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BACKGROUND

THE WIRE AND THE WARP

In the universe, there exists two realities separate from the cold,
hard, normal existence: the Wire, and the Warp. The first of
these is a virtual reality, accessible to anyone with a cybernetic
implant called a Node Integration Port (NIP), also referred to as
anode jack, nerve jack, spinal jack, spinal tap, or some other
variation. The Wire is the logical conclusion of the internet, a
digital space where a user can become anyone and do anything.

The Warp, by comparison, is very real, and just as old as the
reality we have always existed in. To a degree, it wraps around
and mirrors normal space, but has a myriad of its own
distinctions and unique locations. Almost anyone that has
traveled through space will have entered the Warp at some
point, as any long-distance journey requires spaceships to enter
and exit the Warp as part of it. The Warp is also the source of all
psionic energy in the universe, and any psionics users directly
draws on this energy whenever they cast a power.

THE WIRE

When computing systems were connected, integrated, and
utilized in growing networks, they became an increasingly vital
part of daily life in the civilized world. Starting with the military-
sponsored research networks and moving on to the Internet, the
Virtual Reality Network (VRNet), and the Hyper Immersion
Network (HINet), webs of computers grew into a powerful tool
for gathering, disseminating, or controlling information.
Corporate networks joined with public forums, personal
domains intersected with top-secret government databases, and
users explored a digital landscape as varied and complex as the
real world.

THE VRNET

In simple terms, the VRNet, usually referred to as simply as the
Wire, is a graphical representation of computer-generated
structures placed in various digital locations and configurations.
The difference between the virtual reality network and the
Internet of old is that the VRNet immerses its users in a real-
seeming world rather than the lifeless scrolling of text and
images across a screen. The VRNet functions in three
dimensions and is, in essence, another world to explore.

The VRNet is not solely the domain of hackers and network
administrators, and high levels of technical savvy are not
required to use it. The VRNet is as much an instrument of the
masses as it is a mystifying “otherworld” wrapped in billions of
lines of computer code. Schoolchildren use the VRNet to take
virtual field trips and research class projects. Researchers
perform complicated and dangerous experiments in the safety
of a virtual world where simulations can predict all possible
outcomes. College students meet up with old friends in
computer-generated coffeehouses despite being separated by
thousands (or millions) of miles. The VRNet is a public tool, and
though devious hackers and competent administrators do patrol
the cyberlanes looking for trouble, they are not the only
inhabitants of the virtual realm by far.

Research, communication, information warfare, espionage,
blackmail, entertainment, and even romance can all be found
somewhere on the VRNet, just as on the modern Internet.
However, the VRNet presents a far more interactive experience
than the Internet. It can be difficult to tell the difference
between the virtual world and actual reality, since every
sensation, every smell, and every texture is perfectly rendered in
virtual space.

The VRNet can therefore be more dangerous than the
Internet. Long term immersion in a virtual world can fool a
character’s mind and body into believing the computer
generated world is real, which can lead to psychosis. Avatars—
the virtual online representations of individual users—are not
merely vessels for movement and interaction. They can be used
to attack other avatars and inflict harm upon VRNet users.

NoODES

Node is a generic term referring to a virtual location on the
VRNet. Any computer system equipped with VR hardware and
software can have one or more nodes. The linking of these
nodes across a network is what creates the VRNet. Nodes are
places where VRNet-based adventures can occur. A node can
serve a single purpose, have many functions, or have no purpose
at all. Some nodes are filled with complex tool sets, and others
are merely data repositories. Other nodes are simply a graphical
representation of a computer system’s various files, programs,
and directories, making navigation and manipulation a much
simpler task.

Each node has some graphical representation that illustrates
the function of the node. A node can take on any graphical form
the owner chooses. Some entrepreneurs make a living by
designing professional VRNet nodes. A node’s visual style
depends solely on its owner’s tastes. An owner with a flair for
design might have a node resembling a magnificent palace,
while a less creative node designer might opt for simplicity and
build a node resembling a large white room filled with black file
cabinets.

Traveling across the VRNet is like visiting thousands of
different worlds and time periods. A VRNet user’s avatar might
step from a Wild West saloon into an Irish castle and then hop
over to a futuristic hovering restaurant in the middle of an
asteroid field to meet a friend. Even nodes disconnected from
the VRNet—ones existing within freestanding computer
systems—have graphical representations. Most VR computer
hardware comes with a standard bare-bones graphical style that
gives its user enough visual cues to navigate the node.

While most computer users will never use their VRNet
hardware to dive into their home security system or poke
around the software that runs their car stereo, it can be done.
Heroes might find cause to access a door’s security lock or
activate a defense system from the virtual inside. While each
node is different, few people but hackers, criminals, and
technicians ever see the VR representation of these mundane
systems, and they are typically quite bare and bland in their
design.



NobDE DESIGN

Every node is designed with an individual graphic style. Various
common style sets make up the bulk of the objects found across
the VRNet. As such, many nodes follow a similar visual style, and
most of the amateur nodes are similar in design. Only
professionally designed nodes deviate from these standard tool
sets, but even they share several recognized elements. At the
very least, the visual style of a node conforms to certain
standards that have been established across the VRNet to make
navigating the network easier for most users. Even when they
take different forms, these standard elements can be broken
down into three categories: barriers and portals, inanimate
objects, and interactive objects. These elements of a node’s
visual design are tied to certain programs that run either
actively or passively and anything that can be seen, touched, or
manipulated on a VRNet node can be classified in such a way.

BARRIERS AND PORTALS

Barriers and portals make up the file and directory structure of
any VR computer system. As an avatar moves between rooms in
a VRNet node, he is actually moving between different
directories on a particular system. The walls of that node (which
might appear as physical walls, transparent force fields, or any
other form the designer chooses) are barriers. Barriers are the
limitations of a particular directory; put another way, objects
contained within the walls are actually programs or pieces of
data contained within that particular directory. So, when an
avatar moves into a room and picks up a calculator, what
actually happens is that the user has moved into a particular
directory containing a calculator program and has begun
manipulating it.

Portals not only transfer avatars between rooms on a node (as
in the case of a door between one room and the next) but can
also transport avatars between two separate nodes. Portals take
many forms, from simple doors to swirling magical vortices, but
in every case, a portal simply allows avatars to move from one
location to another in the VRNet. Most portals to other nodes
are one-way links that transport an avatar completely over to
the other computer system. Some nodes have return portals, but
for the most part, a portal simply gives visiting avatars the
virtual address of the target node and sends them on their way.

INANIMATE OBJECTS

Most VRNet nodes contain inanimate objects. These include
purely decorative items, such as artwork (images) or televisions
(movie files), and functional items such as chairs and tables.
Inanimate objects are the simplest of programs: They output
visual and sometimes tactile data to an avatar, but serve little or
no purpose other than decoration. Inanimate objects are easy to
create and dispel and they take up very few system resources.
Additionally, raw data (such as text information) is considered
an inanimate object. Traditional objects, such as books, tablets,
and scrolls, represent most data of this type. Avatars can
typically conjure up inanimate objects at will from a set data
library, which contains most common household items as well
as any custom items the avatar might have at hand.

INTERACTIVE OBJECTS

Interactive objects are complex programs that serve a purpose
or function. Most interactive objects are simple programs by
most standards. They are the scientific calculators, typewriters,
computers, paintbrushes, and canvases found on nodes.
Interactive objects can also represent complex programs,
although extremely complex programs are typically represented
as nodes of their own. For the most part, interactive objects take
some time to program, although they can be stored on an
avatar’s available memory for quick access. Any object that can
be acted upon and that reacts in some way other than simple
movement is considered an interactive object.

