


n $%&|
“)) o H

A role-playing game, or RPG, is a narrative game in which playereaesdtared
storyline. Players take on the personas of characters, and a Game MisBtdic{@es to
them their surroundings, and the effects of their actions.

Dice, character statistics, and a system of rules are often used toleshd, reflgance and
a need for solid planning. Players create their characters and improvst#tistically as
they further the storyline.
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Point of Collapse is an RPG set in a near-future science fiction setting, \whatheas
around social chaos and military strife. It is a game that focuses omwsedress,
personal conflict, and personal values.

Point of Collapse is a quick-paced narrative game, focused around interactivity and
decision-making. Its mechanics are used to develop characters, not to restosfoon
them.

Point of Collapse is originally developed for Play by Post (PBP) or Playriayl E
(PBeM) gameplay. Its single roll mechanics, coupled with focus on fleyibilid a light
rules system, make it a game easily played online.

However, it is not designed strictly for PBP/PBeM, and works really wel abletop
game as well.
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If play in a PBP game, all that you will require is this rulebook, somewheredalre
your character, and an online dice generator.

We suggest using the following dice generatorw.pbemnexus.com

If you play as a tabletop game, all that you will require is this rulebook, one or more
d10s, somewhere to record your character, and a table to play on.
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Point of Collapse is set in the year 2087, after roughly 45 years of world war.

Most of the world’s economy has collapse, and fighting continues between America’s
and China’s coalitions, purely out of arrogance and bloodthirst.

Nuclear weaponry tore apart the globe for a full ten years of the Vaaeklmeing
decommissioned. Radiation, mutation, and wasteland cover patches of the globe.

As governments and societies crumble, corporations begin to develop their owa privat
armies, seeing fit that they take over for the failing institutions of laal-Mart starts
garrisoning their stores with private soldiers in an effort to keep theitgpsafie.

Microsoft begins transporting their products through armoured bus routes.

The communist coalition of China clashes with the capitalist coalition of Ameknd
many turn to anarchy as the only mode for globe peace; thousands are convinced that
collapsing the world hierarchy will end the war.

In all of this, however, people still try to go about regular life. In some @hdszones,
even amidst fighting and heavy terrorist attack, the masses still retin@irt offices
every morning.

The sheer amount of unrest causes police and legal practitioners to changehagproac
drastically. In America, the death penalty becomes enforceable fortaimosrime.
Prisoners are often bound and tried on the street, with the judge and jury arriving in
armoured transports. Most commonly with public execution following.

The age of turmoil has dawned on humankind, as it struggles for its humanity. And in this
world, no one is at calm. You play a character conflicted by inner demoms) toyi
reconcile the world around you with the world within you.
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The world of Point of Collapse is one in turmoil, and one that is constantly
reconstructing itself. As such, it is not a static setting. The world chargkevolves,
and the narration must follow suit.

This chapter does not attempt to give you a world map, or to outline the governments of
every country and state. There is no database-esque list of corporate play&fs, nor
terrorist groups.

What you will find here are snapshots of the Point of Collapse world, and a guide to
constructing the rest of the world as it is explored and re-explored. We lmelikffind
that this gives you a deeper sense of understanding of the Point of Collapse world,
without taking any of the creative freedoms away from you.
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2003 America invades Iraq.
2016 America invades Saudi Arabia, Mongolia.
2020 America re-invades Iraqg.
2024 Traditional American allies renounce the United States.
2030 China poses an ultimatum to the US: Pull out of the Middle East or we will
retaliate. America backs down, turns extremely hostile.
2030 China elects First Citizen Miee. Miee begins heavy militaizati
2032 America declares China to be “preparing for a war we won't let thge wa
2034 China annexes several Middle Eastern countries.
2036 Russia develops new, advanced human genetic modification technology.
2037 China’s conscription rate skyrockets, China’s army almost rivaliingriéa’s
in size and strength. America racing to keep up with Chinese armaments.
2038 China moves First Citizen’s Guard into South Korea, as a warning gesture.

SOUTH KOREA INCIDENT: After China refuses to remove troops, Amerits @at of
fear, bombing South Korea in an effort to wipe out the First Citizen’s Guard.

The nuclear warhead spread literally reaches all of South Korea, oblgeraist of the
entire country. This marks the start of the largest and bloodiest war in the history of
mankind.
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2038
2038
2038
2039

2040
2040

2041
2042
2042
2043
2045
2046
2048
2048
2049
2049

The start of World War is marked by the awe-inspiring South Korea Incident.
America annexes Mexico, Canada, and several South American states.
China annexes Japan, Indonesia, and several Middle Eastern states.
American troops are intercepted in Saudi Arabia, and fighting between
Chinese, Arabian and American troops continues for months.

Russia, allied by Eastern European support, invades Western Europe.
Russia driven out of Europe. Nuclear warheads are launched between Europe
and Russia over the course of several months. Germany and Western Russia
lay in complete ruins.

Wal-Mart begins building private army.

