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You don’t remember signing a contract, but The Company
owns you now, body and soul.

You have a debt, and they’re coming to collect. Whatever
you were before, this is your purpose now:

Finding a way to keep the creditors at bay.

Finding a way to get back...

N. MASYK
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It would be easy for a single ship to get lost up there...



... Wouldn’t it?
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WHAT IS THIS?
Into the Black is a sci-fi roleplaying game. In it, one person takes on the
role of the Chronicler and presents a futuristic universe of space
exploration and peril, while the others take on the role of Travelers and
create characters to embark upon a journey throughout that universe.

There are no further words by which I might describe or prepare you for
the journey ahead.

The contents of this tome, much like the contents of the Universe, are
mostly lies.
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TOOLS FOR SAFE PLAY
Sometimes the situations at hand, inside or outside of the game sphere,
may make a Player or Chronicler feel unwelcome, unsafe, or otherwise not
enjoying themselves. Safety tools are a way by which a group can check in
within each other before, during and after sessions in order to make sure
that everyone is having fun, comfortable, and feeling safe at the table.
Communication and trust are key for a successful game. It is everyone’s
responsibility at the table to make sure that the well-being of those at the
table take precedent over whatever is going on inside the game.

The TTRPG Safety Toolkit is a resource created by Kienna Shaw and
Lauren Bryant-Monk. The TTRPG Safety Toolkit is a compilation of safety
tools that have been designed by members of the tabletop roleplaying
games community for use by players and Chroniclers at the table.

Session 0s are a great way to begin communication, set expectations on
the kind of story and play, and introduce and discuss what safety tools
will be used at the table.

Lines and Veils are used to set boundaries on content in a game. Lines are
hard limits on content, things that the Chronicler or the players don’t
want to engage in. Setting up a line means that content won’t show up in
the game at all. Veils are soft limits, things that are ok “behind a curtain”
or when they “cut-to-black.” Setting up a veil means that the content
might be in the game but not spotlighted or described in great detail.
Lines and veils can be adjusted as needed throughout the game.

The X Card is a check-in tool. It can be used by tapping physical cards,
typing the letter in the chat function of the video conference software or
virtual tabletop you are using, or using hand signals. Before the game
begins, remind everyone that it is available and how to use it.

The X Card can be used at any point if a participant is uncomfortable with
the content happening in-game. When the X card is used by tapping the
card or typing an “X” in the chat, the group can change, rewind, or skip the
content.

The Open Door is the assurance that someone can leave or take a break
from the game for their own safety and well-being without being judged.
State this at the beginning and periodically throughout the game.
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For games longer than 2 hours or games that have intense content, having
a short built-in break is recommended to allow people to stay focused and
process. Allow for discussion, bio breaks, or any other needs during this
time.

Emotions and stress from the game can bleed over into post-game life.
This can affect the enjoyment of the game, as well as out-of-game
relationships between players and Chronicler if not worked through. Being
open and honest about where the game begins and ends, and being
conscious of which feelings belong to the player and which are just bleed,
helps to mitigate the effects.

Together as a group after the game, check-in with everyone to see how
they are feeling. This is an open way for everyone to emotionally
decompress, talk through, and process the events of the session in a safe
environment. Encourage everyone to practice their own forms of self-care
and remind them that their mental health comes first.

Debriefing as a group is a great way to reflect on the game, identify
possible issues, highlight the fun things to continue, and work through
potential bleed. Debriefing can happen right after the game or in the days
following the stream.

Stars and Wishes are used to reflect on the session and communicate
feedback in a positive and forward-facing way. At the end of the game, go
around and get everyone to state a star and wish.

Stars are things that the participants really enjoyed and loved about the
game. This could include a particular moment of roleplay, an encounter
created by the Chronicler, or anything else that stuck out as something
awesome during the game.

Wishes are things that the participants would like to see in future
sessions. This could include particular interactions between characters,
potential story moments and development, or anything else that could
make the game even better in the future.

“If you're a fascist, you're not welcome to play this game. It's against the
rules. If you're reading this and thinking, "You just call everyone you
disagree with a fascist," then you're probably a fascist, or incapable from
drawing inferences from context and acknowledging a dangerous political
climate that causes the oppressed to be hyperbolic. Don't play this game.
Heal yourself. Grow. Learn. Watch some Mr. Rogers' Neighborhood or
something.”
-Olivia Hill



5

CHARACTER CREATION
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CHOOSE A CLASS
There are three Careers: Soldier, Specialist, and Technician.