MoviNG BETWEEN NODES

There are several ways to move between nodes on the VRNet,
including various methods of travel based on custom software.
The most common methods of traveling between nodes are
portals (see Barriers and Portals, above) and the “direct hop”
method. The direct hop method requires an avatar’s user to
know the virtual address of a particular node, which is made up
of a string of letters and numbers, from memory. A user who
visits a particular node several times can learn the virtual
address of the node and visit it at will, in much the same way as
a person might memorize the location of a particular restaurant
and walk directly to it rather than taking a bus route. Some
nodes block direct access, however, forcing avatars to enter the
node through a designated portal. Other programs can be used
to transport an avatar from one node to another, but portals and
direct hops are the only forms of internodal transit built into the
VRNet code. Other means of travel might vary greatly from
program to program and are considered software upgrades to
an individual avatar or node.

Not all nodes are intended for public access. Some are blocked
off to all but designated avatars (who are given software “keys”),
and others are simply closed to the outside world. Some nodes
require password access or a specific route of entry (ensuring
that only select members can enter and preventing someone
from using another person’s VR interface and avatar to break
into a particular node). To pass through a restricted portal, an
avatar must either provide the proper key or password, or the
user must make a Computing check against the node’s portal DC
to pass. Node security is a major concern for the VRNet, and
each node has a series of roadblocks that must be overcome to
gain access.
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PoruLATION

These resources wars caused a massive drop in the population
of the world as most of the land was made inhospitable, which
in turn made the majority of the population flock to the beacon
cities that still stood. Little do the people know that the very
people who caused these problems in the first place are still =
people in power in those cities. Their presence is one that is
hidden from the populace yet it still influences them as they

" manipulate those that make the choices from the shadows. Most
of the world continues on their journey to live their lives,
unaware of the hidden strings being pulled around them.

VEHICLES

Petroleum resources have become more abundant outside of
populated areas as they sit untouched by the hands of the living.
City life no longer relies on gas to power their modes of
transportation and instead has moved onto electromagnets that
will allow vehicles within the city to hover around to their
ocations. The majority of these hover vehicles are always set
to autopilot so as to prevent civilians from steering them into
hildings. Anything that is still powered by gas is likely to only
 found in the hands of the wealthy, scrappers, or those with a
ssion for reliving the past.
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FACTIONS

The following are basic descriptions of the factions inhabiting
the city.

DESCENDERS
A group of robots that wish to overthrow the leaders of this
world and establish themselves. Much of this group are
worshipers of some greater machine and are most likely
following its orders.

The rumored leader of this faction is said to be named Zeta
Prime.
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OTHER FACTIONS

There are many miscellaneous factions that exist in and around
the city, but none of them are at the scale of the aforementioned
factions. Most of them won't be recognizable by the general
populace and will be discovered in the world.

Art Credits
Common Expanse -



https://www.artstation.com/artwork/AOk6o

EcoNOMY

CREDITS

The standard form of currency within this world is the credit.
The credit is a currency with no nominations of it having
different values. Credits are generally in the form of virtual
currency that is tied to a person via their shepherd chip, but can
be used physically for those without one or in less populated
areas. They are used alongside a characters wealth to purchase
many goods they may come across. Credits are equivalent to 1sp
for cases requiring gp values.

WEALTH

Every character has a Wealth bonus that reflects his or her
buying power. A character’s Wealth bonus serves as the basis of
the character’s Wealth check, which is used to gain access to
goods of higher value. It also acts as a sort of reputation for the
players.

THE WEALTH CHECK

A Wealth check is a 1d20 roll plus a character’s current Wealth
bonus. The Wealth bonus is fluid and changes based on the
actions of the character in game. Some characters may start with
a higher bonus than others, depending on what their
background entails.

Any time a character purchases an object or service with a
purchase DC higher than his or her current Wealth bonus, or
one with a purchase DC of 15 or higher, the character’s Wealth
bonus goes down. How much the Wealth bonus is reduced
depends on how expensive the object is.

Nspaf_gc BA AT _lec
15 or higher 1+
1-10 points higher than current wealth bonus 1 point
11-15 points higher than current wealth bonus el
points
16 or more points higher than current wealth 2d6
bonus points

Every time a character gains a new level, make a Wisdom check.
The DC is equal to the character’s current Wealth bonus. If the
character succeeds or fails, his or her current Wealth bonus
increases by +1. For every 5 points by which the character
exceeds the DC, he or she gains an additional +1 to his or her
Wealth bonus.

Adventuring may result in characters finding valuable items. In
such cases, the benefit translates into a Wealth award. Some
awards may also be given out when characters sell objects of
higher value.

Some objects require licenses to own or operate, or are
restricted in use to qualifying organizations or individuals. In
such cases, a character must purchase a license or pay a fee to
legally own the object. A license or fee is a separate item,
purchased in addition to (and usually before) the object to
which it applies. The four levels of restriction are as follows.

,EAATOAA{ The owner must obtain a license to own or
operate the object legally. Generally, the license is not expensive,
and obtaining it has few if any additional legal requirements.

2A000EAOAA] : Only specially qualified individuals or
organizations are technically allowed to own the object.
However, the real obstacles to ownership are time and money;
anyone with sufficient patience and cash can eventually acquire
the necessary license.

—FIE0AOU] The object is sold primarily to legitimate police and
military organizations. A military rating is essentially the same
as restricted (see above), except that manufacturers and dealers
are generally under tight government scrutiny and are therefore
especially wary of selling to private individuals

YITACAI{ The object is illegal in all but specific, highly
regulated circumstances.

Jygaclgc mp

Pcegqrp_rgml Dcc Nspaf_gc @_ai K picr Rgkc

P_rile Amgr BA Nspaf_gc BA Pcosgpcb
Licensed  500C 10 +1 1 day
Restricted 2,500C 15 +2 2 days

Military ~ 7,500C 10 +3 3 days

lllegal  15,000C 25 +4 4 days
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CHARACTER INFO

RACES

GENEJACK

Genetically engineered people, usually used for manual labor in
dangerous conditions. 'Defective’ units (those that emerge from
the spawning pools possessing free will) are buried alive in
mass graves, from which a lucky few manage to escape and
begin a new life. Genejacks are each stamped on their chest with
a unique barcode, and aside from their impressive physique can
be identified by their luminescent green blood, clearly visible
beneath their skin.

TRAITS
As a genejack, you have the following racial traits.

13) Your strength score increases by 2.

3tUA Genejacks are noticeably larger and bulkier than
humans, Your size is medium.

3DAAA Your base walking speed is 35 feet.

SAOEOEOETT You can see in dim light within 60 feet of you as
if it were bright light, and in darkness as if it were dim light. You
can discern color in darkness.

2AIATOIA00 %TAOOATAA When you are reduced to 0 hit
points but not killed outright, you can drop to 1 hit point
instead. You can’t use this feature again until you finish a long
rest.

(AAOU (ATAAA When you score a critical hit with a melee
weapon attack, you can roll one of the weapon’s damage dice
one additional time and add it to the extra damage of the critical
hit.

