to see that they
would want a language that has very small parts. Many sentients are
amazed when they hear an Althani use a word that has three or four
syllables.

Their use of simpler language often leads
others to the conclusion that the Althani are brutish creatures,
and given their militant ways, there may be a little truth to
this…but in actuality, the Althani are just as capable as any other
species to use complex language…they just choose not to.

This desire for simple language can make it
difficult for them to use other species’ languages. Although they
can learn them just as easily as any other sentient, they still
hate to use words that have more than two syllables, and they will
often go out of their way to avoid using larger words. Depending on
just how arrogant they are trying to make themselves look, they
might substitute a shorter Althani word for the longer alien world,
and just hope that whoever they are conversing with can figure it
out for themselves.

 


Althani Variant Species

 


There are two variant species of Althani.
The first is the Vak-Althani. These Althani have adapted their
bodies to microgravity, as opposed to the very high gravity of
Thoc. The second variant species are the Truan-Althani. These
Althani are four-armed varieties who have undergone a great deal of
genetic engineering to improve themselves to be “better” than the
standard Althani.

 


VAK-ALTHANI

The Vak-Althani have lived in space for over
a century. With natural breeding and selective genetic enhancement,
they have grown to be fully adapted to microgravity.

Unlike other Althani, the Vak do not suffer
any agility penalties due to exposure to microgravity. They do,
however suffer endurance penalties when exposed to gravity. At .5G,
they suffer a -1 penalty, and for every .5G beyond that, they
suffer another -1 penalty.

If a player chooses to play a Vak-Althani,
they will not have the Microgravity Survival skill available to
them, since they already have that ability. Instead, they will have
a Gravity Survival skill. For every five skill points the character
has in Gravity Survival, their comfortable G level is raised by .1.
So, for a character that has 10 points in Gravity Survival, their
comfortable G level would be .2, meaning that they would suffer
their first -1 penalty at .7G, their second at 1.2G, and so on.

Vak-Althani characters receive different
bonuses and penalties when they are created than standard Althani.
They receive a +1 to their strength and agility, but a -2 to their
endurance. A Vak-Althani has a maximum strength and agility of 13,
and a maximum endurance of 10. The Vak-Althani are not as warlike
as their planet-bound kin, so they do not risk a loss of sanity if
they lose in combat, nor do they get a +1 attack bonus with the
weapon of their choice.

Due to their familiarity with space, a
1st level Vak-Althani receives a +2 bonus on the EVA
skill.

 


TRUAN-ALTHANI

Nearly two centuries ago, a group of
four-armed Althani settled on a planet more than 20 light years
from Thoc, a planet they named Truan (which means “Chosen” in one
of the Althani dialects). While there, they started a selective
breeding program to prove that the four-armed Althani were truly
the superior species. Instead of proving this, they actually
created a whole new species. Although Althani and Truan-Althani can
breed, the resultant offspring is always sterile…and the
Truan-Althani parent is always excommunicated from their society
for allowing themselves to be intimate with an inferior creature
like a standard Althani.

If a player wishes to play a Truan-Althani,
the character adds a +1 bonus to their intelligence, their
strength, and their agility, because in many ways, the
Truan-Althani really are superior to their traditional kin. The
Truan-Althani has a maximum attribute score that is one higher than
the traditional Althani in each of these attributes.

Even though the higher attributes might seem
like a great thing to any player, all of the genetic manipulation
has left scars in the genome of the Truan-Althani. Any
Truan-Althani character rolls one less six-sided die for their
health at each level. So, a Truan-Althani soldier would only roll
three six-sided dice at each level and a Turan-Althani Cyber Wizard
would only roll one six-sided die at each level. An obvious
drawback to this species.

Other than the attribute and health changes,
the Truan-Althani have all of the same bonuses and penalties that a
traditional Althani would have.

 


 


 


ARBONIX
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capable of flight. The Arbonix, however, don’t have wings or any of
the appendages that flying creatures might have on another planet.
Instead, they achieve flight by taking in the atmosphere
surrounding them. This gas enters small tubules along their chest
and is then routed to a pouch inside their chest, which converts
the gas into a super heated substance that is extremely light. The
gas then is allowed to escape from flaps in their membranous
skin…thus giving the Arbonix propulsion. When not in flight, the
Arbonix are able to store gasses to be super heated at a later time
in case they need to fly in a non-atmospheric setting. It’s also
important to note that an Arbonix spacesuit or alien environment
suit needs to have vacuum safe intake valves that will allow gas to
enter the tubules.

Every other species seems to think that the
Arbonix are evolved from flying creatures similar to what the other
species have on their planets, but the Arbonix are actually evolved
from large baloonish creatures with hooked beaks. Their skin tends
to be very elastic, which helps on their homeworld, a small planet
orbiting Beta Canum Ventacarium (also known as Chara on Earth). The
atmosphere of their homeworld is a very harsh and very thick shell
of boiling gasses that is quite toxic to all non-native life, but
the Arbonix's elastic skin has allowed them to adapt to the harsh
environment, and in fact, this type of skin is very common among
most of the lifeforms on the planet.

The Arbonix have very sleek skin that is
orangish in color, and they are often perceived as a dainty race
because of their small and thin statures. While many fear their
abilities in the air, they tend to dismiss their abilities on firm
ground…this is often a fatal mistake, for although the Arbonix may
be weaker than many races, they’re quite agile, and can be quite
deadly.

At the beginning of the game, the Arbonix
receive a +2 bonus to their Agility and a -2 penalty to their
Strength.

The Arbonix can see slightly into the
infrared and ultraviolet, and as a result, they gain a +2 bonus on
both the search and spot skills.

 


History of the Arbonix

 


The Arbonix homeworld is a gaseous planet
called Lithanami that orbits the star Beta Canum Ventacarium.
Although the planet is considered to be a gaseous planet, it’s not
a gas giant. Rather it’s a terrestrial planet that has a very
thick, and very toxic atmosphere. The fact that life evolved on
this planet shows just how hardy life in the universe can be…the
fact that intelligent life evolved seems almost impossible to
believe. In fact, if you believe the Melanathee, they actually
uplifted the Arbonix all those millennia ago. Of course, any
reputable scientist will be quick to point out that the Melanathee
did not have space flight at the time the Arbonix evolved, but the
Melanathee just say that’s a piece of mistaken data on the part of
the scientists.

Many times throughout their history, the
Melanathee have tried to dominate the Arbonix, feeling, as they do,
that they are responsible for the Arbonix’s existence. The real
truth of the matter is that the Arbonix evolved from large balloon
like creatures roughly 250,000 years ago, and there doesn’t seem to
have been any type of interference from extraterrestrials, although
many Arbonix religions do speak of others coming from the stars to
teach them the ways of morality. There’s little evidence for this
as well, but it is possible that an ancient, and now vanished race
did in fact visit the Arbonix at some point in their history.

Like any species, the Arbonix waged war on
one another, but their history actually seems tame compared to most
of the other species. Never once in their history did the Arbonix
have a World War. Many scholars argue that this is because the
Arbonix have had flight throughout their existence, and because of
this, they’ve never had the lust for land that so many of the other
species have had. This, however, is subject to a great deal of
debate.

The Arbonix first reached the stars during
what would have been the 17th Century on Earth. They
quickly established colonies throughout their solar system, but it
wasn’t until the mid-20th Century on Earth that they
started to venture out to the stars. Once there, they tried to
colonize as many of the noxious planets as they could, and due to
their environmental preferences, they haven’t found themselves in
conflict with the other species all that often. In fact, next to
the Tulmath, the Arbonix have had the fewest outright wars with the
other species.

 


The Arbonix Point of View

 


Like any species, the Arbonix are made up of
many different kinds of individuals, and it would be wrong to think
that they all share the same point of view of the world. As
sentient creatures, each of them is tempered by their genetics and
by their life experiences. However, it is possible to make some
general statements about how the Arbonix tend to view the
world.

As the only species capable of flight, the
Arbonix have a very different point of view of the universe than
the other species. They are much better at thinking in three
dimensions. Many other species still wage war as if they were
fighting on the surface of a planet. The Arbonix have never been
limited to the surface of a planet, so they can visualize how to
fight better in three dimensions.

This extra-dimensional view of the world
also gives them a much different philosophy than the other species.
It’s often said that the Arbonix think on different levels than the
other species, and many of the great thinkers in the galaxy today
come from the Arbonix species. These thinkers often seem to come at
problems in ways that the thinkers of other species could never
even begin to think of.

Many of the Arbonix are religious. In fact,
they tend to be the most religious of any of the species. Many of
their religions center around the idea that their moral code was
brought to them by ancient beings. Whether these are gods or just a
vanished species depends on which religion you ask.

The Arbonix are somewhat open towards the
other species, but they do often get offended when creatures from
another species refer to them as dainty or some other derogatory
term. Although the Arbonix do tend to be of lighter build than any
other species, they can be quite deadly in a fight, and only a fool
would think it’s smart to anger a creature that can attack you from
above.

Even though they are open to other species,
the Arbonix tend to prefer the company of their own kind. They will
work with other species if they have to, but given a choice, they
would much rather work with their own kind. The main exception to
this is that they will eagerly work with others when they are on a
religious quest to learn more about their own past.

 


Arbonix Language

 


Like all other species, the Arbonix have a
multitude of languages, but they have one main language that they
use when conversing with other species. This language is very
complex, and filled with soft and lilting sounds. There are very
few harsh or guttural sounds in the Arbonix language, and most of
those are used for negative emotions or profanity.