You begin at Level 1, with 0 XP and 3d6 x 10 Credits (C).

ROLL ATTRIBUTES
Player characters (Travelers) have three abilities: Body, Mind, and Will.
When creating a Traveler, roll 3d6 for each of their abilities, in order,
keeping the highest two results for each roll.

Soldiers can re-roll Body.

Specialists can re-roll Will.

Technicians can re-roll Mind.
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SOLDIER ABILITIES
When you kill an enemy, you may immediately make another attack.

You can make a number of Free Attacks per combat round equal to your
level.

You are skilled at tasks related to fighting.

You begin with a heavy hardsuit and up to three weapons of their choice.
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SPECIALIST ABILITIES
You can use Kinesis.

You can make one Free Attack per Round.

You are skilled at tasks related to telepathy.

You begin with a light hardsuit and a single weapon of your choice. You
begin knowing 3 kinesis abilities.
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TECHNICIAN ABILITIES
You can use Tech abilities.

You can make a number of Free Attacks per combat round equal to half
your level, rounded up.

You are skilled at tasks related to technology.

You begin with a medium hardsuit and two weapons of your choice. You
begin with a single tool.
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YOUR DEBT
As a group, you share a debt of 1,000,000 C.

Have each Traveler roll a 1d20. The player with the highest roll specifies
the debtholder that the Travelers owe money to through their vocation.

Debtholders pursue payment regularly. Often violently.

ROLL A BACKGROUND
Roll 1d6 and then as many d20s as you like to randomly generate your
Traveler.



12

1. HUMAN

Survivors of a dying world. Climate change and techno-feudalism has
reduced humanity to polar extremes - billionaires living deep
underground, in arcologies powered by a faltering core, and everyone else,
crowded into mega-cities and orbital platforms. The “lucky” ones were
packed tight into the so-called Arks and flung to the furthest stars
imaginable in order to find new worlds for The Company to exploit.

Gain Advantage on reaction rolls made with other humans.
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2. SYNTH

Artificial Intelligence bound to an organic/mechanical hybrid shell. While
mostly resembling humans, synths are manufactured with uncanny
features and movements, so as to be easily distinguishable. First
developed by The Company for some servile, degrading, or dangerous job,
many synths have discovered a new autonomy out among the stars. Most
alien races lack the prejudices of humanity and welcome you openly.

You do not need to eat or breathe. You do not take damage from
drowning, suffocation, extreme temperatures, poisons, or toxic fungal
spores.
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3. TELLURIAN

Squat, warty-skinned fungoids from a high-gravity, high-radiation world,
the militaristic Tellurians were the footsoldiers of a vast Star Empire for
several thousand years. Since the collapse, they’ve largely taken to
newfound pursuits unavailable to them previously - such as poetry and
interpretive dance - with as much enthusiasm and zeal as they ever took
to marching and fighting. They still love a good fight, though. Tellurians
“speak” through subtle changes in color and scent.

Gain Advantage on saves made against the effects of radiation.
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4. VESPIAN

Winged insectoids from vast, planet-sprawling hive-cities in the near-
lightless depths of space. Vespian society is structured around a rigid
caste system, which is probably why they’re always engaged in some kind
of cultural shift or civil war. While some vespians take comfort in
performing the same task all their lives, others take to the stars in pursuit
of something new. They communicate via subharmonic binary chittering.

Gain Advantage on rolls made that relate to your vocation.
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5. NEPENTHES

Semi-carnivorous humanoid flora from fecund worlds near the warmth
and light of the galactic core, nepenthes exist in symbiotic and tight-knit
communities. They are highly logic-driven and typically linear-thinking,
leading the galaxy in integrated biotechnology and the medical arts and
sciences. Nepenthes achieve a sort of near-immortality by spreading their
consciousness across multiple grown polybodies in order to maximize
efficiency. They communicate largely in sign language.

When you are reduced to 0 Stamina, you may instead transfer your
consciousness to one of your poly-bodies. Halve your current Level.
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6. CERULEAN

Beautiful, luminous-scaled and tentacle-headed androgynes from a low-
gravity ocean world. Ceruleans are exceedingly long-lived and as a result
tend to excel at galactic politics and trade. Highly enlightened, if on the
hedonistic side, most fashionable trends, whether it be the arts, music, or
cuisine, tend to have cerulean origins, if not patronage. They are known to
be bioluminescent, produce mind-altering pheremones, and are among the
most skilled specialists in the known galaxy. Ceruleans communicate
exclusively via short-range telepathy.