REPLICANT

Robot masters of disguise and subterfuge. Replicants are liquid-
state robots comprised of a viscous organic paste contained
within an incredibly thin synthetic membrane. The paste is a
soft pink, and contains a number of molecular processors that
maintain and operate the various systems of the replicant. They
are rarely seen in their native form however, preferring to
employ their ability to change their physical appearance to
blend in. Who is responsible for building the replicants is
unknown, and they are incredibly rare. Along with webdroids,
they are the only robots in existence to have true free will.

TRAITS
As a replicant, you have the following racial traits.

13) Your Charisma score increases by 2

3tUA Replicants are built to have a similar statures to humans.
Your size is Medium.

3DAAA Your base walking speed is 30 feet.

3EAPAAEATCAO As an action, you can polymorph into any
humanoid of your size that you have seen, or back into your true
form. However, your equipment does not change with you. If you
die, you revert to your natural appearance.
are a living creature. You are immune to disease. You do not
need to eat or breathe, but you can ingest food and drink if you
wish. Instead of sleeping, you enter an inactive state for 4 hours
each day. You do not dream in this state; you are fully aware of
your surroundings and notice approaching enemies and other
events as normal.

SKINK

Squat, reptilian humanoids that have cropped up in numerous
bodies of water throughout the world. Believed to be mutated
lizards though exactly what is to blame is unclear. The color of
their scales, and other physical characteristics, varies a great
deal between individuals, though their nimbleness and ability to
slip out of sight is uniform.

TRAITS
As a skink, you have the following racial traits.

13) Your Dexterity score increases by 2.

3tUA Your base walking speed is 30 feet. You also have a swim
speed of 35 feet.

31EPPAOU You can move through the space of any creature
that is of a size larger than yours.

- AOBOATIU 30AATOEU You can attempt to hide even when you
are obscured only by a creature that is at least one size larger
than you.

—O0ATO 2A0EIEATAA You have advantage on saving throws
against poison, and you have resistance against poison damage

MECHANTRIX

Mechantrixes are mostly human in appearance, but they have
one or more mechanical or inorganic features. Most
mechantrixes have smooth skin with a faint metallic sheen. They
often behave with cold rationality and have a no-nonsense
attitude toward life.

TRAITS
As a mechantrix, you have the following traits.

13) Your intelligence score increases by 2, and two other
Ability Scores of your choice increase by 1.

! CA Being part machine, mechantrix can live to be well over
500 years of age.

3tUA Mechantrixes vary widely in height and build, from
barely 5 feet to well over 6 feet tall. Your size is medium.

3DAAA Your base walking speed is 30 feet.

BAOEGEOETT You can see in dim light within 60 feet of you as
if it were bright light, and in darkness as if it were dim light. You
can't discern color in darkness, only shades of gray.

0A00 —AAEETA You have resistance to lightning damage.
Additionally, when you take lightning damage you may choose
to harness part of the energy for yourself, gaining temporary hit
points equal to your constitution modifier. Alongside this,
mechantrix have 1 less torso and arm slots for cybernetics.

“TOT x<EOE %IAAOOEAEOU You know the Shocking Grasp cantrip.
Intelligence is your casting modifier for this.

—AREATERAIIU =EEOAA Mechantrix are incredibly gifted at
creating different objects. You gain proficiency in Tinker's Tools
and advantage on checks made to discern how something was
crafted.

,ATCOACAO You can speak, read and write common, and one
extra language of your choice.
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BACKGROUNDS
ARISTOCRAT

Coming from a position of affluence, aristocrats might not be
actual nobility, but it is difficult to tell the difference. Children of
powerful executives or wealthy families, aristocrats had every
conceivable advantage growing up, benefiting from minor gene
tweaks, sterling education, and the ability to pick any course
they want for their lives.

4111 O0TAEAEATAFAG] Any one musical instrument or gaming set
%NOED TATO A set of formal clothes and 500 credits

FEATURE

4EA pb Your family is astonishingly wealthy. While that money
may not yet be yours, you can make limited use of your family's
affluence. Once per session a character with this feature may
waive the cost of one good, service or bribe that the DM finds
within reason, overcoming a challenge or limitation solely by
deep pockets. The invoices for all these purchases and costs will
eventually make it back home to the parents, so at least try to be
reasonable, or risk being cut off.

CELEBRITY

You are famous. Everyone knows your name and what you do.
You have a knack for attracting public attention and know how
to work a crowd. Most of your life has been spent in the
limelight, whether you liked it or not.

4TI O0TAEAEATAFAG] Disguise kit, one type of musical
instrument or gaming set

,ATCOACAG] One of your choice
%NOED T ATO{ Fancy outfit and 200 credits

FEATURE

you may make a charisma check DC 15 (10 if the target is from
your hometown) to be recognized. The result of this recognition
is up to the DM, but might involve advantage on further skill
checks, preferential treatment, free stuff and discounts.

CRIMINAL

You have a shady background, and are the member of a criminal
organization, seeking opportunities to advance your
organization among the stars.

4111 OOTAEAEATAEAG] Forgery Kit, Thieves Tool's, or a gaming
set.

%NOED T ATO4 Chain, basic outfit, 100 credits

FEATURE

) +T1Tx A COU Your connections in the criminal underground let
you find illegal or black market goods for purchase, or find
outlets to sell similar.

NETRUNNER

Netrunners live in the darkest corners of the Wire. They invade
systems, steal information and sell it to those who pay more.
There are also netrunners who work for the corporations,
helping to protect its secrets and fighting other netrunners in
the net. But not all of them are looking for money, some might
have other interests as well - they can be online punishers,
cyberactivists or just people looking for fun.

%NOED T ATO} A set of common clothes, hacking tools, USB-cable,
falsified shepherd chip, and 100 credits

FEATURE

- AOx<TOE You have access to a secret network of underground
netrunners who can provide assistance on your adventures.
Even if you are a standalone hacker, you know at least a set of
secret signs and passwords that you can use to identify yourself
to others on the game, and they can provide you with access to a
hidden safe house, free room and board, or assistance in finding
information. These agents never risk their lives for you or risk
revealing their true identities.



TANKER

You were not born as most humans, a squalling infant
dependent on your parents, but were, rather, raised in one of the
tank facilities, grown to maturity at an artificial rate, and given a
basic education at a deep subconscious level. Your first memory
was stumbling up from a crash of amniotic fluid, fully grown and
formed, knowing how to walk, to stand, and speak. Your last few
years of technical study passed quickly, a formality really, and
now you stand ready to fulfill your purpose in the stars. While
biologically human, you are different from the rest of humanity,

ulfill a particular purpose.
aste disposal, you are
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SUBCLASSES

BARBARIAN PRIMAL PATHS

Rage burns in every barbarian's heart, a furnace that drives him
or her toward greatness. Different barbarians attribute their
rage to different sources, however.

PATH OF THE DREADNOUGHT

You are a merciless, destructive and unstoppable force. When it
comes to fighting, you are at the forefront. A dreadnought
generally approach combat in the most direct way possible,
rarely carrying only one gun and leaving a path of devastation
behind.

In the midst of battle, you are capable to take a great deal of
punishment while dealing out far more to any who dares to go
against you.

JUGGERNAUT

Starting when you select this path at 3rd level, when you are
targeted by an attack or a spell while you're raging, you can use
your reaction to gain a bonus to your Armor Class equal to your
rage damage until the end of this turn. Additionally, you gain
advantage in saving throws against being knocked prone or
moved against your will.