Unlike some species, the Arbonix love to
learn the languages of others. They will often go to great lengths
to try to learn everything they can about another species’
language; even going as far as living on alien planets for years,
hoping to learn something.

It’s their hope that by living on other
planets, and by studying other languages as much as they possibly
can that they will be able to learn even more about their past. In
fact, it’s been noted by scholars from all of the species that even
though little is known of the languages of the ancient species,
there are some similarities between some of those languages and the
languages spoken on the Arbonix homeworld.

 


Arbonix Variant Species

 


For the most part, the Arbonix have not
really embraced the idea of genetic manipulation. As a result,
there is only one variant species, and they are generally shunned
by “normal” Arbonix.

Terrestrial Arbonix

The Terrestrial Arbonix have given up their
ability to fly by genetically manipulating it out of their genome.
Given how much pride “normal” Arbonix take in their ability to fly,
it’s easy to see that this sub-species will be generally shunned by
their flying kin.

As far as non-Arbonix scientists know, these
two sets of Arbonix can not interbreed. This conclusion comes from
the fact that there are no offspring from these types of pairings.
The truth is that both sets of Arbonix consider it vulgar to mate
with the other variety. As a result, no offspring have come into
being, although from a genetic point of view, the two sub-species
can interbreed…they just choose not to.

The Terrestrial Arbonix have a ground
movement rate just as any other terrestrial species. At the
beginning of the game, they receive a +1 bonus to their agility and
to their endurance. Like their flying kin, they suffer a -2 penalty
to their strength.

The Terrestrial Arbonix can still see
slightly into the infrared and ultraviolet, and as a result they
gain a +2 bonus on both the search and spot skills.

To make up for their inability to fly, and
because they’re often hunted by their flying kin, the Terrestrial
Arbonix have honed their fighting skills. At the beginning of the
game, a Terrestrial Arbonix character chooses one weapon that they
gain a +1 attack bonus with.

 


 


 


CULTHAN

 


T[image: tmp_03a1605e67fb81c9c79de3e6784a9949_1rJdbZ_html_4263da05.jpg]he Culthan are often referred to as the mad race,
although never to their faces. They’re known for having very short
tempers, and insanity seems to run in many, if not all of their
bloodlines. Although they tend to be very intelligent, something in
their past has started them on a road to madness that they can’t
seem to escape. This madness drives them, and the Culthan always
seem to be at war with at least one of the other major species, and
they often try to dominate some of the lesser species as well.

The Culthan home world is a frigid ice
planet orbiting Alpha Mensae. The system lacks a massive gas giant,
and as a result, much of the clutter from the evolution of the star
system remains. For this reason, the Culthan home world is
constantly bombarded by meteors and even the occasional
asteroid.

Long ago, one of these asteroid impacts
moved the planet farther from its primary, causing the atmosphere
to freeze, leaving the evolutionary ancestors of the Culthan
desperate for survival.

All life on the planet was forced to find
means of coping with the growing ice on the surface, and the
perpetual darkness that the ice was bringing to the planet.

In order to cope with the harsh environment,
the Culthan evolved with a powerful exoskeleton; the inside of
which is covered with millions of tiny cilia moving at a high rate
of speed to keep the Culthan from freezing to death. Using their
four legs to move, the Culthan dig through the ice with a sharp
pick like appendage that protrudes from the front of their
exoskeleton. The two front legs of the Culthan can double as arms,
and it’s with these limbs that the Culthan began to manipulate
their environment, and thus helped their evolution along.

In the galactic society, the Culthan are
very intelligent. Usually they are scientists, cyber wizards, or
nanists. Maybe this is so they can better protect the rest of the
races on their homeworld, or maybe it’s an attempt to end their own
madness.

At the beginning of the game, the Culthan
receive a +1 bonus to their intelligence and their endurance, but
they suffer a -2 penalty to their sanity. Due to their dark
environment, the Culthan are able to see into the infrared spectrum
and are also able to see slightly into the ultraviolet as well.
This ability to see into the infrared gives the Culthan a +2 bonus
on their search and spot skill checks.

History of the Culthan

 


The Culthan homeworld of Culanthia has
undergone a great deal of turmoil throughout its history. There are
no large gas giants in the Culanthia system, and as a result, much
of the debris from the formation of the system is still present.
This debris rains down on the planets in the star system in the
form of meteors and asteroids.

About half a million Earth years ago, one of
these asteroids knocked Culanthia into an orbit that took it
further away from Culanthia’s star Alpha Mensae. This caused much
of the planet’s atmosphere to freeze, forcing some radical
evolutionary adaptations from the planet’s lifeforms. These
adaptations are discussed more in the original Ephemeris
rulebook.

200,000 years ago, the Culthan evolved into
their present state, but the increased rate of evolution brought on
by their rapidly changing environment has had the side-effect of
driving them slightly mad. Insanity, in a wide variety of forms is
very common among the Culthan, and in many ways, it seems to be
what is currently driving their exploration of the stars.

Throughout their history, the Culthan nearly
destroyed themselves half a dozen times in bloody world wars, and
once they reached the stars (in the middle of the 19th
Century on Earth), they found new species, and they went to war
with them as well. The Culthan are a very aggressive species, and
they always seem to be at war with at least one of the species that
share the spaceways with them. They often fight wars for resources,
for tactical reasons, or just because of some slight committed by
another species.

Even though the Culthan do tend to colonize
planets that are cold, and pretty much uninhabitable for the other
species, they will also colonize more hospitable planets if they
think they have resources that they need. Next to the Humans, the
Culthan seem to be able to adapt to the largest variety of
climates. To many scientists, this seems to be a contradiction
because of where they evolved, but the simple fact is that they can
live just about anywhere that has an atmosphere that they can
breathe, especially if they think there’s something to gain from
the planet.

 


The Culthan Point of View

 


Like any species, the Culthan are made up of
many different kinds of individuals, and it would be wrong to think
that they all share the same point of view of the universe. As
sentient creatures, each of them is tempered by their genetics and
by their life experiences. However, it is possible to make some
general statements about how the Culthan view the universe.

It’s a well-known fact that the Culthan’s
descent into insanity is one of the driving forces behind their
personalities, but equally important to the Culthan is their desire
to save their homeworld, and in fact to save their species. Given
their aggressive tendencies, and their violent past, this might
seem to be something of a contradiction, but most scientists will
agree that the Culthan are full of contradictions.

In general, the Culthan are not very
religious. Over the millennia, there have been a few religions that
have sprung up, but none of them ever gained a strong foothold in
Culthan society. It is possible to find Culthan that believe in
some sort of higher power, but they’re fairly rare.

The Culthan are more creative than the
Althani, but most other species would find their art and literature
lacking. The Culthan don’t really seem very bothered by that
opinion. They say that they’ve never really bothered with art and
literature because throughout their history, they’ve been more
focused on surviving than creating artwork. There have been a few
master artists and writers throughout Culthan history, but not as
many as most of the other sentient species have produced.

In general, the Culthan are not the most
trusting of species, so they usually don’t like to associate with
others. The major exception to this is if they think the members of
another species might be able to help save their planet, or might
be able to save them from their own insanity.

Although it’s generally true that the
Culthan do not like to associate with others, there are many
Culthan that prefer the company of other species over their own.
These tend to be rogues in the Culthani society, but they will
usually be the ones that players will choose to use in a game
setting.


Culthan Language

 


Like all other species, the Culthan have a
multitude of languages, but they have one main language that they
use when conversing with other species. The Culthan language is a
very harsh one, filled with a lot of guttural sounds, and what
sometimes sounds like grunts and groans. Worse than that is the
fact that the language is filled with sounds that are very hard for
other species to use. One look at the physiology of the Culthan
shows that they are the most drastically different of all of the
species, and this is easy to see when they try to communicate.

The Culthan language is so difficult to
learn that a game master could decide that it takes three skill
points just to get the very basics down, and no character with
fewer than four skill points would be able to communicate at all
with the language. For example, a game master could rule that a
character with four skill points in Culthan Language would only be
able to speak the language as well as a character who has one skill
point in another language.

The Culthan are often very arrogant about
the use of other languages. In general, they don’t see any reason
why other creatures should not learn the Culthan language to
communicate with them. After all, as they see it, if they can learn
the languages of the other species, why can’t the other species
learn their language as well? The Culthan will learn other
languages, but that doesn’t necessarily mean that they will want to
use them.

 


Culthan Variant Species

 


There are rumors that Culthan in dark
laboratories are hard at work on a wide variety of variant species,
but so far, only one variant species has emerged. These are a space
based sub-species, the Culthanisc.

 


Culthanisc

The Culthanisc are a variety of Cuthan that
have been bred to live in the micro-gravity of interstellar space.
Unlike other Culthan, the Culthanisc do not suffer any agility
penalties due to exposure to microgravity. They do, however suffer
endurance penalties when exposed to gravity. At .5G, they suffer a
-1 penalty, and for every .5G beyond that, they suffer another -1
penalty.

If a player chooses to play a Culthanisc,
they will not have the Microgravity Survival skill available to
them, since they already have that ability. Instead, they will have
a Gravity Survival skill. For every five skill points the character
has in Gravity Survival, their comfortable G level is raised by .1.
So, for a character that has 15 points in Gravity Survival, their
comfortable G level would be .3, meaning that they would suffer
their first -1 penalty at .8G, their second at 1.3G, and so on.

The Culthanisc also receive different
attribute bonuses than a typical Culthan, although they still
suffer a -2 penalty to their sanity when the character is rolled
up. Instead of receiving a +1 to their intelligence and their
endurance, they receive a +1 to their common sense and their
agility. Their maximum attribute scores are also adjusted. Rather
than having a maximum intelligence and endurance of 13, their
maximum is 12…and instead of having a maximum common sense and
agility of 12, their maximum is 13.