American scientists begin developing intelligent battle droids.

America invades South America, annexes all but southernmost regions.
China claims Asia as its own, begins conscripting from all Asian countries.
Russia re-commences attacks on Western Europe.

America invades Mediterranean after they refuse to sign annemagtee

Russia begins employing bio-engineered soldiers.

Washington destroyed in Russian attack.

FutureCorp formed, a company in charge of genetic enhancement fassoldie
Envision Inc. formed to manufacture Al-driven battle droids.

THE ICELAND INCIDENT. After nuclear attack in 2050, Iceland unexplaigaihks.
Scientists draw correlation between the nuclear attacks and the disappexdridme
country, however no one knows what the connection actually was.

Months later, North America and Europe are both hit by powerful tsunami waves.
No government has employed the use of nuclear weapons since.

2052

2053
2055
2058

2059
2060-70

2069
2070~

Envision Inc. and FutureCorp declare war on each other, both declaring the
other’s work unethical and shameful. They are both wiped out by 2059.
After complete government collapse, India is declared an anarclest stat
Russia seizes most of Europe.

Chinese troops land on American soil. Seventeen million civilians die before
the first wave is driven out.

America seizes African soil, begins invading Russia’s Europe.

America, Russia, and China focus all their military might into Eurasiad

a huge landmass into an ever-shifting war zone. Few countries stretching from
France to India are left with any economy afterwards.

The last of FutureCorp’s super-soldiers are decommissioned or retired.

All three superpowers near complete bankruptcy.

THE FUNDING WAR. From 2070 through to current day, all three world superpowers
are too far in debt to afford to fuel their own troops anymore. A new strategyesmerg
stockpile as much money as possible, then generate a small attack force ahd blitz t
enemy’s weak spots.

Most of the fighting now lies in the hands of guerrilla troops, terrorists, andnastarc
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A small South African strip of land between Durban and Pretoria, covering & sifetc
dry wasteland terrain.

The Rails are an armoured train route stretching from Durban to Pretoriaal3angs
international corporations have adopted a policy of mutual peace and cease-firagspanni
The Rails.

In most of Africa, the corporations are aggressive, warring and entrenchedveft,
throughout the stretch known as The Rails, these same corporations have signed pacts
recognizing the importance of this shared shipping route.

The trains used throughout The Rails are one of the last remaining retingision Inc
(as well as bio-integrated weaponry).

They are armoured, have a droid-repair program built internally, and are Headiy
with Envision weaponry armaments.
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The Rails are guarded by a task force called the Joint Corporate Defevice 8ESouth
Africa. They are paid for and governed by a council of Coca-Cola, Wal-M=auktheed
Martin, Instringe, and Oracle Technology.

The guards are contained to The Rails armoured train routes while on duty, and as such
rarely get the chance to converse with “the outside world”. As a result, thggraeslly
suspicious, aggressive, and prejudiced towards civilians.

They are well-known for shooting at literally anyone that steps too clodeet®ails,
even if they pose no threat or suspicion.
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Washington, DC was once the capitol of the United States of America. Even after
America’s empire grew during its annexation of much of North and South America,
Washington remained the capitol for a period.

As such, it became a symbol of American liberty during the war. And afteriéan
sought to take control of the Mediterranean, Russia felt personally thre:afarssia had
aimed to seize Europe for itself, and America was entering direct camtlicthem.

Two years later, in 2048, Russia launched a full-out assault on Washington, DC. The city
was devastated by several small nuclear warheads, followed by threeoivairasids.

The city fell to anarchy almost immediately, and America shiftecaipstol to the ever-
growing New York City. Guerrilla groups surfaced in Washington in an attengatin
control of the ruins.

Washington, DC turned into a wasteland — a battleground for scavengers and a deathbed
of many dreams.

6-- ("

Although much of the city was levelled, many buildings still stand. As such, theere is
ready supply of valuables within the chaos. Scavengers, thieves, and the homeless look
upon Washington as a new land of opportunity.

Guerrilla groups recognize Washington’s potential as a base of operatiomslNdbes
it symbolically represent the fall of America, but it is one of the few pl#tat American
troops rarely venture. Everyone knows its best to let sleeping dogs lie.

However, these groups are almost constantly in battle within the city. duighaoat
place, and everyone who enters the city knows that life is cheap.

The warfare isn’'t the only factor in trying to live in Washington. Nuclear tiadiatill
lingers in sporadic areas of the city, and exposure can damage you interaaligll A
many of the city’s natural inhabitants have been mutated by the radiatif@tts el he
sight of a mutated giant rat is not an uncommon one.

Some say that the radiation has caused a flare in psionic development in the city.
However, most contest the existence of psionics, never mind increased attivéy i
Washington area.
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In certain areas, predominantly Russian and American controlled soil, lawesnértc
has taken to trying their criminals on sight. Street Trials are an aghsgzectacle, one of
the most fascinating to witness in all of Point of Collapse.