DrAw FIRE

At 6th level, you can use your reaction to distract opponents and
convince them that you are the most dangerous target in the
area. Choose one creature that you can see within 15 feet of you
which is attacking one friendly creature. If the creature can see
or hear you, it must succeed on a Charisma saving throw (DC
equals to 8 + your proficiency bonus + your Charisma modifier)
or attack you instead.

Bopy GUARD

At 10th level, while you're raging, any creature within 5 feet of
you that's hostile to you have disadvantage on attack rolls
against targets other than you or another character with this
feature. An enemy is immune to this effect if it can't see or hear
you or if it can't be frightened.

DEVASTATING RAGE
At 14th level, when you have half or less hitpoints while raging,
you can add your Rage Damage bonus to attack rolls.

PATH OF THE WRECKER

Muscle breaks Steel; Rage defeats Machines; Strength beats
Systems; such is the creed of the Wrecker. True barbarians learn
this creed quickly when set adrift in the so-called civilized world
of blinking lights and metal walls. People have lost their way in
this universe, trusting their lives to machines and algorithms
instead of the reliability of their own might. Setting upon the
Path of the Wrecker means tearing down the machines and
buildings of the mechanized world and letting your bottomless
rage guide you when the universe itself seems upside-down.

DISMANTLE

By 3rd level, ripping apart machines, piece by piece, comes
second nature to you. While you're raging, you ignore the
damage threshold of nonmagical objects. Additionally, you can
add twice your rage bonus damage when you deal damage to
constructs.

PERCUSSIVE MAINTENANCE

Starting at 6th level, you understand that smashing something
usually makes it work better. You can attempt to hack a device
that could normally be hacked, such as a door control panel or
an arcane terminal, by breaking it. Make a Strength (Athletics)
check in place of an Intelligence (Data) check. On a success, you
perform one operation on the system of your choice as if you
had full access, just as if you successfully hacked the system. The
machine breaks immediately after this and can't be used
afterwards without repair, whether or not you succeeded on the
check.

DI1SARM FOE
By 10th level, you've become quite skilled in the time-tested
tactic of ripping off an enemy's limb and swinging it like a
weapon against them. You gain proficiency in improvised
weapons. You can rip a limb off a humanoid creature when you
reduce it to 0 hit points with a melee weapon attack, or you can
rip a limb off a Large or smaller construct or undead creature
within 5 feet of you by making an opposed Strength (Athletics)
check against it as an action. If the construct or undead has half
its hit points or more, it automatically succeeds on this check. If
you succeed on this check, you rip off one of the creature’s
limbs, which you can immediately use to make an attack as a
bonus action. An undead or construct that has had a limb
removed can't make attacks using that limb and has
disadvantage on ability checks that involve using their limbs.
You can only remove one limb from a creature.

A severed limb is an improvised melee weapon which deals
1d6 bludgeoning damage on a hit. If removed from a Large
creature, it deals 1d8 bludgeoning damage instead.

CrusH, SMASH, BAsH

Starting at 14th level, your strikes land with such ferocity that
you tear armor and armor plating asunder with your attacks.
While raging, when you deal damage with a melee weapon
attack to a construct or a creature wearing armor, you can cause
the armor or construct to take a cumulative -1 penalty to the AC
it offers, to a maximum penalty of -4 AC. A construct or suit of
armor damaged by this ability can be repaired in 1 hour for 100
gp per point of AC penalty taken.



BARD COLLEGES

The way of the bard is gregarious. Bards seek each other out to
swap songs and stories, boast of their accomplishments, and
share their knowledge. Bards form loose associations, which
they call colleges, to facilitate their gatherings and preserve
their traditions.

COLLEGE OF FAME

Bards of the College of Fame are in the publics eye by day, while
working for an agency or organization by night. These bards
might simply be famous because who they are, or they may have
earned their status because what they've done.

BoNUS PROFICIENCIES
When you join the College of Fame at 3rd level, you gain

proficiency with the Deception, Performance and Persuasion
skills.

WINNING SMILE
Also at 3rd level, while you are not wearing any armor, your AC
equals to 10 + your Dexterity modifier + your Charisma
modifier. Additionally, choose one skill from Deception,
Performance or Persuasion. You add twice your proficiency
bonus to any check you make with that skill.

You learn the ATOEOAI and 00CCAOKETT spells.

COMPELLING PERFORMANCE
At 6th level, as a bonus action, you can ex
Inspiration. If you do so, for the next min
command spell at 1st level as a bonus act
turns without using a spell slot a number
Charisma modifier.

Additionally, whenever any of your cha
using this feature, the creature or creatu
realize they were charmed by you unless

UTTERLY CONVINCING
Starting at 14th level, when you make a C
check, you can expend one use of Bardic [
Bardic Inspiration die and add twice the 1
ability check. You can choose to do so aftg
the ability check, but before the DM tells y
succeed or fail.

Additionally, when a creature use one d
Inspiration dices to improve some Charis
it also adds twice the number rolled to itg

COLLEGE OF THE SPHERES

Since time immemorial, musicians and st
to the heavens for inspiration, imagining
great heroes or the divine singers of somg
that bards can travel among the celestial
the true sound of the Universal Music hag
roaring of stars or the crashing of asteroi
diversity of peoples and cultures that per
Bards who belong to the college of the sp
many of these influences together as the;
multi-layered compositions that push bof
listener to the very limits of possibility.

UNIVERSAL MusIC

When you join this college at 3rd level, you begin to explore the
relationship between music and mathematics, gaining a deep
understanding of cutting-edge science. You have advantage on
any Intelligence check relating to advanced mathematics,
geometry, kinematics, acoustics, or ballistics.

ASTRONOMY DOMAIN

Also at 3rd level, you begin to channel the majesty of the stars
with your spellcasting. Whenever you deal damage with a bard
spell, you can change the damage type to radiant damage.
Additionally, you can increase the damage by expending one use
of your Bardic Inspiration, adding that die to the spell’s damage
roll.

STELLAR CHORUS

Starting at 6th level, your voice gains the backing of a distant

chorus that echoes across the heavens. Whenever one of your
Bardic Inspiration dice is rolled, you can roll it twice and take
whichever result you prefer.

HarMONIC CONVERGENGE

When you reach 14th level, you are so attuned to rhythm of the
cosmos that the skies verily shake when you sing. Whenever a
creature makes a saving throw against a spell you cast, you can
expend one use of Bardic Inspiration, rolling a Bardic
Inspiration die and subtracting the number rolled from the
creature’s roll.
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D1vINE DOMAIN

In a pantheon, every deity has influence over different aspects of
a mortal life and civilization, called a deity's domain. All the
domains over which a deity has influence are called the deity's
portfolio. As a cleric, you choose one aspect of your deity's
portfolio to emphasize, and you are granted powers related to
that domain.

City DoMAIN

Art Credits
Strangers in the Night -

BonNus CANTRIP
When you choose this domain at 1st level, you gain the on/off
cantrip.

BoNUS PROFICIENCIES
Also starting at 1st level, you gain proficiency with handguns
and proficiency with vehicles (land).

HEART OF THE CITY

From 1st level, you are able to tap into the spirit of community
found in the city. While you are within any city, you can gain
advantage on a single Charisma (Deception, Intimidation, or
and you are considered proficient in the

ou can use this feature a number of times
lom modifier a minimum of once . You regain
5 when you finish a long rest.