The Culthanisc maintain their ability to see
into the infrared and ultraviolet, and they also receive a +1
defense bonus when fighting in what is considered their comfortable
gravity, which would be micro-gravity for any Culthanisc without
any skill points in Gravity Survival.

 


 


 


HUMANITY
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Humanity is the newest species to reach the
stars and is sometimes viewed as an upstart, and at other times
they are viewed as injecting new life into the starlanes. It mostly
depends on who you’re talking to, and what humanity has been doing
of late.

Humans are fairly adaptable at whatever they
try to do, but depending on the type of game the game master
chooses to run, humans could be exiles in the galaxy or they could
be viewed as the great saviors, or they could be just another
species trying to carve out survival in what can be a very deadly
galaxy.

At the beginning of the game, humans receive
an additional 4 skill points that they can divide up, with no more
than two points being given to any one skill. This is above and
beyond the three point maximum allowed for any skill at first
level, so it’s possible for a Human to assign five skill points to
a skill at first level, but not at any level after that.

Humans have no bonuses or penalties to their
attributes at the beginning of the game.

 


History of the Humans

 


The Human species started its exploration of
space from its homeworld of Earth in the middle of their
20th Century. Their initial steps into space travel were
slow because they seemed to have a need to try to destroy
themselves. Other than the Culthan, Humans have the bloodiest
history, waging war after war over what they eventually realized
were trivial reasons.

It was just over a century before the Humans
finally established a “real” colony on another world in their home
star system, but their tentative steps turned to adventurous leaps
when they discovered the hyperdrive.

Humans quickly began to flood into the
starlanes, meeting each of the other sentient species, and at one
time or another, making war with each of them. The Humans were the
last of the major species to achieve interstellar travel, and
perhaps they felt they had something to prove once they met the
other species, or perhaps it was just their war-like tendencies
coming out. Whatever the reason, Humans have waged numerous wars
since reaching interstellar space. It would seem the lessons they
learned about not destroying themselves don’t translate into their
relations with the other species.

Many of those other sentient species will
tell you that the Humans seem to think that the spaceways belong to
them, and only them. These are usually the species that the Humans
have been fighting the most with. Others will tell you that the
arrival of the Humans has stirred things up, improving commerce,
and promoting some healthy competition amongst all of the major
species. In many ways, both of these points of view are probably
right because the Humans are always stirring things up…for the
good, and for the bad…

 


The Human Point of View

 


Like any species, Humans are made up of many
different kinds of individuals, and it would be wrong to think that
they all share the same point of view of the universe. As sentient
creatures, each of them is tempered by their genetics and by their
life experiences. However, it is possible to make some general
statements about how Humans tend to view the world.

Humans have shown themselves to be the most
adaptable of any of the species. They seem to be able to colonize
on worlds that should be outside their livability range, and yet
they still survive. They also seem to adjust to new situations
better than most of the other sentients. Perhaps it’s the fact that
they were the last civilization to arise, and also the last to
reach the stars, and because of that, they haven’t stagnated like
the other species.

Most of the other species tend to prefer the
company of their own kind, only wanting to work with aliens when
it’s absolutely necessary. This isn’t really true for the Humans.
The majority of them seem to be willing to work with the other
species, even if their own goals aren’t furthered in any way. Some
have said that this is because the Humans want to exploit the
abilities of the other species, and this may be true in some
cases…but in general, Humans just seem to like the idea of working
with a wide variety of creatures and learning everything they can
from everyone.

Even though most Humans do seem to like to
work with the other species, there is an element of their society,
and a very fanatical element at that, that wants nothing to do with
aliens. We’ll introduce you later to a sub-class of that
specializes in the killing of non-humans in the Law Enforcer
Special Classes section.

Many of those that believe in the
superiority of the Human race do so because of their religious
beliefs. Throughout their history, Humans have had hundreds, if not
thousands of religions. The other species have always been
fascinated by this because even though they may have multiple
religions in their history, the differences between those religions
were nothing like the differences in the ancient Human religions.
Most Humans now seem to have little or no religious beliefs. There
are some that are very religious that are trying to do a lot to
help Humanity and the other species, but unfortunately, there are
also the rabidly religious belief systems that preach the
superiority of the Human race, and have created the anti-alien
fervor that threatens to destroy Humanity at times.

As stated in the original rulebook, Humanity
is the newest species to reach the stars and is sometimes viewed as
an upstart, and at other times they are viewed as injecting new
life into the starlanes. It mostly depends on who you’re talking
to, and what Humanity has been doing of late. No matter which
viewpoint is correct, and those views are purely subjective, Humans
have definitely changed the dynamics and politics of this section
of the galaxy.

 


Human Language

 


Like all other species, Humans have a
multitude of languages, but they have one main language that they
use when conversing with other species. This language is a blend of
the old Earth languages of English, Spanish, Japanese, and Russian.
It’s a bizarre hybrid language that anyone from old Earth would
never be able to understand. They might be able to pick out
individual words, but they could never get the grasp of the entire
language.

There is a bit of species-centrism about
Humans. They generally prefer to use their own language, and it’s
often hard for them to understand why the other species don’t just
bother to learn their language. Many Humans will tell you that
their language should replace Galactic as the Lingua Franca
of the spaceways. No one is quite sure where this idea comes from,
but some alien anthropologists believe it comes from their western
hemisphere of Earth, and from the late 20th and early
21st centuries.

 


Human Variant Species

 


Being fairly new on the intergalactic
“scene,” Humans haven’t adapated themselves too much as of yet.
However, there are the Etherealites; a group of Humans that have
adapted themselves to micro-gravity. Standing four to five meters
tall, and looking very frail, the Etherealites thrive in space, and
many “normal” Humans no longer consider them a part of the Human
race, even though inter-breeding is still possible.

 


ETHEREALITES

As previously mentioned, the Etherealites
are a group of Humans that have bred themselves to be fully adapted
to micro-gravity. They tower over their planet-bound brethren, but
they are much more frail than those Humans living on planets.

Unlike other Humans, the Etherealites do not
suffer any agility penalties due to exposure to microgravity. They
do, however suffer endurance penalties when exposed to gravity. At
.5G, they suffer a -1 penalty, and for every .5G beyond that, they
suffer another -1 penalty.

If a player chooses to play an Etherealite,
they will not have the Microgravity Survival skill available to
them, since they already have that ability. Instead, they will have
a Gravity Survival skill. For every five skill points the character
has in Gravity Survival, their comfortable G level is raised by .1.
So, for a character that has 10 points in Gravity Survival, their
comfortable G level would be .2, meaning that they would suffer
their first -1 penalty at .7G, their second at 1.2G, and so on.

Unlike standard Humans, Etherealite
characters receive bonuses and penalties when they are created.
They receive a +2 to their agility, but a -2 to their endurance. An
Etheralite has a maximum agility of 14, and a maximum endurance of
10.

In all other ways, an Etherealite character
is run the same way as a standard Human character.

 


 


 


MELANATHEE

 


T[image: tmp_03a1605e67fb81c9c79de3e6784a9949_1rJdbZ_html_m76f24896.jpg]he Melanathee are the elders of the galactic
civilization, although they talk of long forgotten races. No one is
sure if these species were real, or if it is just a joke the
Melanathee enjoy playing on the younger species.

The Melanathee home world is a large heavily
clouded moon of a gas giant orbiting the star classified on Earth
as HD 69830. Of all the worlds that are inhabited in the galaxy
this is by far the toughest, and the Melanathee have carved out a
niche on every corner of the world that they possibly could.

Though the Melanathee are considered to be
somewhat humanoid in most appearances, their bodies are actually
the crystallized gases of their home. The true being of the
Melanathee is the Corona Heart.

The Melanathee started out life as magnetic
and sentient masses (the Corona Heart) that over time have evolved
the ability to attract atmospheric gas and crystallize it into
solid structures that they can morph into appendages or whatever
else they might need to manipulate their environment. This ability
allows them to blend in (under casual observation) just about
anywhere they go, but the morphic ability is not instantaneous, and
it takes a great toll on the Corona Heart. The morphic ability
takes anywhere from three to ten days to complete and it leaves the
Corona Heart drained for a full week, and unable to change the
Melanathee shape again. At that point, the Melanathee can again
begin to function as they normally do. In addition, the Melanathee
can only undertake these types of metamorphoses half a dozen times
every year.

This transformation is not perfect, and any
detailed examination will show the observer that they are actually
looking at a Melanathee and not some other creature, but in a
crowd, the Melanathee can blend in pretty well. They can use this
ability away from their homeworld, but they don’t always like to
because they are very vulnerable during the time it takes the
Corona Heart to recharge itself.

This is such a bizarre ability, that many
feel the Melanathee were probably uplifted by a previous
civilization, because it’s hard to imagine this ability evolving on
its own.

Even though the Melanathee are able to blend
in, they still tend to be a bit standoffish. They prefer to
socialize with their own race, but will associate with others if
they feel it’s absolutely necessary for whatever it is they need to
achieve, but they will usually make it clear that they’re only
tolerating the “inferior” species.

The Melanathee are also the only a-sexual
race. At the end of a Melanathee’s life, the Corona Heart breaks
into three or four pieces, which mature into new Melanathee. During
this “childhood,” the Melanathee are cared for by other members of
the race. No one is quite sure if these are family members, or
exactly how it’s decided that care will be given to the
“young.”