After a perpetrator is captured, they are bound with force-weight gauothet®f the
few surviving marks of Envision Inc.) The gauntlets use stored energy suppligto we
the captured person’s arms and legs firmly to the ground.

Backup police vehicles arrive, securing the area from the gatheriwg.dcBnce the area
is deemed secure, the armoured trial vehicles arrive.

These armoured trial vehicles contain several guards, a judge, and two or nksréocler
record the trial.

Most trials carried out this way end in execution, done more for convenience tham justic
Others are imprisoned, or very rarely are released on conditions.

Many people take great interest in public executions. Crowds will often gdlinerthe
entire block.

Most trials take only a single hour, from arrest to execution. However, in this time
people flock to the area. Certain activist groups will use street trialsiaewimepersonal
soap box, ranting about the injustices of the world around them.
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FutureCorp was formed in 2049 by members of the
Russian scientific community. By that point, human
genetic modification was becoming a growing field.
Wealthy citizens could purchase upgrades for their unborn
children, which altered their mental capacity, rate of
aging, or even tolerance for pain.

FutureCorp aimed to develop genetically altered soldiers,
and they made huge leaps in a few short years.
FutureCorp developed “genetic inserts” which expanded
lung capacity, toughened skin, slowed bleeding, and
altered aging effects.

A FutureCorp soldier grew at twice the rate of a regular
human. However, upon hitting the physique of a twenty-
year old human, the genetic insert deteriorated and the
soldier grew at a regular or even decreased rate.
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In 2065, Russia retired roughly half of the super-soldiers they had in their ranksh#&Vith t
constantly failing economy, it became harder and harder to manage these hig
maintenance soldiers.

America responded in much the same way, retiring or “decommissioning” lsefvééra
FutureCorp soldiers. Although China didn’t begin retiring their soldiers justhest
ceased all orders for new ones.

By 2069, all the soldiers produced by FutureCorp had been retired, and released.

18 years after The Decommissioning, many FutureCorp soldiers atefstlive, but
without any sense of purpose or place. Some lend their extra-human abilities ttaguerr
or corporate armies. Others become vigilantes or independently acting aggressor

Others, however, retire. They grow old (albeit at a slower rate than we do), and they
relish the freedom to live their own lives.

Meeting a FutureCorp super-soldier means meeting a lot of things. Thesaldier
walking tanks, capable of great destruction. However, what's more relevant is the
destruction they’ve already gone through internally. They are the fengotiroes.
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The Wal-Mart Corporation grew to be one of the hugest worldwide chains inneeste
throughout the 2020’s. By the time the war started in 2038, they held more power than
numerous countries.

After several years of global aggression, Wal-Mart saw the potémtialmuch larger
expansion — a way to gain even in such abysmal times.

The Wal-Mart defensive force was one of the first major worldwide prevaiees. Wal-
Mart stated that the troops were trained solely for the purpose of defendiogeust
interests in turbulent times.

However, as other companies began building up private armies too, Wal-Mart decided to
take the next step: Declaring war on several other international chains.

Before the year 2050 ended, Wal-Mart had an army that matched many individual
countries. They had the power to control cities, and the power to take down other
organizations with ease.

Wal-Mart began offering Protected Communities, garrisoned complexes whiagthous
citizens, and all their shopping needs. Citizens often moved to these sites, réadizing
the domestic control was a fair trade for their immediate safety.

$ 8

Wal-Mart Protected Communities are large complexes which offer amodations,
utilities, Wal-Mart shopping outlets, bomb shelters and private garrisons. Nal@nl
they sell their protection to anyone who can pay the rent costs, but Wal-Mautsats
these communities as base for their troops.
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Protected Communities are often extremely stable. The amount of control eshef |
the citizens makes it hard for them to do anything but serve the corporate agénda tha
exists around them.

Although Wal-Mart communities offer protection and sanctuary, there are feviojobs

the teeming masses of residents huddled into such communities. Apart from enlisting
with the Wal-Mart army, or trying for a competitive position as storcthere is no

means for employment.

What this creates is a system of constant turnover: residents stay in tiogedrote
Communities as long as their funding holds out. Afterwards, they have no choice but to
turn back to the general city.
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The guerrilla group was formed in 2052, in response to the FutureCorp/Envision war, and
the battle zone they had turned New York State into. The York Anarchist Armyedtklie

that if they toppled the powers that be in New York, the city would transcend into
anarchy, and the government, corporate and military control would be forced to find a
new base of operations.

However, since the American government had so recently lost Washington to Russian
attack, they were unwilling to lose another great American city. Thelamer and
larger amounts of police forces into the city.

The York Anarchist’'s Army began attacking both FutureCorp and Envision troops, and
quickly the two companies left the battle ground. However, this wasn’t enough for the
York Anarchists: They wanted complete destruction of the city’s power systems.

$ 8

The York Anarchist’'s Army is one of the strongest and biggest guerrilla forces
America, and they have spread throughout the entire state of New York.