INITY: SPIRITS OF THE CITY

el, you can use your Channel Divinity to call
As an action, you present your holy symbol,
within 30 feet of you either works perfectly
rely for 1 minute (your choice.)

fh hostile creature within 30 feet of you must
aving throw. On a failed save, the creature is
restrained (your choice) by hazards such as
igh pressure water erupting from fire

ent collapsing to unseen potholes, and so on. A
fic can escape by making a successful Strength
erity (Acrobatics) check against your spell

irely local and affects only utilities within 30
fihination of what utilities are available within
€ physical effects of those utilities manifest are

], your awareness while in the city extends
While in an urban environment, you are

ent in the Insight and Perception skills, and
Jur proficiency bonus to Wisdom (Insight) and
on) checks, instead of your normal proficiency

ain the ability to infuse your weapon strikes
by borrowed from the citizens of your city.
ur turns when you hit a creature with a
can cause the attack to deal an extra 1d8
the target. When you reach 14th level, the
hge increases to 2d8.

SIT

an use mass transit routes to transport
other points in the city. Starting from a bus
subway stop, or other suitable mass transit

, you can teleport to any other similar transit
y, as if you had cast a teleport spell whose
rmanent teleportation circle you know. Once
e, you must finish a short or long rest before
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TECHNOLOGY DOMAIN

Gods of technology promote the ideals of invention, d
and science. Cities, electronic and mechanical device
example of their ideals, empowering everyone who
technology in their name.

TECHNOLOGY DOMAIN SPELLS
Ajcpga Jetcj Qncjjq
1st grease, power device*

3rd arcane lock, relay text*

5th electromagnetic pulse*, lightning bolt

7th fabricate, wire walk*

9th instant connectivity*, synchroncity*

BoNus CANTRIP
When you choose this domain at 1st level, you gain t
cantrip if you don't already know it.

CHANNEL DIVINITY: RECHARGE
Starting at 2nd level, you can use your Channel Divin
power electrical devices.

As an action, you touch your holy symbol and evoK
energy. You gain a number of energy points equal to
your cleric level that last for 2 hours or until you finij
or long rest.

As an action, you can touch an electrical device an(
energy points from your pool to power it. Expendingj
point you can power a medium or smaller electrical (
10 minutes, and expending 4 energy points you can J
Large or Huge-sized electrical device for 10 minutes,
increase the duration expending more energy points
maximum amount remaining of your energy points.

URBAN BUILDER

Beginning at 6th level, while in an urban environme
considered proficient with the engineering kit and t
tools, and you add double your proficiency bonus to
using those tools instead of your normal proficiency

DIVINE STRIKE

At 8th level, you gain the ability to infused your weay
with the divine energy. Once on each of your turns wi
a creature with a weapon attack, you can cause the a
deal an extra 1d8 lightning damage to the target. Wh
reach 14th level, the extra damage increases to 2d8.

TECHPRIEST
At 17th level, you gain resistance to lightning damagg
learn the spell AEAET IECECFTC, which is always prepar
count as a domain spell for you.

Additionally, all electric devices that require batte
expend charges when you use it.
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COMMANDO
MARTIAL ARCHETYPE
A commando is a soldier of an elite light infantry or special

Different fighters choose different approaches to perfecting operations force specialized in assault or unconventional high-
iffer from other types of special
operate in overt combat, front-line

rather than long range
bntional warfare.

this archetype at 3rd level, as a

vantage to an ally on the next

PrSus an opponent you can see

n use this feature a number of times
us before finishing a short or long

ending 1 hour studying a map, plan
ou learn something about two of
choice:

ord for entering a restricted area,
an unlocked entry door or window.
h as the ventilation system, the
access.

es an insider drops off up to 20 1b.
n you choice. The equipment can be

location of cameras, the security
metal detectors and such.

e in the area you've studied, you
rolls for the next 12 hours or until

G STYLE
E a second option for the Fighting

hrn to trade accuracy for swift
e on a weapon attack against a
forgo that advantage to

pnal weapon attack against the
n.

Attack action on your first turn of a
dditional ranged weapon attack as
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DEADEYE

The archetypical Deadeye has honed their skill with ranged
weapons to perfection. Master snipers and scouts, they take
their time lining up their shots, and can take down foes at
extreme range and with pinpoint accuracy.

BoNus PROFICIENCY

When you choose this archetype at 3rd level, you gain
proficiency in one of the following skills of your choice:
Perception, Investigation, or Survival. If you are already
proficient in your chosen skill, you add double your proficiency
bonus to any ability check you make with it.

STEADY AIM

Starting at 3rd level, you can take your time aiming to prepare a
deadly shot. As a bonus action when you are wielding a ranged
or thrown weapon, you can focus your mind and steady your
hand. Your ranged weapon attacks gain the following benefits,
which last until you move, take damage, are no longer wielding a
ranged or thrown weapon, or until you choose to end them (no
action required):

e The normal and long ranges of the attacks are doubled.

e The attacks ignore half and three-quarters cover.

e On a hit, you can deal an additional 2d6 damage to the target.
This damage increases by 1d6 atlevels 5, 7,9, 11, 13, 15, 17,
and 19. This damage can only be dealt once per round.

When you use this feature, you can only make a single ranged
weapon attack when you take the Attack action, even if you can
normally make more than one attack due to your Extra Attack
feature.

KEEN EYE

At 7th level, you become exceptional at spotting hidden threats.
You may take the Search action as a bonus action. Additionally,
being in a lightly obscured area doesn't impose disadvantage on
your Wisdom (Perception) checks.

MARKSMANSHIP

Starting at 10th level, your aim improves as you maintain your
focus. When you use your Steady Aim, you gain a +1 bonus to
ranged attack rolls. At the beginning of each of your subsequent
turns, this bonus increases by 1, to a maximum of +5. You lose
this bonus when your Steady Aim ends.

OVERWATCH
At 15th level, you can use a well-placed shot to disrupt enemies'
attacks. As a reaction when you are using your Steady Aim and a
creature you can see makes an attack, you can make a ranged
weapon attack against that creature. The creature must be
within the range of the weapon you use to make the attack. If
your attack hits, the target has disadvantage on the attack it was
making.

You can use this feature a number of times equal to your
Dexterity modifier (minimum of once), and you regain all
expended uses of it when you finish a long rest.

IMPOSSIBLE SHOT
At 18th level, you are able to strike targets with pinpoint
accuracy when you need it most. When you are using your
Steady Aim and hit a target with a ranged weapon attack, you
can make the hit a critical hit.

Once you use this feature, you can't use it again until you
finish a short or long rest.

Art Credits
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SACRED OATH

Becoming a paladin involves taking vows that commit the
paladin to the cause of righteousness, an active path of fighting
wickedness. The final oath, taken when they reach 3rd level, is
the culmination of all of the paladin's training.

OATH OF THE NORTH STAR

Knights who swear an oath to the north star aid and guide
travelers along their way. They take after the star itself, reliable
and steadfast in even the darkest of times.

TENETS OF THE NORTH STAR
A paladin who takes this oath swears on a star in the sky on a
clear night.

3ETx 0EA 7AUS It is your duty to guide the lost back onto the
righteous path. Otherwise, those who are lost will never find
their way.

30ATA 300TTC8 Do not waver or break formation. Many rely
on you, and for them you must stand strong.

3EETAET OEA _ECEO$ Without the light above, the night would
be dark. Shine bright and defend against the darkness.

OATH SPELLS

You gain oath spells at the paladin levels listed in the Oath of the
Stars Spells table. See the Sacred Oath class feature for how oath
spells work.