At the beginning of the game, the Melanathee
receive a +1 bonus to their intelligence and common sense, but they
suffer a -2 penalty to their charisma. All Melanathee are trained
in the sciences, and any Melanathee character automatically gains
two skill points in the science of their choice.

Due to their slightly morphic nature, all
Melanathee receive a +2 bonus on the disguise skill.

(The Melanathee pictured is attempting to
pass itself off as human.)

 


History of the Melanathee

 


The Melanathee are the oldest of the current
sentient species, and they are also the only species that was
“uplifted” by a more ancient species…although this point will be
argued by some Melanathee scientists, who still argue that the
species evolved into their bizarre state, as opposed to being
genetically altered and enhanced by a superior species.

The “true” form of a Melanathee is the
Corona Heart, which is a sentient magnetic mass that is capable of
drawing atmosphere to it, and then manipulating that atmosphere to
form solid structures that it uses for a body. As explained in the
original rulebook, the Melanathee can take on any shape, but the
transformation takes a great deal of time…so, even though they are
shape-shifters, their transformative abilities are not like those
seen in science fiction TV or movies.

The Melanathee are also the only a-sexual
species, and as a result, they have never worried about using their
shape-shifting abilities to attract mates…since they don’t mate,
there’s no point. This lack of sexual attraction has also had the
rather strange side-effect of keeping most of their wars a lot less
violent those of the other species. In fact, not once in their
history have the Melanathee faced global destruction at their own
hands.

The Melanathee homeworld is a large and
heavily clouded moon that orbits a gas giant in the system of HD
69830 as it’s known on Earth. The Melanathee refer to this world as
MelAthEEnoN. Their homeworld has a very thick atmosphere, and they
love gaseous bodies because it makes it easier for them to harvest
the atmosphere to form their bodies. So, it might seem logical that
the Melanathee would be an airborne species like the Arbonix, and
this is somewhat true. The Corona Heart is able to travel in the
air when it hasn’t formed a body, but once it amasses enough
atmosphere to form a true body, the Corona Heart can no longer
travel in the air, and is bound to the ground until it dissolves
its body. The Corona Heart can only create what are generally heavy
bodies, and it’s incapable of creating a body with the proper mass
ratio for flight.

The Melanathee first reached the stars in
what would have been the 13th century on Earth, but
their advances into space have always been tentative. Perhaps it’s
a result of having been uplifted, but the Melanathee do not have
the overwhelming drive to explore that the other sentient species
have. They do have a drive for exploration, but it seems to take
them a lot longer to accomplish anything than it does the other
species.

 


The Melanathee Point of View

 


Like any species, Melanathee are made up of
many different kinds of individuals, and it would be wrong to think
that they all share the same point of view of the universe. As
sentient creatures, each of them is tempered by their genetics and
by their life experiences. However, it is possible to make some
general statements about how Melanathee tend to view the world.

As previously mentioned, the Melanathee were
the first of the current sentient species to reach the stars, and
even if they did get help from an ancient species, they know that
they were the first, and they make sure that no one ever forgets
that. Most Melanathee are very arrogant, and will generally only
associate with “lesser” species if it suits the Melanathee’s needs,
and even when they do associate with those species, they will do
their best to always remind the members of the “lesser” species
that they are superior to them.

With their shape-shifting ability, the
Melanathee often have a hard time understanding other sentient
creature’s attachments to objects. The Melanathee don’t seem to
have the same idea of ownership that the other species have. With
their ability to change forms and with their lack of sexual desire,
the Melanathee don’t form attachments to objects like the other
species do.

On worlds inhabited by Melanathee, buildings
are put up and torn down much more often than on other worlds.
Because of their lack of understanding of the idea of permanence,
they also don’t use maps on their worlds very often, which can be
quite maddening to other species.

Although very arrogant, the Melanathee are
actually one of the least confrontational of the major species.
Perhaps it’s because of their “knowledge” of their own superiority,
or perhaps it’s for another reason, but Melanathee generally do not
like conflict, and will often try to avoid it if they can. They
will generally notify a member of a “lesser” species of the
Melanathee’s superiority, and then generally accept that the
confrontation has ended, even if their opponent might feel like it
hasn’t.

In general, the Melanathee tend to not be
very religious. Most of them accept that their species was uplifted
by a superior species, but they know that that species was not any
form of god, so they don’t worship them. There have been a few
religions that have sprouted up over time, but most of them fizzled
out before they could gain much of a foothold on the Melanathee
culture as a whole.

 


Melanathee Language

 


The Melanathee language is a very difficult
one. Although there are a variety of dialects spoken by the
Melanathee, they all actually have one common language. Even though
the language is difficult, the Melanathee intentionally make it
more difficult as part of their effort to show their superiority
over the other species.

The Melanathee homeworld is called
MelAthEEnoN, and this shows just how difficult their language is.
Every capital letter is actually accented when the word is
pronounced, and most linguists agree that the Melanathee add extra
accents, and even add letters to make it harder on non-Melanathee.
Most think that the planet’s real name is MelAthEnon. The last two
accented letters were probably added to make it harder to say the
word.

The Melanathee are loathe to learn other
species language. Much like Humans, they feel that the other
species should learn their language…they were the first to
the stars, after all.

 


Melanathee Variant Species

 


By their nature, the Melanathee are one of
the least adventurous of all of the major species. In fact, even
though the Melanathee have been in space longer than any other
species, there is only one known variant species. These Melanathee
are referred to as the Permanents.

 


PERMANENTS

The Permanents are Melanathee that have
taken the Permanence Nanos, and have had their forms locked in. In
general, the Permanents are shunned by other Melanathee because
they have accepted something that is counter to the true nature of
the Melanathee.

There are about as many forms of Permanents
as you might be able to imagine because a Melanathee could be in
just about any form when they take the Permanence Nanos.

Even though the Permanents are usually
shunned by other Melanathee, they are still as cocky as the
“normals,” and thus they still suffer a -2 penalty to their
charisma when their characters are created. The bonuses that are
received on creation are up to the game master and should be based
on what form the Permanent has taken. In general, two bonus
attribute points should be added. Usually it will be two +1
bonuses, but if a player makes a good enough case, the game master
can consider giving out one +2 bonus.

The Permanents also lose the +2 bonus to
their disguise skill, and a game master should come up with a new
+2 skill bonus based on the Permanent’s form. The Permanents do
still gain two skill points in the science of their choice…just
like a normal Melanathee.

 


 


 


TULMATH
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the major races. For centuries, their civilization has been admired
because of their extensive research in to everything, from the
micro to the macro.

In some ways, the Tulmath resemble the slugs
of Earth, but this is an unfair and narrow minded description
because they only resemble slugs in the most base of way. The
Tulmath actually have six limbs, the two back limbs are used for
propulsion, while the two front limbs are used to manipulate their
environment. The two central limbs can be used in either way. The
Tulmath do have a large structure on their back that does seem to
resemble the shell of a snail, but it actually contains their
breathing organs as well as sensory organs that give them a unique
view of the universe. These organs are able to perceive energy
waves that others would never even be aware of. As a result, the
Tulmath gain a +1 bonus when facing attacks from energy weapons,
spells, or nanos. This gives them a +1 defense bonus against energy
weapons, and it gives them a +1 bonus on attribute checks against
spells and nanos that are energy based (such as lightning bolt or
bind.) This extra sense, however, does not work if the Tulmath wear
any kind of armor that is energy based (such as ablative armor or
force shields.)

The Tulmath are a tri-sexual species.
Scientists from the other species have been trying to learn for
decades exactly how the Tulmath reproduce, but the Tulmath, despite
their general openness to other species, have not revealed this
information to anyone…and research on dead Tulmath have failed to
answer the question as well.

The Tulmath homeworld is a small planet
orbiting Sigma Draconis. The planet’s gravity is about two-thirds
of that of Earth, and as a result, the Tulmath don’t always have
the endurance that some of the other species have.

Many Tulmath become traders, and their
intelligence and charm make them popular in whatever star system
they visit. Since so many of them are traders, they are greatly
responsible for keeping the galactic economy going.

At the beginning of the game, the Tulmath
receive a +1 bonus to their charisma and intelligence, but they
suffer a -2 penalty to their endurance. Because of Tulmath
training, all Tulmath characters gain an extra skill point in
diplomacy and etiquette at the start of the game.

 


History of the Tulmath

 


The Tulmath homeworld is a planet called
Thulia. It’s the second planet in the Sigma Draconis star system,
and it’s the smallest of all of the major species homeworlds.

The Tulmath first reached the stars in what
was the 17th Century on Earth. Once there, they quickly
met the Melanathee who took a liking to the Tulmath, which given
the nature of the Melanathee may seem hard to believe, but it is
true. The Melanathee then helped the Tulmath learn how to use
hyperspace technology, and helped them reach the stars. No one is
sure if this was because the Melanathee had been genetically
uplifted, or if it was because they just happened to find the
Tulmath to be a likeable species. Some think that, at least for a
while, the Melanathee felt charitable because of the help they’d
received in getting to the stars, while others still argue that
there was just some quality about the Tulmath that the Melanathee
liked.

No matter what the reason, it’s important to
note that all the Melanathee really did was help them with some
technology, technology that the Tulmath probably would have figured
out for themselves in the following decades.

Before they reached the stars, the Tulmath
were a fairly peaceful species. They did have their share of wars,
but only one of them was severe enough to be called a World War,
and that may even be a bit of an exaggeration. For the most part,
the Tulmath have had about as peaceful of a history as a highly
sentient species can have.