They possess an arsenal of explosives, traditional weaponry, and also high-tesh piec
recovered from Envision (as it had fled the city in 2055). They rely on disruptiorstactic
more than military might, realizing that rallying an oppressed people to e avill
make them stronger and more sustainable.
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Most governments fear anarchist organizations to a very high degree. If such an
organization gains the upper hand, they will strike mercilessly, aggrgssivel
constantly.
Governments will often double, or even triple, policing efforts as well as impasaing f
more aggressive policing strategies.
This will create a society that feels more and more oppressed, and a gatiéiges
faith in their government’s rule. This will create stronger support for thelisagroup.
The cycle often continues until the government backs out of the area, or the anarchist
group is stamped out.

The York Anarchist’'s Army is famous for giving idealistic, highly revolutigna
speeches, and for inciting large scale rioting in the streets of New York City

They are dangerous and cutthroat, but at the same time highly progressigenaand-f
thinking. Anarchy is a solution to their problems, and a way to wipe the slate dlean fo
fresh start.
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Point of Collapse is designed to have simplistic resolution systems, which reflec
character as much as conflict.

The core resolution method is as follows:

GM specifies a required score for success.

Player rolls a d10, adds bonuses from backgrounds, struggles and tools.
Depending on how far above or below the required score, the GM narrates
the resulting effects and outcomes.

I B

More about the character-influences are discussed in the CharactésrCpeat of the
chapter.
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It is important to keep in mind something when choosing difficulties: Those who have
experience or interest in a particular area will have a bigger advantageomplishing
certain tasks.

It is important to gauge this fact: You want characters with the experehesé¢ a

higher success rate at that particular task. But at the same time, yadio megke sure
characters aren’t able to automatically succeed at something!

When setting up a task that you want to be relatively easy, set it at 5-10.

When you want a task that requires skill and chance, set it at 10-15.

When you want a difficult task requiring training, focus, and good luck, set it above 15.
Keep in mind that this is literally only achievable with training in that paerdield.
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Although there is vast design freedom in your character, there
are some universal commonalities between all characters in
Point of Collapse.

All characters struggle, and their beliefs and actions become
conflicted. The world of Point of Collapse doesn't just
embody these struggles, it magnifies them. Your characters
moral dilemmas become one of the hugest focus points of the
game.

Another important part of your character is where they come
from. In a world of prejudice, alienation, war and allegiances,
your origins become your only tickets to safety in some places.

In some games, the mechanical elements of your character (ie,
the rules parts) are what define the character. In Point of
Collapse, we strive to have the thematic elements of your
character define you more than anything. The mechanical
elements aim to be reflections of your character’s beliefs,
struggles, goals, and dilemmas.
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Character generation consists of five major pieces:
by Sara Lazzerend
¥ Define character
The first stage is about taking the seed idea of your character, and evolviciggttaater
to include a birthplace, a family, a past, and a future.

¥ Set character backgrounds
The second stage is setting up the first part of the character sheet: backgrbisgart
feeds directly off of the Define Character stage, and is intringiliaked.

% Set character struggles
The third stage is defining the internal demons and conflicts of the characteettéing
mechanics to reflect this.

¥ Equip character
The forth stage is selecting equipment and tools for your character.

¥ Define starting scenario
The fifth and final stage is placing your finished character in a setting@nytire to
take off from.



The most important part of designing a character in Point of Collapse is aekirsgly,
“What do | want this character to do? What will this character fight for?”

The thematic ideals of a character are its core values. They meflechis character
strives to be, and what this character appreciates about the world around it.
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Another factor in defining your character is establishing those around it thatlaalee
an impact. For most, their family and upbringing have a huge effect.

It is important to try and tie in your character’s upbringing, familynfige and history
with its thematic ideals.

Did your character grow up in a traditional family setting? Did yourazttar spend
much of childhood at school, or in another regimented institution? Was your character
sent to cadets?

Did your character’s family instil religious beliefs on your chaeZDid the family
instil political beliefs on the character?

Was your character attached to its family? Or was the characteagest to leave?
4 *
It is important to know how the character arrived where it is now.

History includes their childhood, their schooling, their work, the people they've come
into contact with, and the battles they've fought in the past.

It isn’t expected that you write a novel about what your character’s qatsticed, just
have a clear concept and understanding.

*

It is important to tie this all into how your character lives. Does your cleanaork at an
office? Does your character work as a mercenary for underground associates
Does your character even work?

In a shifting society, the day to day stuff evolves as well as the biggerepstuff.
It is important that you get a feel for how the character runs its redelar li
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In this example, Jill is building her first character for Point of Collapse Giié¢, Todd, is
helping her figure this part out.

Jill: I know | want my character to be intelligent, but beyond that | have no idea.
Todd: Okay, well let’s start by playing off of that. Does your charaxtere from an
intelligent, thoughtful family?

Jill: Umm... No. I think she really outshone her family in that regard.

Todd: Great. Now, how did she feel about her less quick-witted family?

Jill: She felt... kind of snobby. Like she was better than them.