OATH OF THE NORTH STAR SPELLS
N_j_bgl Jctcj Qncjjq

3rd color spray, magic missile
5th calm emotions, enthrall
9th blink, hypnotic pattern

circle of power, flame strike

CHANNEL DIvINITY
When you take this oath at 3rd level, you gain the following two
Channel Divinity Options. See the Sacred Oath class feature for
how Channel Divinity works.

3TTOEETC ,ECE(S You can use your Channel Divinity to call out
to your allies, reassuring and bolstering them. As a bonus action,
choose a number of creatures up to your Charisma modifier
(minimum one creature) within 60 feet of you that can see or
hear you. Each target gains a number of temporary hit points
equal to your paladin level and is immediately freed from the
frightened or charmed conditions.

30ATTAO 118 As a bonus action, you can use your Channel
Divinity to surround yourself in stardust. You emit dim light in a
5-foot radius for one minute. Attacks made at creatures within
this dim light (including you) are at advantage. You can end this
effect as a bonus action on your turn.

AURA OF STARDUST

Starting at 7th level, you emit an aura of starlight around you
while you're not incapacitated, casting dim light in a 10-foot
radius around you. You can activate or suppress this this aura as
a bonus action.

When an invisible creature moves within 10 feet of you for
the first time on a turn or starts its turn there, it must succeed a
Dexterity saving throw against your spell DC or become coated
in tiny motes of stardust. While coated in this way, the affected
creature can't benefit from being invisible. These motes of
stardust disappear once the affected creature moves out of the
range of your aura.

At 18th level, the range of this aura increases to 30 feet.

PoLARIS

At 15th level, you are an immovable bastion on the battlefield.
While you are conscious, you cannot be pushed or moved
involuntarily. Additionally, you have advantage on ability checks

d dim light for an
8 radiant damage

ouble the number
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OATH OF SANITY

The Oath of Sanity is the oath of someone that has survived
exposure to the horrors that lay beyond the veil.

While most who have glimpsed into the Far Realm suffer
instant and irrevocable madness, these Paladins have glimpsed
beyond and sworn to remain sane, no matter what the cost.
They reject shielding their fragile mind from what they've seen
in comforting shroud of madness.

An Oath of Sanity Paladin will usually seem to others as true
neutral or lawful neutral following obscure codes
incomprehensible to those who haven't experienced a brush
with the beyond, their morality coming in blue and orange
rather than black and white. Almost universally they are
dedicated preventing the threats beyond from consuming the
material world and shattering the fragile minds within.

These are the ones who make grim decisions for the greater
good, for they know what lies beyond.

TENETS OF SANITY

o /0AA® Never act on random or chaotic impulses. These are
the cracks of madness.

o BECEIATAAY Never let your attention wander, least you miss
the signs madness.

o $EOAEDIETAY Never indulge in a lapse of behavior, your habits
keep you safe from madness.

o 3TIATTEOU. Your work is terrible. Never take pleasure in it.
That leads to the comfort of madness

o 3ATEOW No matter what, never give into madness.

OATH SPELLS
You gain oath Spells at the paladin levels listed.:

Jetgj Qncjjq
3rd bercar K_ega* npmrcargml domk emmb _Ib ctyj
5th a_jk ckmrgmlg* gcc ghtggy” gjgrw

9th bygncj k_ega* pckmtc aspac

13th ~_lygFkelrt bgkelggml bmmp

17th = lygfyle gkgret amlr_ar mrfep nj_lc

CHANNEL DIvINITY
When you take this oath at 3rd level, you gain the following two
Channel Divinity options.

400T 0EA 1AAO0ATO] As an action, you can make any
aberration or undead, provided that it's within 30 feet and that
can see or hear you, make a Wisdom saving throw. If the

creature fails its saving throw, it is turned for 1 minute or until it

takes damage. A turned creature must spend its turns trying to
move as far away from you as it can, and it can't willingly move
to a space within 30 feet of you. It also can't take reactions. For
its action, it can use only the Dash action or try to escape from
an effect that prevents it from moving. If there's nowhere to
move, the creature can use the Dodge action.

If the creature's true form is concealed by an illusion,
shapeshifting, or other effect, that form is revealed while it is
turned.

&TAOO —ETA({ As a reaction to becoming Frightened, Charmed,
or suffering a negative mental status inflicted by failing an
Intelligence, Wisdom or Charisma saving throw, you may focus

your mind, expending your Channel Divinity to immediately end

the effect.

AuURrA OF BINDING

Beginning at 7th level, you project an grounding aura against the
warping of space around you. Creatures of your choice within 10
feet attempting to teleport or cross planar boundaries must pass
a Charisma saving throw against your spell save DC. On a failure,
the spell slot is not wasted but the action is. At 18th level, the
range of this aura increases to 30 feet.

CONSTANT VIGILANCE
Starting at 15th level, you can no longer be surprised, and your
passive perception remains the same even while unconscious so
long as you have at least 1 health.

Additionally, when you roll for Initiative, if the total result of
your roll is less than your passive perception, you can replace
the result with your passive perception value.

AWOKEN

At 20th level, as an action, you can fully perceive the world
around you for what it is, shattering the foul magics that bind
and piecing the veils that hide, unrelenting and focused, gaining
the following benefits for 1 minute:

¢ You can gain truesight with a range of 120 feet.

e You are immune to psychic damage.

e Whenever you strike an enemy with a Divine Smite, they
suffer the effects of AEOPAI TAGEA cast at the level of the spell
slot expended.

¢ You can use Focus Mind without expending your channel
divinity during the effect of this ability.

Once you use this feature, you can't use it again until you
finish a long rest.

Art Credits
Capsuleer's Brain -


https://www.artstation.com/artwork/L2gKGK

ROGUISH ARCHETYPE

Rogues have many features in common, including thq
emphasis on perfecting their skills, their precise and
approach to combat, and their increasingly quick re
different rogues steer those talents in varying directi
embodied by the rogue archetype. Your choice of arc
reflection of your focus—not necessarily an indicatio
chosen profession, but a description of your preferre
techniques.

INFILTRATOR

An infiltrator can break into places others wouldn't d
find what it's looking for, and get back out again whil
evading anyone who would try to stop him. An infilt
master of stealth, breaking and entering, and second
work.

BONUS PROFICIENCIES
When you choose this archetype at 3rd level, you gai
proficiency with the disguise kit and hacking tools.

SWEEP

Starting at 3rd level, you know how to size up an are
the lay of the land in a single sweep of your eyes that]
perceptible to those around you.

You can use your bonus action granted by your Cu
Action to make the Search action. You also gain adva
check when looking for alarms, surveillance devices,
routes and any expensive objects that can easily be c
and carried away.

INFILTRATION ADEPT

At 9th level, you have a number of infiltration dice e
Dexterity modifier, which are d8s. You regain all of yq
expended infiltration dice when you finish a long or {
You can expend an infiltration dice and add it to the
the following checks after you roll, but before the D
whether the roll succeeds or fails.

Whenever you make a Dexterity (Stealth) check.
Whenever you make an attack roll while hiding.

Whenever you make a check using, disarming or
electrical or mechanical device.

ENGINEER
At 13th level, you understand how machines and ele(
devices work. You gain advantage on checks to use,
repair an electrical or mechanical devices.
Additionally, when you fail to deactivate a trap, ex
alarm, you can use your reaction to avoid triggering {
(activating the trap, detonate an explosive or trigger
You can use this feature once per short or long rest.