Begin with a random additional Kinesis ability, even if you are not a
specialist.
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ROLL AVOCATION
You count as skilled at tasks related to your vocation. Your vocation also
determines who the group is indebted to.

1. Entertainer. Your debt is to the Hale Foundation.

2. Gambler. Your debt is to Diversified Horizon Sports.

3. Homesteader. Your debt is to Darlak Seafood Concerns.

4. Smuggler. Your debt is to Blacksun Pharmaceuticals.

5. Researcher. Your debt is to Rand Technologies.

6. Merchant. Your debt is to Deacon Industries.

7. Drifter. Your debt is to Serrice University.

8. Laborer. Your debt is to Romanov Materials.

9. Hacker. Your debt is to Victus Energy Refreshments.

10. Mechanic. Your debt is to Ymir Technologies.

11. Bureaucrat. Your debt is to Tellurian State Arms.

12. Tradesperson. Your debt is to The Company.

13. Physician. Your debt is to GeneSys Labs.

14. Engineer. Your debt is to Icarus Skunkworks.

15. Mercenary. Your debt is to Yibami Risk Control Services.

16. Pilot. Your debt is to the Eshedraze Combine.

17. Diplomat. Your debt is to the Cerulean Republican Council.

18. Soldier. Your debt is to Medusa Fabrications.

19. Scientist. Your debt is to Haliat Cyberlogistics.

20. Outlaw. Your debt is to the Eclipse Union.
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ROLL AN EXTRA
1. +1 Body.

2. +1 Mind.

3. +1 Will.

4. +2 inventory slots.

5. +1 Gear Bubble.

6. Roll another vocation.

FINISHING TOUCHES
Describe your Traveler’s clothing and appearance and tell the others your
pronouns.

Every group of Travelers begins with a ship:

“JUNKER”-CLASS FRIGATE

Cost: 25,000 C
Ship Armor Value: 4
Shield Points: 12
Hull Points: 6
Weapon Points: 1 (Point Defense Laser, 500 C. Close. 1d6-1
damage. Overheats on a 1.)
Repair Bubbles: 5
Passenger Points: 12
Cargo Points: 6
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You’ll have to give her a name and determine where you got her. Roll 2d6
and 1d20:
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TRAVELERS
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SAVES
If you have neither the skill nor the requisite tools for a task, you cannot
succeed.

If you have both the skill and the requisite tool for a task, you
automatically succeed.

If you have either the necessary skills or the proper tools, roll a 1d20. If
the result is equal to or less than your most appropriate Attribute, you
succeed.

ADVANTAGE AND DISADVANTAGE
If you are making a save in a situation where you have an edge, roll 2d20
and choose the lowest roll.

If you are making a save in a situation where you are at a vulnerability, roll
2d20 and choose the highest roll.

If you ever have both Advantage and Disadvantage, they cancel each
other out.

SHIELDS AND STAMINA
When you take damage, subtract it from your Shields.

If you have no Shields remaining, subtract it from your Stamina, instead.

If you would be reduced to zero or less Stamina, make a Body save. If you
succeed, you are unconscious and awake in d6 Rounds with 1 Stamina. If
you fail, you die.
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REST AND HEALING
Inside of combat, you may spend a Round to recover 1d6 Shields.

Outside of combat, you may spend a Turn resting to fully recover your
Shields.

Stamina may only be recovered through professional medical attention in
a safe zone.

CARRYING THINGS
You have 10 inventory slots. Your weapons, hardsuit, and relics take up
slots when you carry them. Weapons take up slots equal to their size:
small weapons take up 1 slot, medium weapons take up 2 slots, and large
weapons take up 3 slots. Hardsuits take up slots equal to its AV. Each
inventory slot can hold up to 200 Credit chits. Most mundane items take
up one slot.

GEAR BUBBLES
You have five Gear Bubbles. At any time, you may fill a Gear Bubble to add
a piece of mundane gear to your inventory, as if it had always been there.

When reloading a weapon, fill a Gear Bubble.

While in a safe zone, you may pay 25 C to empty all of your Gear Bubbles.
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WEAPONS
Melee, 2 C. Close. 1d6-1 damage. Bypasses Shields.

Pistols, 5 C. Close. 1d6-1 damage. Reload on a 1.

Submachine guns, 7 C. Close. 1d6. Reload on a 1 or 2.

Shotguns, 10 C. Near. 1d6+1. Reload on a 1 or 2.