Todd: Well, that's something we can definitely work in. And, how did they react to her?
Jill: I'd imagine they must have felt offended, and have become a bit hostile.an, me
this character assumed she was always so much better than them.

Todd: Perfect. Now... did this trend continue outside of her family too?

Jill: I have no idea.

Todd: Well, if it did, then arrogance/intelligence could be a real focus poiiuof y
character. And if this disdain was reserved just for her family, then maglyedl focus
point we're getting at here is family and self?

Jill: I'like the arrogance versus intelligence aspect.

Todd: Okay, now we see a character forming. An intelligent girl who's aroega
alienates her from the rest of the world. What's her childhood like?

Jill: Well, | figure she became an outcast, and kept to herself. She was tough enough t
handle bullies, but usually thought she was above the other kids.

Todd: How did she handle the bullies?

Jill: She... well, she took revenge | guess.

Todd: Elaborate.

Jill: She would frame them for things, expose their secrets.

Todd: If I may infer... she must have been pretty observant and stealthy batget t
accomplished, hey?

Jill: Yeah.

Todd: Okay, flash forward a couple years: How old is your character cyfrentl

Jill: Hmm... Hadn’t thought of that yet. Let’'s say... 25.

Todd: And does she live on her own?

Jill: Yes. She’s had very little romance in her life, and hasn’t made very ifmends.
The only thing she’s done really well is probably her work.

Todd: Sounds very true to form. Why, what is her work?

Jill: I haven't quite figured that out. Probably a competitive field, whichhet be as
aggressive and intellectual as she wants, all at once.

Todd: Well... | have a suggestion. She’s unattached, intelligent, competitive.. k&he li
revenge, she’s methodical and she’s already proven she can be stealthy amdpsbie c
against her enemies. Something to do with spying seems to fit with all of this.

Jill: Perfect. But | don’t want her working with the government really...

Todd: We can work with that. What about a corporation? Or a guerrilla group?

Jill: Ooooh, a corporate spy! | like that. She’'d probably do well at that.

Todd: Perfect. | think we have the character defined, and can move on from here.
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Of the three mechanical elements of a character (Backgrounds, Striggiks3,
backgrounds are the ones most tied to a character’s history, and their experience

Backgrounds represent the core stages of a character’s life, and thepsoienees they
draw on in times of need.

Backgrounds are divided into 5 basic categories:

% Origins
This category describes physical places and settings the charadieedhasorked,
trained and travelled through.
Examples include: New York, Indonesia, Mountain villages, deep jungle, the ghettos.

¥ Beliefs
This category sums up the character’s stance on religious, political, sduca), edr
moral debates.
Examples include: Nihilism, Anarchist, Pious, Fundamentalist Christian, Muslim

¥ Professions
This category sums up the character’s jobs, companies worked for, trainivgdeead
other professional elements.
Examples include: Explorer, Guerrilla Fighter, Office Clerk, Bémteof Science.

¥ Combat/Conflict
This category sums up training and experience in dealing with head-on aggression.
Examples include: soldier, brawler, spy, recori! dision, corporate bodyguard.

* Society
This category details the people who your character can integrate with, anideyle t
associated with in the past.
Examples include: Bureaucracy, military personnel, York Anarchists’ Adipjomats.

Characters start out with a total®backgrounds, and this number grows over time.

When attempting an action, characters may draw from previous experience and
development in attempting to succeed.

Whenever an action is within the realm of effect of a background, add +1 for every rank
in that background to the action being tested.

Example: Jill gains +2 to spying on the Governor, because she has Corporate Spy
(Profession.) She also gains +1 because of Distrusts Government 1 (Beliefs).
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In Point of Collapse, all characters suffer from internal demons — dilemmasotiiaet
and twist them throughout their careers. Mechanically, these dilemmasseated as
Struggles.

Struggles are made up of two diametrically opposed thematic concepts, refexsed t
elements.

Some examples of struggles include:

love/hate

aggressive/passive

family/conquest

hands clean/hands bloody

Sanity/Madness

]

]

The struggle is set up on a sliding scale which looks like this:
5 4 3 2 1 0 1 2 3 4 5

Depending on where the scale is set, one element gains a bonus, and the other a negative.

Using the struggle of passive/aggressive for example, let’s set tbeas@bn the
passive side. This is written as Passive 3 / Aggressive.

If the character attempts an action that plays on the element of passj\tbaexction is

done at +3. However, if the action plays on the element of aggression, then it is done at
-3.

6 6 6

If an action succeeds, it plays an effect on any struggle which ties into sudioan ac

After an action succeeds, slide any applicable scales 1 towards tlenelenich the

action played towards. For example, after committing an aggressive acthslstzate 1

towards Aggressive, on the passive/aggressive struggle.

Thus, the next time an action involving the struggle is carried out, it will involve a
different modifier.

Note that only one struggle may be used to modify a single action, but all strwbgths
apply are shifted after the action is completed. g«
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If a struggle hits 5 on either side of the scale, the struggle is considered locked.