That peaceful history has followed the
Tulmath to the stars. Of all the major species, the Tulmath have
fought the fewest wars, and due to their outstanding trade
abilities, most species try to avoid making war with the Tulmath.
Having said this, it’s important to keep in mind that the Tulmath
have been involved in several wars, and they will wage war on
another species if they believe the cause is just…especially if
they feel that another species is threatening their trade routes,
or their trade relations with another species.

 


The Tulmath Point of View

 


Like any species, Tulmath are made up of
many different kinds of individuals, and it would be wrong to think
that they all share the same point of view of the universe. As
sentient creatures, each of them is tempered by their genetics and
by their life experiences. However, it is possible to make some
general statements about how the Tulmath tend to view the
world.

As already mentioned, the Tulmath are a
fairly peaceful species. That’s not to say that they don’t get
angry or that they don’t seek revenge, but it seems to take a lot
longer to get them to that point than it does with members of the
other species. The Tulmath are the masters at “turning the other
cheek.” It takes a lot to offend a Tulmath, and even when they do
become offended, they will usually try to find a peaceful means of
solving their problems…although they will resort to force and
violence if they have to.

No one is really sure why the Tulmath tend
to be so peaceful, but some scientists have theorized that it might
be because they are a tri-sexual species. Like most of the other
species, the Tulmath have males and females, but they also have a
receiver gender. No one is quite sure how sex works for the
Tulmath, but the theory is that the male and the female both inject
their genetic material into the receiver, who then carries the
young Tulmath. However, some species have managed to get some
detailed genetic information about the Tulmath, and they’ve found
that the young actually receive genetic material from all three
parents. How this works exactly is the great mystery.

Now, why would this tend to make them more
peaceful? The simplest answer is that Tulmath tend to mate for
life, with all three mates joining into a single union. Any
creature that has been in a paired mating and tried to make it work
for life should be able to imagine how hard it would be to get
three individuals to work together.

In a lot of ways, the Tulmath don’t feel the
need to conquer the galaxy like some of the other species do. For
them, they want to bind the galaxy together into a web of trade
routes that will ultimately bring about peace, and good trade
relations…and of course, lots of credits.

The Tulmath have had their share of
religions throughout their history, and a few of them have even
made it to the stars alongside their civilization, but none of them
have ever had a major influence on their society as a whole.
Sometimes various religions would lead to some nasty disputes in
Tulmath history, and in fact, most of the wars that the Tulmath
have fought have been over differences in religion. The religions
that have survived are now viewed as a means of enhancing the
individual, as opposed to being an action guiding set of rules and
mores that some other species have taken religion to mean.

 


Tulmath Language

 


Like most of the other species, the Tulmath
have a multitude of languages, but they have one main language that
they use when conversing with other species. This language tends to
be one of the easier ones to learn, as the Tulmath seem to have
simplified their language to make it easier for others to
understand.

The language itself is filled with vowels.
They like to group “o” and “e” sounds together as much as they can,
and the language seems to have much more of a flow to it than most
of the other sentient languages.

For game purposes, a game master could
decide that a character wanting to take Linguistics (Tulmath) as a
skill could earn a two skill point bonus because of how easy it is
for others to learn the Tulmath language.

 


Tulmath Variant Species

 


There are two Tulmath variant species, the
Anumayee and the Hobithonians. Unlike most of the other sentient
species, there is very little racism among the Tulmath and their
two variant species. All three of them get along very well, and can
often be found working together.

 


Anumayee

The Anumayee have lived in space for almost
two centuries. With natural breeding and selective genetic
enhancement, they have grown to be fully adapted to
microgravity.

Unlike other Tulmath, the Anumayee do not
suffer any agility penalties due to exposure to microgravity. They
do, however suffer endurance penalties when exposed to gravity. At
.5G, they suffer a -1 penalty, and for every .5G beyond that, they
suffer another -1 penalty.

If a player chooses to play an Anumayee,
they will not have the Microgravity Survival skill available to
them, since they already have that ability. Instead, they will have
a Gravity Survival skill. For every five skill points the character
has in Gravity Survival, their comfortable G level is raised by .1.
So, for a character that has 10 points in Gravity Survival, their
comfortable G level would be .2, meaning that they would suffer
their first -1 penalty at .7G, their second at 1.2G, and so on.

Anumayee characters receive different
bonuses and penalties when they are created than standard Tulmath.
They receive a +1 to their charisma and agility, and they still
suffer a -2 to their endurance. An Anumayee has a maximum agility
of 13, but the rest of their maximums and minimums stay the same.
The Anumayee still receive all of the other bonuses that a typical
Tulmath would receive.

Due to their familiarity with space, a
1st level Anumayee receives a +2 bonus on the EVA
skill.

 


Hobithonians

More than a century ago, the Hobithonians
perfected the Tulmath ability to change size. They did this with a
great deal of practice, but mostly with a lot of genetic
engineering.

The typical Hobithonian stands about three
feet tall, and is about four feet long…roughly half the size of a
typical Tulmath. The basic attribute adjustments are the same for a
Hobithonian, but due to their smaller stature, some of their
attribute modifiers have changed. When a Hobithonian is rolled, the
adjustments on the following page should be made to the attribute
scores:

Intelligence: +1

Common Sense: no change

Charisma: +1

Sanity: no change

Strength: -1

Agility: +1

Endurance: -2

Their smaller size also gives them a +1
defense bonus. Other than these changes, a Hobithonian receives the
same special abilities as a typical Tulmath.

 


 


 


​ CHAPTER THREE

 


CHARACTER CLASSES

 


A character’s class can basically be thought
of as their job in the game of Ephemeris. This is a very
generalized description, and it might not work for your particular
game, but it is, at least, a good starting point.

There are nine character classes in the
game, and each brings with it certain benefits and short-comings. A
character’s class will determine what kinds of abilities they get
as the game develops, and it will determine much of what happens
throughout the game.

In order to play a successful game of
Ephemeris, it’s usually best to have a variety of character
classes. The Game Master might inform you as to what types of
characters will work best for his/her adventure, but then again,
they might not.

Ultimately, for the game to be as fun as
possible, the players should be allowed to play whatever class
they’d like, but players should keep in mind that a balance of
characters works best, and at times, even they have to listen to
the game master’s advice.

 


LEVEL ADVANCEMENT

Throughout the game, characters will gain
experience. As they do, they will advance in levels, gaining more
attack and defense dice, more health, more skills, and special
abilities that are unique to their class.

On the next page is a table that charts out
the advancement of levels. You can see that advancement is quicker
at lower levels because it’s much easier for a character to die at
low levels in what is basically a hostile galaxy.
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Experience can be gained in a variety of
ways. Defeating enemies in combat, successfully negotiating a new
trade route, diplomatically avoiding war, completing a trade
mission, raiding a trade mission, and these are just a few
possibilities.

This will be discussed in greater detail in
GAMING BASICS (CHAPTER 7).

 


ATTACK/DEFENSE DICE BY CLASS AND
LEVEL:

Whenever a character is in a combat
situation, they roll a specific number of six sided dice for both
their attack rolls and their defense rolls. To that dice roll is
added any bonuses the characters might have for strength, agility,
skill bonuses, or whatever else they might receive a bonus from.
More detailed information about how to handle combat is listed in
GAMING BASICS (CHAPTER 7).

On the next page is listed the number of
dice for each character class at each level.
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THE CHARACTER CLASSES

 


BANDIT

Background: The Bandit is a
generalized class, and tends to be one of the more adaptable
classes. Within this class you can find pirates, bounty hunters,
and just about anyone else that decides to live outside of the
laws. With the proper cybernetic enhancements, a bandit could even
become an amazing hacker and data thief. The bandit can ply his
trade on a planet or out among the stars, depending on the
adventure.

A bandit can be an independent thief, part
of a larger crime organization, or could even be in the employ of a
corporation or maybe even a government. All of that can be
determined based on the type of game you are playing.

Bandits tend to prefer the company of other
bandits, but they often bring other classes into their bands, with
Cyber Wizards being their favorite…and who can blame them? They
will also often join with less reputable traders. Obviously bandits
are not likely to adventure with Law Officers.

Primary Attributes: The primary
attribute for a Bandit is Common Sense, but having good attribute
scores in most of the other attributes can be very helpful as well.
When considering where to put attribute scores, a player should
take into account whether or not the game is going to be more space
based or planet based…if the game master lets them know.

Health: A bandit rolls three six
sided dice with every level advancement, adding in their Endurance
bonus.

Skills: All Bandits start out with
one skill point in the following: stealth, decipher, disguise,
survival, gather information, weapon skill (player’s choice).

Starting Equipment: The Bandit starts
off the game with one of the following: flechette pistol, plasma
pistol, or a level one ablative shield.

 


THE BANDIT’S PLACE IN THE UNIVERSE

Although sentients might want to think that
crime will be overcome, the simple fact is that crime will always
be a part of every sentient species’ existence. There will always
be individuals that want to live outside of society, and many of
these will be what most sentients would call Bandits. With that in
mind, it’s important to remember that one society’s bandit could
very well be another society’s hero. Robin Hood was certainly a
Bandit, but most people now view him as a hero, and certainly every
society will have their own versions of Robin Hood.

The Bandit class is also one of the most
varied classes in the game. Bandits can fall into a number of
different categories. They can be pirates, thieves, assassins, or
they could work for one of the corporations or guilds, trying to
help them further their own questionable goals. In addition, under
a brutal dictatorship, a Bandit might be running guns for a
resistance, or trying to do whatever they can to help the oppressed
beings.

Although there seems to be an implication
that Bandits have to be bad individuals, this is not necessarily
the case. Bandits just don't want to follow rules, and that often
gives them the label of being bad, but they don't have to be.