Carbines, 15 C. Near. 2d6. Reload on a 2, 3, or 4.

Heavy rifles, 25 C. Far. 3d6. Reload every shot.

Heavy weapons, 50 C. Far. 4d6. One use only.

Readying or reloading a pistol or submachine gun takes no action.

Readying or reloading a shotgun or carbine takes a move action.

Readying or reloading a heavy rifle or heavy weapon takes an entire
Round.

Weapons have a model and a manufacturer. When acquiring a weapon, it
is a (2d6 twice):
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RANGES
An enemy must be within range to be attacked. Movement is also
measured through range bands.

Close: About a room away.

Near: About a building away.

Far: About a city block away.

HARDSUITS
Light, 15 C. 4 AV.

Medium, 25 C. 6 AV.

Heavy, 50 C. 8 AV.

Like weapons, hardsuits have a model and a manufacturer. When
acquiring a hardsuit, it is a (2d6 twice):
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COMBAT ROUNDS
At the start of each Round, the Chronicler rolls 1d6. On a 1-3, enemies go
first. On a 4-6, Travelers go first.

On each character’s Round, they may move one increment along the range
band, and take one action.

FREE ATTACKS
If an enemy that is Close does anything that is not an attack or recharging
a Shield (move away, use a Kinesis/Tech, ready a weapon, etc), you may
make a Free Attack.

Specialists can make one Free Attack each Round. Soldiers can make a
number of Free Attacks each Round equal to their level. Technicians can
make a number of Free Attacks each Round equal to half their level,
rounded up. NPC enemies can make two Free Attacks each Round.

ATTACKS
Attacks hit automatically. Roll damage, reducing Armor and applying the
result to Shields. If Shields are depleted, apply the result to Stamina
instead.

HARDSUIT DEGRADATION
Hardsuits reduce incoming damage by its Armor Value (AV). When an
attack is reduced, lower the hardsuit’s AV by 1.

While in a settlement, hardsuits can be repaired by a technician. It takes 5
C and 1 Shift’s worth of work for each point of AV repaired (up to the
hardsuit’s starting AV). If your hardsuit ever reaches 0 AV, it is broken and
must be replaced.
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SPECIAL ATTACKS
If you attack with an edge (flanking, high ground), roll damage with
Advantage.

If you attack an enemy unawares, apply damage directly to Stamina,
bypassing Shields.

You may forego attack damage to perform a maneuver instead, such as
pushing or tripping your enemy, or grappling or disarming them where
appropriate.

GAINING XP
You gain Experience Points (XP) for overcoming enemies, making
discoveries, and completing endeavours.

For each Credit you make in an endeavour, you gain 1 XP. Enemies give an
amount of XP equal to 50 x their HD, whether killed or avoided.
Discoveries have an XP value based on their strangeness.

All XP earned is split evenly among all Travelers.
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CHRONICLER
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TIME
In a small-scale area, time is measured in Turns and Rounds.

A Turn is approximately ten minutes. Most things, outside of combat, take
one Turn: an Attribute save, a short rest to recover Shields, or searching
an area.

Every Turn, roll 1d6. On a 1, the Travelers have a random encounter. Roll
on the appropriate encounter table. On a 6, they have made a discovery.
Roll on the appropriate discovery table.

In combat, time passes in Rounds. A Round is approximately one minute
(there are ten Rounds in a Turn). In a combat Round, Travelers can move
one increment along the range band and perform one action: ready a
weapon, attack, use a Tech or Kinesis ability, make an Attribute save.

On a larger scale, time passes in 6-hour Shifts. In a Shift while planetside,
Travelers can travel one hex, explore a hex, or make camp and rest. In a
Shift while in space, Travelers can travel one sector, explore a sector, or
rest in cryosleep. In a Shift in a settlement, Travelers can walk about and
interact with an NPC or a location, or find a place to catch some rest.

Roll for random encounters and discoveries per Shift.

SURPRISE
If combat should begin, if one side has taken the other by surprise, the
surprised party takes no actions in the first combat Round.

If neither party is surprised, they encounter each other simultaneously.

If encounter distance isn’t immediately obvious, assume that all
combattants are Close if indoors, and Near if outdoors.
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REACTIONS
Unless it is otherwise obvious, roll to determine a party’s Reaction when
they encounter the Travelers for the first time.

MORALE
When there’s a chance that an enemy or group of enemies might lose their
nerve in combat, roll Morale.

In combat with a single enemy, roll Morale at the end of each Round
where they took Stamina damage.