A locked struggle cannot be unlocked, except for committing really epic actiools w
play on the opposite element.

Basically, a locked struggle represents a character falling viotan element, and
becoming absorbed by it. It is important to gauge power with balance.

A locked scale gives the standard +5/-5 modifiers for actions involving the éweets,
respectively. However, there is one additional effect of a locked struggle:

Locked struggles instil a -2 to any action not directly involving the locked s&uggl
This means that if a struggle is locked on aggression, if an action doesn’t involve
aggression directly it is taken at -2, and if it involves the opposite (passivenssakén
at -5!
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A character may take on an unlimited amount of struggles if it so suits them. Hpwever
there are some rules for minimum amounts of struggles:

You start of requiring at least 1 struggle.

You may take on a struggle at any point it becomes relevant to the character.
You may retire a struggle when a character isn’'t taken up by it anymore.

You may only retire unlocked struggles.

If you retire a struggle, you must up the minimum amount of struggles by 1.
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Jill starts out with the following struggles: passive/aggressive, angaat'servant.
After a while, she begins operating independently, and the arrogant/ssruggle no
longer applies to her.

Because it isn’'t locked, she decides to retire it.

However, because she’s retired a struggle, the minimum required is now raisetldo 2. S
already has one (passive/aggressive), but needs another to meet the minimum.

She decides to settle on: merciless/sympathetic.

If she later retires either of her struggles, then the minimum will bet Setruggles
required.
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Tools are physical aids to the character — material possessions. Taeyrosm
weaponry to armour, to equipment, to house and home.

Tools are not categorized or listed within this book.

Much like the world setting chapter, we give you an outline, some examples, and the
tools to flesh out tools as you go along.

4

Tools include several statistics each: The statistics outline each bsetobk and their
basic ranges of use.

For, example, a dagger can be used for melee combat, or it can be used to try and pry
things open. A handgun can be used most effectively at a close range, but can also be
used at long range, or even in melee.

The way a tool is stated is:
Tool Name. Primary Use/Other Use/Other Use...

For example, a handgun might be:
Weak Handgun. Close Ranged 3/Ranged 2/Combat 1.

When using a tool in an action, use the most applicable use possible.

For example, if Jill is attempting to shoot someone with the handgun, she gets & +3 if a
close range. However, is she’s deemed to be too far back, she only gains the +2. And if
she’s in melee, she doesn’t classify as being Ranged, but she’s still in comdlzan get
a+l.

Tools range from 1-5 in terms of effectiveness in
any particular use.

Generically, the guideline goes as such:

5. Precise, effective, always great results.

4. Very effective, dangerous, useful.

3. Often effective, dangerous.

2. Moderately effective, sometimes has a great effect, sometimes not.
1. Useful to an extent, sometimes has little to no effect at all.
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Tools are bought, bartered, stolen, and taken — just like in the real world. Regardless of
how the tool is gained, for the time being we’ll refer to it as having a set cos

The cost of the tool depends on several things: How many uses a tool has, what the use
levels are set at, and the rareness of the tool in the world around it.

A generic guideline to determining cost “count” is this:

Double the total count of each use level. Something with a use set at 5 and another at 2
counts 10 + 4 = 14.

Then, if the uses are used in conflict (such as weaponry or armour), add the most
effective use level again.

Double the total if the item is really rare; halve the
total if the item is easily accessible.

Now you have a measure of how much this tool
will cost, in relation to other tools. Depending on
the economy of your game, and how your player
gains this tool, you can now assign a monetary
value to the tool if you need to.

1) (

Fair enough. These generic guidelines are just to
give you a means to balance the effectiveness of a
tool with its obtainability.

By all means, make your own decisions regarding
tool costs if you think you have a handle on
balance.

However, try to keep in mind some basic
considerations: effectiveness, flexibility,
accessibility, and whether or not the tool is used in
conflict and combat situations.

WWWingenerl.com
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Weak Handgun. Close Ranged 3/Ranged 2/Combat 1.
Desert Eagle .50. Close Ranged 4/Ranged 3/Combat 1.
Shotgun. Close Ranged 4/ Ranged 2/Combat 1.
Rocket Launcher. Mid Range 5/Ranged 3.

Molotov Cocktail. Ignite Building 4/Ranged 2.

Trench Coat. Prevent Melee Wound 1.
Body Armour. Prevent Ranged Wound 2/Prevent Wound 1.
FutureCorp Cybernetic Armour. Prevent Wound 3/Stop Bleeding 1.

Heat Sensory Goggles. Detect Life 5/Detect Motion 3.
GPS device. Discern Location 4/Track Device 3.

Lock Pick. Pick keyed lock 4/Pick lock 2.

Steel Dagger. Melee 2/Pry Open 1.
Steel Toed Boots. Stay Balanced 3/Climb 2.

606

Certain tools, backgrounds and struggles are most useful in trying to override an
opponent’s actions.