 


ABILITIES RECEIVED AS THE BANDIT ADVANCES IN
LEVELS:

2nd
Level: The Bandit adds an additional skill point in both
bluff and forgery. This is above and beyond the normal skill points
gained for class advancement.

3rd
Level: At this level, the Bandit gets a choice of adding a
+1 to their attack bonus with a weapon of choice (this can’t be
changed as the Bandit advances) or they can add one skill point to
each of the following: stealth, decipher, disguise, survival, and
gather information.

4th
Level: By this time, the Bandit has usually spent a lot of
time trying to avoid detection. As a result, they gain either the
Self Stealth or the Ship Stealth ability.

Self Stealth: A Bandit with at least
4 skill points in the stealth skill can now add their class level
to their attempts to hide themselves.

Ship Stealth: A Bandit with at least
4 skill points in piloting and navigation can now add their
class level when attempting to hide a ship from detection…provided
the Bandit is the pilot or navigator.

6th
Level: At this level, the Bandit has the option of either
adding a 1st level Bandit to their band, or they can
roll an additional six sided die and add that to their health. They
do not get an endurance bonus with this roll.

7th
Level: The Bandit adds an additional skill point in disguise
and innuendo. This is above and beyond the normal skill points
gained for class advancement.

8th
Level: At this level, the Bandit gets a choice of adding a
+1 to their defense bonus, or they can add one skill point to each
of the following: stealth, decipher, disguise, survival, gather
information.

9th
Level: The Bandit gets either the Self Stealth or the
Ship Stealth ability, depending on which one they did
not pick at 4th Level.

11th
Level: At this level, the Bandit has the option of either
adding a 3rd level Bandit to their band, or they can roll an
additional six sided die and add that to their health. They do not
get an endurance bonus with this roll.

12th
Level: The Bandit adds an additional skill point in hide and
search. This is above and beyond the normal skill points gained for
class advancement.

13th
Level: At this level, the Bandit can choose from one of
three options. They can add a +1 to their attack bonus with a
weapon of choice. (This can be stacked with the choice they made at
3rd Level or it can be with an entirely different
weapon.) Or they can add a +1 to their defense bonus, or they can
add one skill point to each of the following: stealth, decipher,
disguise, survival, gather information.

14th
Level: The Bandit gains the Detect Stealth ability.
This allows the character to add their class level whenever they’re
searching for an individual or a ship that is hiding or
stealthed.

16th
Level: At this level, the Bandit has the option of either
adding a 5th level Bandit to their band, or they can roll an
additional six sided die and add that to their health. They do not
get an endurance bonus with this roll.

17th
Level: The Bandit gains an additional skill point in
survival and intimidate. This is above and beyond the normal skill
points gained for class advancement.

18th
Level: Again the Bandit may choose from one of three
options. They can add a +1 to their attack bonus with a weapon of
choice. (This can be stacked with the choices made at lower level,
or it can be with an entirely different weapon.) Or they can add a
+1 to their defense bonus, or they can add one skill point to each
of the following: stealth, decipher, disguise, survival, and gather
information.

19th
Level: The Bandit gains the Absolute Stealth ability.
At this point, a Bandit using stealth, either in a ship or as an
individual, can only be detected by a character of at least
19th level.

 


Example: 1st
level Althani Bandit

Intelligence: 6

Common Sense: 12

Charisma: 7

Sanity: 10

Strength: 10

Agility: 9

Endurance: 10

 


Health: 18

 


Skills:

Balance: 1

Bluff: 0

Climb: 2

Concentration: 2

Decipher: 6

Diplomacy: 0

Disguise: 6

Etiquette: 0

Fitness: 2

Forgery: 0

Gather Information: 2

Hand to Hand Combat: 2

Hide: 1

Innuendo: 3

Interrogation: 0

Intimidate: 0

Jump: 2

Listen: 4

Mechanics: 6

Micro Gravity Survival: 6

Mining: 4

Navigation: 1

Negotiation: 0

Piloting: 5

Search: 4

Sense Motive: 4

Spot: 4

Stealth: 3

Survival: 6

Swim: 2

Weapon Skill (Plasma Pistol): 2

 


Defense Bonus: 1

 


Progressed:

5th Level Althani Bandit

Intelligence: 6

Common Sense: 13

Charisma: 7

Sanity: 9

Strength: 10 (Cyber enhanced: 11)

Agility: 9

Endurance: 10

 


Health: 83

 


Skills:

Astrophysics: 2

Balance: 1

Bluff: 1

Climb: 2 (3)

Computerese: 2

Concentration: 1

Decipher: 9

Diplomacy: 0

Disguise: 10

Etiquette: 0

Fitness: 2

Forgery: 1

Gather Information: 2

Hand to Hand Combat: 2 (3)

Hide: 1

Innuendo: 6

Interrogation: 0

Intimidate: 0

Jump: 2 (3)

Listen: 6

Mechanics: 6

Micro Gravity Survival: 8

Mining: 5

Navigation: 3

Negotiation: 0

Piloting: 8

Search: 10

Sense Motive: 5

Spot: 5

Stealth: 7

Survival: 7

Swim: 2 (3)

Weapon Skill (Plasma Pistol): 2

 


Defense Bonus: 1

 


Special Abilities:

Weapon of choice: Plasma Pistol

Ship Stealth: The Bandit adds their
class level to any attempts at hiding a ship from detection,
provided they’re the pilot or navigator.

 


 


 


BANDIT SUB-CLASSES

ASSASSIN

No matter how civilized a society
might think they are, there will always be individuals that want to
kill other individuals, and when they decide to do this, they will
often hire an Assassin. These individuals tend to be quite evil by
their very nature. They think that killing other sentient creatures
for money is a perfectly legitimate way of making a living, and
they will be more than willing to argue the validity of their
profession with anyone.

It’s important to keep in mind that although
Assassins have no qualms with killing other sentients, they will
usually only do it for money. Assassins don’t normally go around
just killing people. They're not generally cold blooded killers.
There’s no profit in murder, after all…unless someone’s willing to
pay for it.

When an Assassin takes on a new mission,
they will usually charge 200 credits for each level they’ve
attained. Thus a 5th level Assassin would charge 1,000
credits to assassinate someone.

 


Skills: The Assassin starts out with
a slightly different skill set from the standard Bandit. At the
beginning of the game, an Assassin gets one skill point in each of
the following: stealth, disguise, bluff, hand to hand combat,
search, weapon’s skill (player’s choice.)

Starting Equipment: The Assassin
begins the game with the weapon of their choice. This will usually
be the weapon that they choose to focus on as their death weapon of
choice.

Limitations: The Assassin is not
exactly the kind of character that most other players will want to
associate with, so it can be difficult to find other characters to
adventure with. The Assassin is also usually much more focused than
the generalized Bandit would be.

Bonuses: The Assassin gains attack
and damage bonuses with the death weapon of choice that they choose
at 1st Level. This makes them quite deadly with this
weapon as they advance.

 


ABILITIES RECEIVED AS THE ASSASSIN ADVANCES
IN LEVELS:

1st
Level: The Assassin gets a +1 attack bonus with one weapon.
This is their death weapon of choice. The Assassin continues to
gain bonuses with this weapon, and only this weapon for the
duration of their career.

2nd
Level: The Assassin gains an additional skill point in
stealth and disguise. This is above and beyond the normal skill
points gained for class advancement.

3rd
Level: The Assassin adds an additional +1 attack bonus with
their death weapon of choice.

4th
Level: An Assassin has a choice of two abilities at this
point. They can choose the Bandit’s Self Stealth ability, or
they can add one skill point to each of the following: stealth,
disguise, bluff, hand to hand combat, and search.

6th
Level: When an Assassin makes an attack that is designed to
be an assassination, meaning that they’re actually getting paid to
kill an enemy, and they make a successful hit, they roll four
six-sided dice. If all four dice come up as one’s, the target is
dead, no matter the target’s level.

7th
Level: The Assassin gains an additional skill point in
search and sense motive. This is above and beyond the normal skill
points gained for class advancement.

8th
Level: The Assassin adds an additional +1 attack bonus with
their death weapon of choice.

9th
Level: The Assassin has a choice of two abilities at this
point. They can either add an extra six-sided die of health (they
do not add their endurance bonus to this roll,) or they can add one
skill point to each of the following: stealth, disguise, bluff,
hand to hand combat, and search.

11th
Level: When an Assassin makes an attack that is designed to
be an assassination, meaning that they’re actually getting paid to
kill an enemy, and they make a successful hit, they roll three
six-sided dice. If all three dice come up as one’s, the target is
dead, no matter the target’s level.

12th
Level: The Assassin gains an additional skill point in
decipher and hide. This is above and beyond the normal skill points
gained for class advancement.

13th
Level: The Assassin adds an additional +1 attack bonus with
their death weapon of choice.

14th
Level: The Assassin has a choice of two abilities at this
point. They can either add an extra ability point to their common
sense score, or they can add one skill point to each of the
following: stealth, disguise, bluff, hand to hand combat, and
search.

16th
Level: When an Assassin makes an attack that is designed to
be an assassination, meaning that they’re actually getting paid to
kill an enemy, and they make a successful hit, they roll two
six-sided dice. If both dice come up as one’s, the target is dead,
no matter the target’s level.

17th
Level: The Assassin gains an additional skill point in
listen and spot. This is above and beyond the normal skill points
gained for class advancement.

18th
Level: The Assassin adds an additional +1 attack bonus with
their death weapon of choice.

19th
Level: The Assassin has a choice of two abilities at this
point. They can either add a +1 defense bonus, or they can add one
skill point to each of the following: stealth, disguise, bluff,
hand to hand combat, and search.