In combat with a group of enemies, roll Morae at the end of each Round
in which one of them has died.

To roll Morale, roll a 2d6 equal to or less than the enemy’s HD. If
successful, they continue to fight. If they fail, they run at the first
opportunity - though they might regroup to strike again from a stronger
position.
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ENCOUNTERS
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Enemies have 1d6+HD Stamina, and HDd6 Shields. In the event that an
enemy needs to make a save, they make it at HD + 5.

By default, enemy attacks do 1d6 damage. Enemies of HD 1-4 have one
attack, HD 5-9 have two attacks, HD 10-14 have three attacks, and HD 15+
have four.
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MISCELLANEA
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DATA-DISCS

Roll d20s to generate strange and interesting data-discs to be found
throughout the galaxy.
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CLOTHES

Roll d20s to generate strange and interesting clothes to be worn
throughout the galaxy.
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DRUGS

Roll d20s to generate strange and interesting drugs to be sold or
consumed throughout the galaxy.
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CORPORATIONS
Roll d20s to generate predatory and terrifying drugs to be feared
throughout the galaxy.
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PIRATES
Roll d20s to generate desperate and greedy space pirates to be avoided or
engaged with throughout the galaxy.
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NOMADS

Roll d20s to generate wandering space nomads to assist or trade with
throughout the galaxy.
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CARAVANS

Roll d20s to generate convoys and caravans to be raided, employed by, or
traded with throughout the galaxy.
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TECHNOBABBLE

Roll d20s to quickly generate some technobabble.
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A QUICK NPC

Roll d20s to generate a quick NPC.
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SEARCHING, YOU FIND...

Roll d66 to generate an interesting discovery.
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MAPPING THE GALAXY
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To map out the Traveler’s current surroundings, start with a blank sheet of
paper and roll 1d6+3. Die drop that many d6s onto the blank sheet. These
represent planets in the sector. Draw concentric circles equal to each die
result around each dropped die in the location they landed. These are the
orbital subsectors around each planet. Grid out the blank areas between
planetary subsectors with as many or as few darkspace subsectors as
desired.

ORBITAL SUBSECTORS
For orbital subsectors, roll 1d6:

1-2. Empty.

3-4. Planet.

5. Settlement.

6. Encounter.

DARKSPACE SUBSECTORS
For darkspace subsectors, roll 1d6:

1-2. Empty.

3. Planet.

4. Settlement.

5. Encounter.

6. Anomaly.
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PLANETARY GENERATOR
Roll 2d20 or mix and match to generate a planet.
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SETTLEMENT GENERATOR
Roll 2d20 or mix and match to generate a settlement, space station, or
starport.
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ANOMALY
Roll d66 to generate interesting space scenery.
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TRADING AND GOODS
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TRADE OBSTACLES
Roll 1d20 to generate interesting obstacles along a trade route.
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TRADE GOODS
Roll d66 to generate strange goods to trade and who might want them.
Italicized price is per pallet.
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KINESIS
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Kinesis is the ability to spontaneously create gravity fields through neuro-
electrical impulses. Specialists use special surgically-implanted kinetic
amplifiers to generate these fields through “physical mnemonics,” whereby
through the use of certain physical gestures, neurons are fired in specific
sequences through the specialist’s amplifier, creating the desired effect.

To use kinesis, make a Will save and lose Shields equal to the ability’s
kinesis level. On a success the kinetic ability is used as normal, on a failure
it is not. A specialist cannot use a kinesis ability above their level.

Specialists start with 3 known gnostic abilities. Each level, roll to develop
a random new kinesis. To roll a random kinesis, roll 1d6 for the kinesis
level and 1d6 for the kinesis ability. On a roll of 6 to determine kinesis
level, choose any kinesis ability.

KINESIS LIST

LEVEL ONE

1-2. Telekine

3. Slam

4. Lift

5. Pull

6. Push

LEVEL TWO

1. Warp

2-3. Focus

4-5. Charge

6. Barrier
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LEVEL THREE

1-2. Drain

3-4. Flash

5-6. Phase

LEVEL FOUR

1-2. Shockwave

3-4. Nova

5-6. Reave

LEVEL FIVE

1-2. Singularity

3-4. Stasis

5-6. Flare



71

KINESIS DESCRIPTIONS
BARRIER (LEVEL 2)
Create a temporary barrier around someone in view of the specialist. Acts
as a hardsuit with an AV of 6 that lasts for one hour and degrades as
normal.