For example, body armour has the use of Prevent Ranged Wound 2.
The way contested uses are applied is as a negative modifier to the erctiogss a
5

Jill has (Bulletproof Vest. Prevent Ranged Wound 3.), as well as the background of
Combat Survivor 1 (Combat/Conflict).

If she’s shot at, she can choose to invoke both the tool’s +3, and the background’s +1, for
a total of +4.

This bonus turns into a negative modifier on the enemy’s action, meaning that he-suffers
4 to a roll that aims to hit Jill.



Characters will often come across significant, moving scenarios thlérude both
player and character.

These are often climatic, bringing a storyline to a head. It is at these flaha
character gains significant experience and skill, and progresses.

When a character reaches a significant story point like this, the GM may &eard t
Advancement Points. They are awarded subjectively, and the amount given out will
change depending on the flavour the game.

There are several ways to invest advancement points:
¥ Increase an existing background by 1 point.
® Create a new background.
* Pick a tool, and increase one of its use levels by 1.
¥ Extend a struggle scale 1, in the direction of a single element.

(*

It is important to strive to tie in your advancement with the elements of plagaired

you your advancement points.

If you gained your advancement points doing recon work for a terrorist grosipy it i

very logical to add Order (belief), nor to increase your grenade launefffecsiveness.

Although itis only a rule of thumb, try to tie in advancement with the logical progression
of your character.
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When Envision declared war on FutureCorp, it wasn’t really about the genetic
modification projects. Envision had found out about another program FutureCorp had,
which was kept well under the radar.

The FutureCorp Psionics Division was developed as a testing program to seern§huma
had the ability to foresee the future, and whether telepathy was an achigwad!

The Psionics Division was highly successful in its testing, and many of thesctaibj
gained perceptions outside of regular senses. They also gained mental cahingjsof
outside of themselves.

The Psionics subjects were able to move objects by simply focusing on them, aiftd to shi
the balance of the room they were in.

6 *
Today, FutureCorp has folded, and the Psionics Program along with it. However, the test
subjects were released during the FutureCorp/Envision war, and they irdegrate

themselves in with the common citizens, trying their hardest to blend in.

Some aspects of the Psionics proved hereditary. Today children are being born who,
usually unbeknownst to those around them, possess supernatural insights and control.

Most people never believed Envision’s accusations of FutureCorp trying to breed
psychics. Even when FutureCorp publicly admitted their program, most of the wiorld s
didn’t believe in it.

Today, Psionics are met with a range of disbelief, mistrust, fear, anchappi@an.
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Telepathy governs an individuals ability to read anothers thoughts, to commuritbate w
another via mental connection. It allows the user to broadcast their own thoughts into
anothers head, and to even manipulate anothers thought patterns to a small extent.

5*
An offshoot ability of telepathy, Teleparoxysm is the users ability to sentaime
vibrations that will actually offset epileptic seizuring in those it is tdeé@@gainst.
Teleparoxysm is a highly limited, but highly potent, tool.

Telekinesis governs an individuals ability to manipulate objects with his miisdnibst
powerful when moving small objects? causing keys to hover to the users hand, turning a
switch off from a distance, etc.

Telekinesis also holds a limited power in being able to twist, change or alter an obje
Telekinesis can be used to take the lid off a container, to

An offshoot ability of telekinesis, tensikensis is the ability to alter pressxisting in

the surrounding atmosphere. Altering air pressure, heat pressure, and fniegsures

are all abilities of Tensikinesis. Tensikinesis is most often used to cotis¢rictovement

and force of opponents; to put pressure against an enemys physical actions. Tensikines
is a highly limited, but highly potent, tool.

7 -

Divination governs an individuals ability to foresee the future. It allows theths

ability to see visions of an objects future, to predict future events, and to discenemwhet

a specific piece of information will come to be. The only thing more widespnaad t
divinations uses are the methods used to gain its insights. Some can touch an object and
see visions, where others must undergo spiritual rituals first.

Players may opt to have their character possess Psionic abilities. Thigisi@ndeot to
be taken lightly — Psionics change how the character goes about life, and how the
character is treated and regarded.

Psionics are selected as backgrounds, from a sixth background categonjcépsi

They are purchased just like regular backgrounds, both through charadienced
advancement points. Unlike other backgrounds, though, you need a background in a
specific Psionic division to be able to attempt actions of that sort.

For example, you need at least Telepathy 1 (Psionics) to attempt teleuithns.
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In order to take backgrounds in Psionics, you need to create a struggle winzériseg
by Psionics.

You can choose to create something which is directly tied to the rest of your aations
something that is more removed.

Assign (Psionics) to one of the elements of the struggle.

This particular struggle represents the internal threat that Psionicsesamipr
extrasensory perceptions are hard to cope with, and if you aren’t carefabtngyickly
distort your reality.

4

Some ways to incorporate Psionics into a struggle:
¥ Ground Psionics into an ongoing battle like sanity / madness(psionics)
¥ Create a struggle which balances Psionics with an action type thatg¢dece
internal effect of Psionics. Example: psionics / meditation.