 


 


 


BOUNTY HUNTER

The Bandit Bounty Hunter is different than
the Law Enforcer Bounty Hunter. Whereas the Law Enforcer Bounty
Hunter will usually hunt someone down for money because they’ve
broken a law, the Bandit Bounty Hunter will hunt someone down for
any reason…as long as they’re being paid.

There are always people wanting other people
found, and the Bounty Hunter will always be willing to undertake
these missions…provided the money is right. The Bounty Hunter will
pretty much be willing to accept any mission to find any
individual. Characters may have ethical decisions that they have to
deal with, but a lot of times, the Bandit Bounty Hunter won’t let
ethics get in their way.

 


Skills: The Bounty Hunter starts out
with a slightly different skill set from the standard Bandit. At
the beginning of the game, a Bounty Hunter gets one skill point in
each of the following: decipher, gather information, hand to hand
combat, search, sense motive, weapon’s skill (player’s choice.)

Starting Equipment: The Bounty Hunter
begins the game with the weapon of their choice.

Limitations: The Bounty Hunter often
has to make some tough ethical decisions, and a lot of times this
means that others won’t want to associate with them. This can make
it difficult for the character to find associates, but there are a
lot of unethical characters out there…so maybe it isn’t that big of
a limitation.

Bonuses: The Bounty Hunter can demand
fairly high pay for their services. In general, since the Bandit
Bounty Hunter deals with some unscrupulous people, they can demand
300 credits for their services for every level they’ve attained. If
they’re good negotiators, they can also usually get some of their
incidentals paid for as well. Usually, pay is split 50/50 with half
of the money being given to the Bounty Hunter before they undertake
a mission, and the other half being given to them once they’ve
completed the mission.

 


ABILITIES RECEIVED AS THE BOUNTY HUNTER
ADVANCES IN LEVELS:

2nd
Level: The Bounty Hunter adds an additional skill point in
both gather information and search. This is above and beyond the
normal skill points gained for class advancement.

3rd
Level: The Bounty Hunter can add +1 to their attack bonus
with the weapon of their choice, or they can add an additional
skill point in each of the following: decipher, gather information,
hand to hand combat, and search.

4th
Level: The Bounty Hunter receives an additional six-sided
die to add to their health score. They do not add their endurance
bonus to this roll, however.

6th
Level: The Bounty Hunter can now add one half of their class
level (rounded down) to their search, spot, and listen skill
checks.

7th
Level: The Bounty Hunter adds an additional skill point in
both negotiation and spot. This is above and beyond the normal
skill points gained for class advancement.

8th
Level: At this level, the Bounty Hunter gets a choice of
adding a +1 to their defense bonus, or they can add one skill point
to each of the following: decipher, gather information, hand to
hand combat, and search.

9th
Level: The Bounty Hunter receives an additional six-sided
die to add to their health score. They do not add their endurance
bonus to this roll, however.

11th
Level: The Bounty Hunter can now add one half of their class
level (rounded down) to their sense motive, stealth, and hide skill
checks.

12th
Level: The Bounty Hunter adds an additional skill point in
both disguise and interrogation. This is above and beyond the
normal skill points gained for class advancement.

13th
Level: At this level, the Bounty Hunter can choose from one
of three options. They can add a +1 to their attack bonus with a
weapon of choice. (This can be stacked with the choice they made at
3rd Level, or it can be with an entirely different
weapon.) Or they can add a +1 to their defense bonus, or they can
add one skill point to each of the following: decipher, gather
information, hand to hand combat, and search.

14th
Level: The Bounty Hunter receives an additional six-sided
die to add to their health score. They do not add their endurance
bonus to this roll, however.

16th
Level: The Bounty Hunter can now add one half of their class
level (rounded down) to their encryption, negotiation, and innuendo
skill checks.

17th
Level: The Bounty Hunter adds an additional skill point in
both decipher and intimidate. This is above and beyond the normal
skill points gained for class advancement.

18th
Level: Again the Bounty Hunter may choose from one of three
options. They can add a +1 to their attack bonus with a weapon of
choice. (This can be stacked with the choices made at lower level,
or it can be with an entirely different weapon.) Or they can add a
+1 to their defense bonus, or they can add one skill point to each
of the following: stealth, decipher, disguise, survival, and gather
information.

19th
Level: The Bounty Hunter receives an additional six-sided
die to add to their health score. They do not add their endurance
bonus to this roll, however.

 


 


 


CELESTIAL SCOUT

The Celestial Scout specializes in guiding
sentients through under explored sections of space. The Celestial
Scout shares many qualities with the Explorer, but they usually
expect to get paid hefty sums for their help.

The Celestial Scout is classified as a
Bandit because they often use their skills to help themselves or
others make money at the expense of someone else.

 


Skills: The Celestial Scout starts
out with a slightly different skill set from the standard Bandit.
At the beginning of the game, a Celestial Scout gets one skill
point in each of the following: gather information, navigation,
piloting, search, sense motive, weapon’s skill (player’s
choice.)

Starting Equipment: The Celestial
Scout begins the game with a scout ship (See the Bandit's
Equipment section of this supplement.

Limitations: Due to the fact that the
Celestial Scout starts the game with a ship of their own, they only
roll three six-sided dice when determining their starting
money.

Bonuses: The Celestial Scout has a
lot of freedom in what missions they want to undertake. They also
can expect to get paid very well by those that hire them. A
Celestial Scout will normally charge a client 500 credits per level
they've attained.

 


ABILITIES RECEIVED AS THE CELESTIAL SCOUT
ADVANCES IN LEVELS:

2nd
Level: The Celestial Scout adds an additional skill point in
both astrophysics and celestial mapping. This is above and beyond
the normal skill points gained for class advancement.

3rd
Level: At this level, the Celestial Scout adds a +1 to their
defense bonus, or they can add one skill point in each of the
following: gather information, navigation, piloting, search, and
sense motive.

4th
Level: The Celestial Scout spends much of their lives in
hyperspace, as a result of that exposure, they slowly build an
immunity to the effects of hyperspace. At 4th Level, the
Celestial Scout can make a second sanity check against the effect
of hyperspace, if they fail their first attempt.

6th
Level: The Celestial Scout has two options at this level.
They can take a Ship Upgrade or they add an additional two
skill points to any single skill of their choice.

7th
Level: The Celestial Scout adds an additional skill point in
computerese and micro-gravity survival. This is above and beyond
the normal skill points gained for class advancement.

8th
Level: At this level, the Celestial Scout adds a +1 to their
attack bonus, or they can add one skill point in each of the
following: gather information, navigation, piloting, search, and
sense motive.

9th
Level: The Celestial Scout spends much of their lives in
hyperspace, as a result of that exposure, they slowly build an
immunity to the effects of hyperspace. At 9th Level, the
Celestial Scout can make two additional sanity checks against the
effect of hyperspace, if they fail their first attempt.

11th
Level: The Celestial Scout has two options at this level.
They can take a Ship Upgrade or they add an additional two
skill points to any single skill of their choice.

12th
Level: The Celestial Scout adds an additional skill point in
survival and gather information. This is above and beyond the
normal skill points gained for class advancement.

13th
Level: At this level, the Celestial Scout can choose from
one of three options. They can add a +1 to their attack bonus, or
they can add a +1 to their defense bonus, or they can add one skill
point to each of the following: gather information, navigation,
piloting, search, and sense motive.

14th
Level: The Celestial Scout spends much of their lives in
hyperspace, as a result of that exposure, they slowly build an
immunity to the effects of hyperspace. At 14th Level,
the Celestial Scout can make three additional sanity checks against
the effect of hyperspace, if they fail their first attempt.

16th
Level: The Celestial Scout has two options at this level.
They can take a Ship Upgrade or they add an additional two
skill points to any single skill of their choice.

17th
Level: The Celestial Scout gains an additional skill point
in mechanics and sense motive. This is above and beyond the normal
skill points gained for class advancement.

18th
Level: At this level, the Celestial Scout can choose from
one of three options. They can add a +1 to their attack bonus, or
they can add a +1 to their defense bonus, or they can add one skill
point to each of the following: gather information, navigation,
piloting, search, and sense motive.

19th
Level: The Celestial Scout spends much of their lives in
hyperspace, as a result of that exposure, they slowly build an
immunity to the effects of hyperspace. At 19th Level,
they no longer need to make Sanity checks when traveling through
hyperspace.

 


 


 


CORPORATE BANDIT

In many Ephemeris games, the multi-planetary
corporations will be some of the most powerful organizations in the
game, and as such, many of the events that take place during the
game will either be done while working for the corporations, or
while working against the corporations.

Corporations certainly don't have to play
nice in the way they conduct their business, so it's not hard to
imagine that they would have their own individuals to perpetrate
crimes against other corporations or individuals. These are the
Corporate Bandits. Although most Corporate Bandits won't be the
most law-abiding citizens, it is certainly plausible that a
Corporate Bandit could follow the laws to achieve their goals.

 


Skills: The Corporate Bandit starts
out with a slightly different skill set from the standard Bandit.
At the beginning of the game, a Corporate Bandit gets one skill
point in each of the following: diplomacy, gather information,
infiltrate (see the Bandit's Skills section of this
supplement), innuendo, sense motive, weapon’s skill (player’s
choice.)

Starting Equipment: The Corporate
Bandit begins the game with one of the following: laser pistol,
plasma pistol, or a level one ablative shield.