CHARGE (LEVEL 2)
Rush forward and crash into a target with titanic strength. The specialist
moves as many range increments as necessary to be Close with a visible
target and deals 2d6 damage.

DRAIN (LEVEL 3)
Drain a target’s Shields. Instantly remove 3d6 Shields from a target within
Near.

FLARE (LEVEL 5)
A (mostly) controlled gravitational collapse of an ultra-dense singularity.
Deals 3d6 damage to a single visible target and everything Close,
including objects.

FLASH (LEVEL 3)
A retina-searing flash of bio-electricity that destroys sensory equipment.
All targets Close and Near must make a Body save or suffer Disadvantage
to all rolls for 1d6 Rounds.

FOCUS (LEVEL 2)
A surge of kinetic strength by tactical application of micro-fields. For 1d6
Rounds, make all Body saves with Advantage.

LIFT (LEVEL 1)
Levitate objects with a kinetic field. Small to medium-sized objects or
people (up to a person in size) may be levitated easily; objects of shuttle
size or larger requires a Will save. For exceptionally large or heavy objects,
that Will save is at Disadvantage.
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NOVA (LEVEL 4)
Channel Shield energy into a localized electromagnetic burst. Reduces the
specialists’ Shields to 0. For each 6 points of Shield removed, deal 1d6
damage to everything Close.

PHASE (LEVEL 3)
Use micro-magnetic kinetic fields to “teleport” the specialist a few feet in
another direction. The specialist can spend a Free Attack to use this
kinetic ability and avoid the first attack made against them in a Round.

PULL (LEVEL 1)
Bring a small or medium-sized object or person (up to a person in size)
one range increment closer to the specialist.

PUSH (LEVEL 1)
Knock over a small or medium-sized object or person (up to a person in
size) with a localized kinetic field. The object or person is struck with a
buffet of energy that, while not immediately harmful or painful, renders
them prone.

REAVE (LEVEL 4)
A more powerful variation of Warp. Deal 2d6 damage to a Near target
that is visible.

SHOCKWAVE (LEVEL 4)
A web of kinetic energy that scrambles and disables electrical equipment.
Renders a piece of electrical equipment that is visible and Near inoperable
for 1d6 Rounds.

SINGULARITY (LEVEL 5)
Create a miniaturized black hole at a location within Near. Everything
Close to the singularity up to medium-sized - people, objects, etc - are
drawn into the singularity, caught in a localized gravitational sphere that
renders them immobile and helpless. The singularity winks out of
existence in 1d6 Rounds.
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SLAM (LEVEL 1)
Create a localized field around a fist or foot to generate a powerful melee
attack. Make a Close attack for 1d6+1.

STASIS (LEVEL 5)
Entomb a single visible target in a time-space stasis field. For 1d6 Rounds
the target cannot act or be acted upon in any manner. The specialist must
maintain concentration on this kinesis and cannot perform any other
actions for the duration. If the specialist is interfered with, they must
make a Will save or the kinesis is lost.

TELEKINE (LEVEL 1)
Manipulate small objects with localized kinetic fields. Can lift, move, or
manipulate anything the specialist would be able to physically, up to
Near. Telekine does not damage Shields.

WARP (LEVEL 2)
Rearrange a target at the molecular level. Deal 1d6+1 damage to a Near
target that is visible.
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Technicians use a variety of tools and equipment to get their jobs done.
Some of these have wider application than they were intended.

In practical terms a technician can use a Tech ability as a combat action.
Techs utilize tools, which must be purchased. A technician’s level
determines how many tools they are able to integrate with at any time.
Active tools may be swapped out with a technician’s total available tools
over the course of a Shift spent doing nothing but updating the
technician’s active tools.

A technician begins with 1 tool of their choice.

ARC GRENADE (10 C)
Wrist-mounted launcher for micro-electromagnetic pulse generators. Fires
up to Near; all electronic systems Close to impact point are rendered
inoperable for 1d6 Rounds. On a 6, they are permanently damaged.

COMBAT DRONE (20 C)
HD 1 remote drone that obeys simple commands issued by the technician.
Equipped with a self-powered laser that deals 1d6-1 damage. On a 1, the
drone has burned out its internal generator and powers down.

CRYO BEAM (10 C)
Project a column of liquid nitrogen from a wrist-mounted device. Deals
1d6 damage to a target and they must make a Body save or be stunned
for 1d6 Rounds.

DECOY (15 C)
Holographic deployable decoy to draw enemy attention and fire. The
technician can spend a Free Attack to avoid the first attack made against
them in a Round.