MASTER INFILTRATOR
At 17th level, your infiltration dice are now d10s, and
expend up to two infiltration dices for each check ing

Additionally, whenever you make a check using tog
not proficient, you can add half your proficiency bon
check.

Art Credits
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STEALTH HACKER

Rogues often use stealth to gain sneak attacks on their victims,
but a Stealth Hacker takes it a step further, completely focusing
on tactics to get behind enemies without detection to disrupt
and debilitate them. Somehow you have come to possess a
variety of gear (magical or technological) that provides you with
the ability to hack, camouflage and quickly maneuver. You can
use your hacking abilities to disrupt your enemies, ensuring
they are easier for your allies to eliminate. Your ability to
camouflage yourself and travel around the battlefield make you
hard to pin down and excellent at both infiltration and at
narrow escapes. (Yes this is that.)

TRANSLOCATE

When you choose this archetype at 3rd level, you gain the ability
to instantly translocate through space to a beacon (likely tech
gear, but could be a magically infused device). As a bonus action,
you can toss out a translocator beacon up to 60 feet onto a
relatively flat surface. As a bonus action, you can instantly return
to the beacon’s location while it is active (excluding when it’s in
mid-flight) and located in an unoccupied space. After 2 rounds
from when it was placed, a translocator beacon becomes
inactive, you can no longer return to it and the beacon will
require an action to be reset while you are holding it.

Your translocator is indestructible. However, it can be
disabled, having 10 hit points and an AC of 10. A disabled
translocator can be repaired during a short or long rest. If it is
lost, it is not easily recovered in a campaign setting.

REMOTE HAcKk

Starting at 3rd level, you become proficient in hacking using
electromagnetic tendrils and gain hack points equal to your
level, which you fully regain upon completion of a short or long
rest. Your hack save DC is 8 + your proficiency bonus + your
intelligence modifier.

Using an action with a free hand, you can spend a hack point
to target an opponent with cybernetics that is within 30 feet
with an electromagnetic tendril, making a ranged attack. On a
hit, a hacked target must make a Constitution saving throw, or
have their cybernetics disabled and they can remake the save at
the end of each of their turns. The hack ability can be used to
disable electronic devices, disarm electric locks, or even access
computers using your proficiency in thieves’ tools and
Intelligence.

THERMOPTIC CAMO

Starting at 9th level, you have gained camouflage abilities (likely
tech gear, but could be a magically infused device) that allow
you to pass by enemies undetected for a short period of time. As
a bonus action, you can spend a hack point to enable your
thermoptic camouflage, gaining a +10 bonus to Dexterity
(Stealth) checks, allowing you to attempt to hide even against
enemies that can see you. You remain camouflaged until you
make an attack, cast a spell, take any damage or end of your turn
(or earlier if you choose). When coming out of camouflage, if
you were undetected by a target, you then have advantage on
the first attack you make before the end of your turn.

ADVANCED TACTICS

at 13th level, your abilities have increased. While

hged your speed increases and you gain an additional 10
ovement. You are able to see an outline of any enemy
20 feet who has their health below 50% that is carrying
cs, including enemies behind cover or even solid walls.
hdd your Intelligence modifier to damage on attacks
pinst targets you have advantage on when coming out of
hge. If you are conscious and able to move, you can now
reaction to instantly return to your translocation

ROMAGNETIC PULSE

ing 17th level, as an action you can spend 10 hack
discharge a sphere of electromagnetic energy from you
bot wide radius. All enemies in the sphere must make a
ion saving throw, or be incapacitated until they take

or the end of your next turn. This also disables all non-
devices for 2d6 rounds.
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SORCEROUS ORIGIN

Different sorcerers claim different origins for their innate magic.
Although many variations exist, most of these origins fall into
some bigger categories.

RADIOACTIVE
RADIATION FREAK Starting at 1st level, your body is saturated with harmful
The depths of the wasteland hold terrible forces that can warp residual radiation. You can use your action to activate or
and twist a man irreparably. Radiation normally offers a cruel, suppress a radioactive aura. While active, your body glows with
agonizing death, but can sometimes fundamentally alter those a brightlight in a 10-foot radius and dim light for an additional
subjected to its strange energies. Those which emerge from this 10 feet. Additionally, each creature which comes within 5 feet of
process alive are deemed “radiation freaks” for the horrible you or ends its turn in that area takes 1d6 radiant damage. At
physical deformities that accompany their transformation, but 6th level, this damage increases to 1d8 and at 14th level this
some are changed in even stranger ways. Radiation has the damage increases to 1d10.
potential to alter a creature at the magical level as well, resulting
in mutated sorcerers wielding horrific power. HicH POWER

Also at 1st level, whenever you deal cold, fire, lightning, or
paisan damage, you can replace the damage type with radiant

IVE RESISTANCE

vel, the tumors within your body can of rapidly shift
pical metabolism. Immediately after you take damage,
se your reaction and spend 1 sorcery point to gain

e to that damage type until you take a short or long
ntil you use this ability again.

CrLoup

at 14th level, you can use your action to transform your
bdy, along with everything you're wearing and carrying,

bud of dangerous radioactive material. This effect acts as
pus form spell, with the following differences:

flying speed is equal to half your movement speed.
bther creature enters your space or ends its turn there,
es 2d10 radiant damage.

an cast cantrips while you're in this form.

ou use this ability, you can’t use it again until you finish
st.

PE POISONING

evel, you can spend 3 sorcery points to bombard a

you touch with a near lethal amount of radioactivity. At
ning of each of the targets turns, it must make a

ion saving throw. On a failed save, the target is

H until the beginning of its next turn and takes 4d10
lamage. If a target fails three times, it remains poisoned
our, and takes 1d10 radiant damage at the beginning of
s turns. If it succeeds three times, this effect ends.

Art Credits
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THE NETWORK

Your innate magic comes from thd
network around the world where)
Perhaps the constant exposure to
devices connected to the internet]

SocCIAL NETWORK

Starting at 1st level, your innate g
information easily. Whenever you
learn or get information about so
use your Charisma modifier inste

NETWORK STRIKES
When you choose this origin at 14
gain the following benefits for 1 r

e Whenever you deal damage w|
damage type to lightning dam
Any creature within 30 feet of|
you with an attack takes light
Charisma modifier.

Once you use this feature, you
to use it again.

ARCANE FIREWALL

At 6th level, whenever you are ta

you roll a saving throw, you can u|

sorcery point to gain advantage o
If you are targeted by a ranged

reaction and spend 1 sorcery poit

that roll.

METAMAGIC GLITCH

At 14th level, when you cast a sp¢
higher, you can choose one metar
Careful, Distant, Empowered, Ext
that metamagic option at no cost,

NETWORK OVERLOAD
Beginning at 18th level, when yo
single attack roll against a single
sorcery points to deal an additio
each sorcery point you expend.
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OTHERWORLDLY PATRON

A modern warlock channels the unseen randomness of urban
life, tapping into the energy of technology in unimagined ways.

THE MACHINE

Your patron is an incomprehensible machine that wields both
intelligence and incredible power over reality. This device may
have been created through mortal design, only to far exceed its
intended capabilities; or it may have been the instrument of a
higher power, preserving order since the birth of the multiverse.
The motives of these constructs are often inscrutable, either
through deliberate manipulation or a bizarre protocol of
communication; nonetheless, their ultimate goals range from
carrying out the original directives of their creators to achieving
the insane fantasies of a rogue artificial intelligence.

EXPANDED SPELL LIST

The Machine lets you choose from an expanded list of spells
when you learn a warlock spell. The following spells are added
to the warlock spell list for you.