Limitations: Corporate Bandits are
under the direct employ of one of the major corps. As a result,
they will be limited in the amount of freelance work they can do.
This might work well for players that like to have their adventures
dictated to them, but for the players that like to create their own
adventures as they go, this character sub-class may be a bit too
limiting. Another limitation is that a Corporate Bandit can only
keep 50% of any monies found during a mission that is sponsored by
their corporation.

Bonuses: Although the Corporate
Bandit does not get to keep as much money as a typical Bandit
might, they do receive payment in the form of one credit per day
for every level they've attained. Therefore, a fifth level
Corporate Bandit receives five credits per day, just for being
employed by the corporation.

 


ABILITIES RECEIVED AS THE CORPORATE BANDIT
ADVANCES IN LEVELS:

2nd
Level: The Corporate Bandit adds an additional skill point
in both appraise and etiquette. This is above and beyond the normal
skill points gained for class advancement.

3rd
Level: At this level, the Corporate Bandit gets a choice of
adding a +1 to their attack bonus with a weapon of choice (this
can’t be changed as the Corporate Bandit advances), or they can add
one skill point to each of the following: diplomacy, gather
information, infiltrate, innuendo, and sense motive.

4th
Level: The Corporate Bandit receives a bonus from their
company. They roll five six sided dice, multiply the total times
five, and that’s the amount of credits that they receive.

6th
Level: The Corporate Bandit now adds one half of their level
(rounded down) to the following skills: innuendo and stealth.

7th
Level: The Corporate Bandit adds an additional skill point
in decipher and gather information. This is above and beyond the
normal skill points gained for class advancement.

8th
Level: At this level, the Corporate Bandit gets a choice of
adding a +1 to their defense bonus, or they can add one skill point
to each of the following: diplomacy, gather information,
infiltrate, innuendo, and sense motive.

9th
Level: The Corporate Bandit receives a Brigandry Cruiser
(see the Bandit's Goods section of this supplement for more
information) from their employer.

11th
Level: The Corporate Bandit now adds one half of their level
(rounded down) to the following skills: listen and search.

12th
Level: The Corporate Bandit adds an additional skill point
in hide and search. This is above and beyond the normal skill
points gained for class advancement.

13th
Level: At this level, the Corporate Bandit can choose from
one of three options. They can add a +1 to their attack bonus with
a weapon of choice. (This has to be stacked with the choice they
made at 3rd Level.) Or they can add a +1 to their
defense bonus, or they can add one skill point to each of the
following: diplomacy, gather information, infiltrate, innuendo, and
sense motive.

14th
Level: The Corporate Bandit receives their choice of one of
the following from their employer: a cybernetic implant worth up to
200,000 credits, a plasma assault rifle, or a force shield.

16th
Level: The Corporate Bandit now adds one half of their level
(rounded down) to the following skills: diplomacy and
etiquette.

17th
Level: The Corporate Bandit gains an additional skill point
in survival and intimidate. This is above and beyond the normal
skill points gained for class advancement.

18th
Level: Again the Corporate Bandit may choose from one of
three options. They can add a +1 to their attack bonus with a
weapon of choice. (This has to be stacked with the choice made at
3rd Level.) Or they can add a +1 to their defense bonus,
or they can add one skill point to each of the following:
diplomacy, gather information, infiltrate, innuendo, and sense
motive.

19th
Level: The Corporate Bandit is now given partial ownership
in the corporation that they are employed with. They now start to
earn 100 credits per day.

 


 


 


GUILD BANDIT

Just as corporations can play a central role
in many games, the Traders' Guilds can also be very powerful, and
like the corporations, sometimes the Guilds need to use Bandits to
accomplish their goals. Thus you have the Guild Bandit.

The Guild Bandit is directly employed by the
Traders' Guilds, and they will often accompany Traders on their
missions into potentially hostile areas of space. In addition, the
Guild Bandit can function independent of any Trader; simply taking
on missions that will help the Guild...usually by disrupting the
trade routes of other Guilds. Many Guild Bandits act more like
pirates than anything else.

 


Skills: The Guild Bandit starts out
with a slightly different skill set from the standard Bandit. At
the beginning of the game, a Guild Bandit gets one skill point in
each of the following: appraise, celestial mapping, gather
information, search, spot, and weapon’s skill (player’s
choice.)

Starting Equipment: The Guild Bandit
begins the game with one of the following: flechette rifle, plasma
rifle, or a level one ablative shield.

Limitations: Guild Bandits work for
the Traders' Guilds, so they won't always have the freedom to take
on freelance missions that a typical Bandit would be able to
undertake.

Bonuses: Since the Guild Bandit is in
the direct employ of a Traders' Guild, they receive 10% off on the
purchase of all items. This discount starts from the moment the
character is created.

 


ABILITIES RECEIVED AS THE GUILD BANDIT
ADVANCES IN LEVELS:

2nd
Level: The Guild Bandit adds an additional skill point in
both decipher and disguise. This is above and beyond the normal
skill points gained for class advancement.

3rd
Level: At this level, the Guild Bandit gets a choice of
adding a +1 to their attack bonus with a weapon of choice, or they
can add one skill point to each of the following: appraise,
celestial mapping, gather information, search, and spot.

4th
Level: The Guild Bandit is given an EVA suit by the Guild
they work for.

6th
Level: At this level, the Guild Bandit has the option of
either adding a 1st level Guild Bandit to their band, or
they can roll an additional six sided die and add that to their
health. They do not get an endurance bonus with this roll.

7th
Level: The Guild Bandit adds an additional skill point in
negotiation and innuendo. This is above and beyond the normal skill
points gained for class advancement.

8th
Level: At this level, the Guild Bandit gets a choice of
adding a +1 to their defense bonus, or they can add one skill point
to each of the following: appraise, celestial mapping, gather
information, search, and spot.

9th
Level: The Guild Bandit receives a one time gift from the
Guild they work for. The character rolls five six-sided dice. The
total of the dice is multiplied times ten. This is the amount of
credits that the character receives.

11th
Level: At this level, the Guild Bandit has the option of
either adding a 2nd level Guild Bandit to their band, or they can
roll an additional six sided die and add that to their health. They
do not get an endurance bonus with this roll.

12th
Level: The Guild Bandit adds an additional skill point in
hide and search. This is above and beyond the normal skill points
gained for class advancement.

13th
Level: At this level, the Guild Bandit can choose from one
of three options. They can add a +1 to their attack bonus with a
weapon of choice. (This can be stacked with the choice they made at
3rd Level or it can be with an entirely different
weapon.) Or they can add a +1 to their defense bonus, or they can
add one skill point to each of the following: appraise, celestial
mapping, gather information, search, and spot.

14th
Level: The Guild Bandit is given an armored EVA suit by the
Guild they work for.

16th
Level: At this level, the Guild Bandit has the option of
either adding a 4th level Guild Bandit to their band, or they can
roll an additional six sided die and add that to their health. They
do not get an endurance bonus with this roll.

17th
Level: The Guild Bandit gains an additional skill point in
survival and intimidate. This is above and beyond the normal skill
points gained for class advancement.

18th
Level: Again the Guild Bandit may choose from one of three
options. They can add a +1 to their attack bonus with a weapon of
choice. (This can be stacked with the choices made at lower level,
or it can be with an entirely different weapon.) Or they can add a
+1 to their defense bonus, or they can add one skill point to each
of the following: appraise, celestial mapping, gather information,
search, and spot.

19th
Level: The Guild Bandit receives a Personal Cruiser from the
Guild they work for.

 


 


 


HACKER

The Hacker is a very specialized form of
Bandit. Rather than preying on individuals in the "real" world, the
Hacker preys on individuals, data, and information in the cyber
world.

The Hacker tends to stay in one place a lot
more than the typical Bandit, and as a result, they are not always
as fit as a typical Bandit would be. Instead of rolling three
six-sided dice when they advance in levels for their health scores,
the Hacker only rolls two six-sided dice, but they make up for
their weaker health with a lot of other special abilities.

 


Skills: The Hacker starts out with a
slightly different skill set from the standard Bandit. At the
beginning of the game, a Hacker gets one skill point in each of the
following: computerese, concentration, cybernetics, decipher,
hacking, and net running.

Starting Equipment: The Hacker begins
the game with a computer system that's loaded with the following
level one programs: anti-virus, attack program, defense program,
and hacking program.

Limitations: The Hacker doesn't have
the greatest health, and they also aren't automatically trained
with weapons like most characters are.

Bonuses: The Hacker adds one half of
their level (rounded down) to their hacking skill rolls. They also
gain a +2 bonus when making rolls against an AI's ego.

 


ABILITIES RECEIVED AS THE HACKER ADVANCES IN
LEVELS:

2nd
Level: The Hacker adds an additional skill point in both
encryption and net running. This is above and beyond the normal
skill points gained for class advancement.

3rd
Level: At this level, the Hacker gets a choice of adding a
+1 to their attack bonus in cyberspace or they can add one skill
point to each of the following: computerese, concentration,
cybernetics, decipher, hacking, and net running.

4th
Level: At this level, the Hacker gains a +2 bonus against
ICE.

6th
Level: At this level, the Hacker is able to upgrade any one
program on their computer system or AI.

7th
Level: The Hacker adds an additional skill point in sense
motive and computerese. This is above and beyond the normal skill
points gained for class advancement.

8th
Level: At this level, the Hacker gets a choice of adding a
+1 to their defense bonus in cyberspace or they can add one skill
point to each of the following: computerese, concentration,
cybernetics, decipher, hacking, and net running.

9th
Level: At this level, the Hacker gains an additional +2
bonus against ICE (making their total bonus +4).

11th
Level: At this level, the Hacker is able to upgrade any one
program on their computer system or AI.
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