DECRYPTION MATRIX (5 C)
Virtual intelligence interface designed to overload encrypted systems.
Gain Advantage to hacking and decryption saves.
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DEFENSE DRONE (20 C)
HD 1 remote drone that obeys simple commands issued by the technician.
Projects a localized shield generator on all Close allies. When spending a
Round to recover 1d6 Shields, recover 2d6 Shields instead. On a 1,1 the
drone has burned out its internal generator and powers down.

ENERGY DRAIN (15 C)
Siphon energy from an electronic device to power the technician’s Shields.
Against a target with Shields, remove 2d6 Shields to restore 2d6 Shields to
the technician. Against an electronic device, the technician makes a Mind
save to instantly restore 2d6 Shields.

FLAMETHROWER (10 C)
Project a column of flame from a wrist-mounted device. Deals 2d6 damage
to a target and everything Close to the target unless they can make a
Body save.

NEURALWHIP (10 C)
3D-printed deployable, single-use non-lethal deterrent. A single target
within Near must make a Body save or be stunned for 1d6 Rounds, unable
to act.

OMNI-BLADE (10 C)
3D-printed deployable simple, single-use melee weapon with a
monomolecular edge. Make a Close attack for 1d6+1.

OVERLOAD (15 C)
Overload a single target’s shields within Near. Instantly remove 3d6
Shields.

REPAIR DRONE (20 C)
HD 1 remote drone that obeys simple commands issued by the technician.
Grants Advantage on saves made to repair damaged or broken electronics
or equipment. The drone can be overclocked to instantly restore 1d6 AV to
a hardsuit. This destroys the drone.
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SABOTAGE (10 C)
Virtual intelligence interface designed to violently disable electronic
systems. With a successful Mind save, an electronic device can be rigged
to detonate for 1d6 damage to everything Close, either upon activation or
on a time delay.

TACTICAL CLOAK (15 C)
Active camouflage. Surrounds the technician with a localized field of
refracted light. For 1 Shift, or until they are revealed (through attacking,
attracting attention to themselves, etc), they are invisible and all
electronic methods of detection roll at Disadvantage.

TARGET LOCK (10 C)
Targeting laser. Paint a target within Near to grant all damage rolls made
against that target for 1d6 rounds to be made with Advantage.

TECH ARMOR (15 C)
3d-printed deployable carbon-polymer hardsuit reinforcement. Acts as a
hardsuit with an AV of 6 that lasts for one hour and degrades as normal.
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Travelers require the appropriate skill or tools to operate spacecraft.
Regular day-to-day operation of these vessels do not require Attribute
saves. Ship-based actions that require extra effort or involve an element
of risk require an appropriate Attribute save.

EXAMPLE ATTRIBUTE SAVES
• Body: Hull integrity, ramming, fuel supplies, non-combat damage, etc.
• Mind: Speed, handling, acceleration, data-banks, jump drive

triangulation, etc.
• Will: Sensors, calculating ranges. Sleekness, onboard amenities, etc.

SHIP ATTRIBUTES
Class is the size of a ship. This determines the number of Free Attacks a
ship may perform. Fighters can make one Free Attack per Round. Frigates
can make two Free Attacks per Round. Cruisers can make three Free
Attacks per Round. Dreadnoughts can make four Free Attacks per Round.

Ship Armor Value functions the same as character Armor Value. Ship
Armor Value reduces incoming damage by its Armor Value (AV). When an
attack is reduced, lower the ship’s AV by 1.
While in a spaceport, ship Armor can be repaired by a technician. It takes
50 C and 1 Shift’s worth of work for each point of AV repaired (up to the
ship’s starting AV).

Shield Points function the same as character Shields. When a ship takes
damage, subtract it from its Shields. If a ship has no more Shields,
subtract damage from its Hull Points instead.
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Hull Points function the same as character Stamina. If a ship is reduced to
0 or less Hull Points, roll a 2d6 on the Structure Damage Table.

Weapon Points are how many weapon systems a ship can have installed.

Repair Bubbles function like Traveler Gear Bubbles. Most ships will have
five Repair Bubbles, though larger ships may have more. At any time, you
may fill a Repair Bubble to restore a damaged system. When cooling a
weapon, fill a Repair Bubble. When a FTL jump is made, fill a Repair
Bubble. While in a starport, you may pay 250 C to empty all of your Repair
Bubbles.

Passenger Points are how many passengers a ship can comfortably
accommodate for any length of travel.