Some more specific examples include:

¥ Sanity / Madness(psionics)
Aggressive(psionics) / Passive
Trusting / Suspicious(psionics)
Friendship / Loner(psionics)
Psionics / Meditation
Psionics / Sleep
Psionics / Doing Good in the World
Psionics / Hurting Others

# W W E
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Obviously different characters will fit with different psionics struggkes example,
Psionics / Hurting Others will make sense to only a thin slice of Psionic tdrarac

Those who've contracted with demons for their powers would tie directly in with
Psionics / Hurting Others — They must please the dark beings in order to keepltheir ful
power.

However, those with Psionics / Doing Good might live in constant fear of their own
power — fear that they will harm others. Working to do good with their powers is the only
way they feel justified in using it.

For certain Psionic struggles, you might actually meet both elements tfufgles at
once. For example, maybe you will use your psionics to do good in the world. In that
case, the Psionics / Doing Good scale does not slide.
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Mark Trickle was born into a soldier family. Signed to the American Armigeataw age

of 16, he hasn’t let himself exist outside the context of soldier ever since then.

Mark is explosive, merciless, and often fails to stop and think about the consequences of
his actions. He is prone to turning everything into a battle, of some kind.

Struggles: Heroism 2 / Duty. Instinct / 0 / Orders.

Soldier 3 (Combat/Conflict)
Military 1 (Society)
Patriotism 1 (Beliefs)

Tools:

High-powered Rifle. Steady Shot 4/Ranged 3.

Sidearm. Close Ranged 3/Ranged 2/Combat 1.

Flak Jacket. Prevent Wound 1.

Helmet. Prevent Ranged Wound 1.

Steel-toed Boots. Combat 2/Steady Footing 2/Climb 1.
GPS Tool. Find Location 3/Track Movements 1.

Radio. Communicate 4/Communicate Without Detection 2.
Water bottle. Stay Hydrated 4.

Trusty Zippo. Flame 4.

After advancing 3 “advancement points”, Mark Trickle looked like this:
Struggles: Heroism / Duty 4. Instinct 3 / Orders.

Soldier 3 (Combat/Conflict)
Military 1 (Society)
Patriotism 1 (Beliefs)
Survivor 1 (Combat/Conflict)
Jungle Warfare 1 (Origins)

Tools:

High-powered Rifle. Steady Shot 4(5)/Ranged 3.
Sidearm. Close Ranged 3/Ranged 2/Combat 1.

Flak Jacket. Prevent Wound 1.

Helmet. Prevent Ranged Wound 1.

Steel-toed Boots. Combat 2/Steady Footing 2/Climb 1.
Water bottle. Stay Hydrated 4.

Trusty Zippo. Flame 4.

Note the 3 advancementsSurvivor 1 (Combat/Conflict), Jungle Warfare 1 (Origins),
and a bonus to Steady Shot with his High-powered Rifled.
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Backgrounds: A set of experiences and skills that a character benefitduriom play.
Mechanically, a background provides a set bonus to actions which are related to it.

d10: A 10-sided die.

Elements. Diametrically opposed concepts which are crucial to the araragair of
elements makes up a struggle.

Game Master (GM). The Game Master is a player who does not run a chémaicter
instead narrates the world around the characters.

Modifier. A positive or negative alteration of a dice score. This will usuallyltres
changing the measure of success or failure.

Non-Player Character (NPC). A character which is managed by the Gartes. Magse
characters are developing for the Player Characters to interact with aréheot what
the story revolves around.

Player Character (PC). A character that is controlled by one of theglayeluding the
Game Master. These characters are what they story revolves around.

Psionics. Insights which relate to the telepathic, psychic, or paranoreshbllity to
communicate telepathically, gain insight into the future, control your surrounditigs
your mind, or read others thoughts.

Scale. A set of numbers (5432101 2 345)which a Struggle is set upon.
Struggle. A set of two diametrically opposed Elements, which are placed at eppust

of a 5-0-5 Scale. A struggle lends modifiers when one of the two Elements comes into
guestion during an action.
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There are some people that definitely
deserve thanks for helping me get this
game moving.

The artists who allowed me to use their
pieces were phenomenal. These people
are to thank for spicing up the layout.

Hide, by Sara Lazzeroni
http://-sylph-.deviantart.com/

Zombies, by Joe Slucher
www.joeslucher.com

Foxhunt, by Nikolaus Ingeneri
www.ingeneri.com
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The Matrix

Minority Report

Mad Max

Road Warrior

Equilibrium

Unbreakable

Appleseed

Platoon

1984 (George Orwell)
Foundation Trilogy (Isaac Asimov)
Shock: Social Science Fiction
Cyberpunk
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Shock: Social Science Fiction
Trollbabe
Fate

The Forge (indie-rpgs.com)
Mortality.net

Lisa Struck (Yeah, forum administrator!)
PCL

Matt Collens

Casey Spooner

Everyone who responded at The Forge

Heather Dennill
My mom