Cargo Points are how many pallets of cargo a ship can haul.
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SHIELDS AND REPAIRS
Inside of combat, you may spend a Round to recover 1d6 Shields.

Outside of combat, you may spend a Turn resting to fully recover your
Shields.

Hull Points may only be recovered through professional repair attention in
a safe zone.

SHIP COMBAT
At the start of each Round, the Chronicler rolls 1d6. On a 1-3, enemies go
first. On a 4-6, Travelers go first.

On each character’s Round, they may move their ship one increment along
the range band, and take one action.

If an enemy that is Close does anything that is not an attack or recharging
a Shield (move away, make an Attribute save, etc), you may make a Free
Attack.

Attacks hit automatically. Roll damage, reducing Armor and applying the
result to Shields. If Shields are depleted, apply the result to Hull Points
instead.

If you attack with an edge (flanking, high ground), roll damage with
Advantage.

If you attack an enemy unawares, apply damage directly to Hull Points,
bypassing Shields.



86

SHIPWEAPONS
Melee, 200 C. Close. 1d6-1 damage. Bypasses Shields.

Point Defense Laser, 500 C. Close. 1d6-1 damage. Overheats on a
1.

Heavy Laser, 700 C. Close. 1d6. Overheats on a 1 or 2.

Macrocannon*, 1,000 C. Near. 1d6+1. Overheats on a 1 or 2.

Railgun*, 1,500 C. Near. 2d6. Overheats on a 2, 3, or 4.

Magnetohydrodynamic Lance*, 2,500 C. Far. 3d6. Overheats
every shot.

Torpedo*, 5,000 C. Far. 4d6. One use only.

Readying or cooling a point defense laser or heavy laser takes no action.

Readying or cooling a macrocannon or railgun takes a move action.

Readying or cooling a magnetohydrodynamic lance or torpedo takes an
entire Round.

Weapons with an asterisk beside their names are spinal-mounted
weapons, too large to be fitted to anything smaller than a Frigate.
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“HORNET”-CLASS SUPERIORITY FIGHTER

Cost: 10,000 C
Ship Armor Value: 2
Shield Points: 4
Hull Points: 4
Weapon Points: 1
Repair Bubbles: 1
Passenger Points: 2
Cargo Points: 0

“RAPTOR”-CLASS FIGHTER-BOMBER

Cost: 20,000 C
Ship Armor Value: 3
Shield Points: 6
Hull Points: 4
Weapon Points: 2
Repair Bubbles: 2
Passenger Points: 2
Cargo Points: 0

“ARGUS”-CLASS CARGO FRIGATE

Cost: 50,000 C
Ship Armor Value: 4
Shield Points: 12
Hull Points: 6
Weapon Points: 2
Repair Bubbles: 5
Passenger Points: 30
Cargo Points: 5
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“KOWLOON”-CLASS TRANSPORT FRIGATE

Cost: 75,000 C
Ship Armor Value: 5
Shield Points: 12
Hull Points: 6
Weapon Points: 2
Repair Bubbles: 5
Passenger Points: 100
Cargo Points: 4

“DOMINION”-CLASS PATROL FRIGATE

Cost: 125,000 C
Ship Armor Value: 8
Shield Points: 18
Hull Points: 9
Weapon Points: 6
Repair Bubbles: 6
Passenger Points: 50
Cargo Points: 3

“AIN-JALUT”-CLASS STEALTH FRIGATE

Cost: 175,000 C
Ship Armor Value: 6
Shield Points: 14
Hull Points: 8
Weapon Points: 5
Repair Bubbles: 3
Passenger Points: 75
Cargo Points: 2
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“PANOPLY”-CLASS ARMORED CARGO CRUISER

Cost: 500,000 C
Ship Armor Value: 10
Shield Points: 25
Hull Points: 10
Weapon Points: 5
Repair Bubbles: 5
Passenger Points: 125
Cargo Points: 10

“GLADIUS”-CLASS LIGHT CRUISER

Cost: 300,000 C
Ship Armor Value: 12
Shield Points: 30
Hull Points: 12
Weapon Points: 7
Repair Bubbles: 5
Passenger Points: 300
Cargo Points: 5

“ASCENSION”-CLASS DREADNOUGHT

Cost: 800,000 C
Ship Armor Value: 15
Shield Points: 35
Hull Points: 15
Weapon Points: 10
Repair Bubbles: 10
Passenger Points: 10,000
Cargo Points: 5
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