Qncjj Jetcj Qncijjq

st epc_qgct gfycjb

2nd fc_r ker_j* ilmai

3rd jrefrigle “mjr* gclbgle
4th d_"pga_rc* grmlcqigl
5th n_qqu_jj* rcjcigheq
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MACHINA ARCANA

Beginning at 1st level, you know the TATAFTC and OETAEETC
COAOD cantrips, which do not count against your known cantrips
and are considered warlock spells for you.

WARPED REALITY

Also at 1st level, you can choose to bend and contract space
when you make a ranged or melee attack roll to extend its range
or reach by 60 feet and grant advantage to the roll.

You can also use this feature when you interact with an object,
perform the Use Object action, or cast a touch spell on a willing
creature to increase your reach by 60 feet. If you use this feature
to pick up a distant object, it can't weigh more than 10 pounds.

Once you use this feature, you can't use it again until you
finish a short or long rest.

ForGED Bopy
Starting at 6th level, you become your master's canvas,
declaring the perfection of artifice over flesh. Whenever you
take damage, you can use your reaction to halve the damage
dealt to you.

You gain two uses of this feature, which are regained after
finishing a short or long rest.

STEEL RESOLVE

Starting at 10th level, your patron's logic-driven rigor teaches
you to compartmentalize your thoughts and emotions. You are
immune to the frightened condition, and you don't lose
concentration on your spells when you are incapacitated unless
you are petrified or rendered unconscious.

In addition, when you are forced to make a Constitution
saving throw to maintain concentration on a spell, you can
choose to automatically succeed after seeing your initial roll but
before any of the roll’s effects occur. Once you maintain
concentration this way, you can't do so again until you finish a

MoNoLITH

el, you can summon an imposing column of
n action; raising a 15 foot tall monument in
space.

ible monolith acts as a conduit for your

o this realm. You can spend 10 minutes
tructures or objects made of non-magical
ng terrain within 30 feet of this monolith.

es removed from this area will disintegrate
 terrain will revert to its natural form. In
entally alerted when a creature of size Tiny
is area, as long as you are within 5 miles.
eport yourself and up to 4 other willing

0 feet to the base of the monolith as an action,
ithin 5 miles of it. Once you teleport like

0 again until you finish a long rest.

active as long as you maintain concentration
i on a spell). If you concentrate for 1 hour, the
ounding creations are made permanent until
e again to create another one.

s feature, you can't do so again until you
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THE LADY OF Luck

Your Patron is a being who personifies the concept of fortune
itself, known as simply as The Lady of Luck. She travels through
the Astral Plane on a great wheel, her seven snake eyes
observing every possible outcome of every action, her eight
hands occasionally tugging at the strands weaved by her sister
Destiny, in order to subtly influence causality, whether this is
ultimately for good or bad only she knows. She is fickle and
inscrutable, as quick to give her blessing as she is to take it away,
and if trifled with she may even cast a baleful curse that lays
ruin on whoever fails at tempting her, she does however look
favorably upon those who know how to play the odds, and if not
squandered, her favor ensures that anyone can thrive should
they know how to use it.

EXPANDED SPELL LIST

The Lady of Luck let's you choose from an expanded list of spells
when you learn a warlock spell. The following spells are added
to the warlock spell list for you.

Qncjj jetej - Qncijg
st ~_Ict Tjeqo
2nd _sespwt clf_lac _“gjgrw
3rd “c_aml md fmnc* ~cgrmu aspgc
4th bc_rf u_pb* bytgl_rgml
5th amkkslct gigjj cknmucpckelr

STACKING THE DECK

At 1st level your patron teaches you how to improve the odds in
your favor, you gain proficiency with Dexterity (Sleight of hand)
checks, as well as a special set of playing cards known as a
gambit. You can summon your gambit to your hand as a bonus
action, and you can use it as a focus for your warlock spells. Your
gambit has a number of charges equal to your Charisma
modifier, and you can spe
effects. You can use these
before any of it's effects a|
your gambit once you fini
charge whenever you roll
20.

o Whenever you or an a
check, or saving thro
2 charges of your gam
check.

e Whenever you or an a
you makes an attack r
spend 2 charges of yo
advantage on the attad

e Whenever a hostile cr
or an ally that you can
your reaction and spe
that creature disadva

Luck oN YOUR SIDE

Starting at 6th level the laws of probability slightly shift around
you. Within 10 foot aura centered around you the first attack
roll, saving throw, or ability check that you, or an ally makes
with disadvantage is made as a straight roll instead; and the first
attack roll, saving throw, or ability check made by a hostile
creature with advantage is also treated as a straight roll. You can
only grant this benefits once per round. At 12th level the range
of this aura becomes 15 feet.

REVERSAL OF FATE

Beginning at 10th level you gain the power to subvert the
fortunes. When initiative is rolled you regain 1 charge of your
gambit. Additionally whenever you or a creature that you can
see makes an attack roll, saving throw, or ability check, and rolls
either a 1 or a 20, you can use your reaction to treat that roll of a
20 as a 1, or make the roll of a 1 be treated as rolling a 20. You
can use this feature twice, and you regain all uses when you
finish a short or long rest.

DouBLE OrR NOTHING

At 14th level you can drastically alter the fortunes of everyone
around you. Whenever you or a creature that you can see makes
an attack roll, damage roll, saving throw, or ability check, you
can use your reaction to apply the following results based on the
result of the roll of a single d20 called a #TET 0100, this type of
roll negates both advantage and disadvantage for it.

e 11-20: The result of the roll is treated as having rolled the
highest possible amount.

e 1-10:The result of the roll is treated as 1.

You can use this feature after the roll is made, but before any of
the results are applied. You can use this feature twice, and you
regain all uses once you finish a long rest.

Art Credits
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TECHNOMANCY SAVANT
Beginning when you select this school at 2nd level, you change

ARCANE TRADITION

The most common arcade traditions in the multiverse resolve your spellbook into a E-book device infused with magic,
around the schools of magic. Wizards through the ages have allowing you to save spells on it in a special format called
cataloged thousands of spells, grouping them into categories "spellfiles”. The gold or the time you must spend to copy a spell
called schools. in your E-book device is halved (your choice).

ScHOOL OF TECHNOMANCY MAGHINE EMPATHY

Also at 2nd level, you gain proficiency with one of the following
tools: engineering kit, hacking tools or mechanic tools. In
addition, whenever you make an ability check using the chosen
tool, you can twice your proficiency bonus to that roll.

A new world brings new opportunities as the magical and the
mundane fuse into novel patterns. The technomage combines
the rising power of magic with a deep understanding of

technology. The technomage has a roster of spells that she ma

DGRAM SPELL

h level, you can cast a 5th-level spell or lower while

ing an electronic device. When you do so, you expend the
slot, but none of the spell's effects occur. Instead, the spell
ogramed into the device for later use if the item doesn't
hdy contain a spell from this feature. When you program it,
Hetermine the method of activating the spell, such as typing
ecific word, flicking a switch or similar.

er that, a creature that has an Intelligence score of at least
use an action to activate the spell and cast the

rammed spell in the device. The creature must know the
od of activation to cast the spell (for example, you can
ram the haste spell to be casted in a creature when it hits
rol-Alt-H in the keyboard). A concentration spell placed in a
e cannot be activated while you are concentrating on

her spell.

en you program a spell in this way, it must be used within
rs. After that time, the magic fades and is wasted. The
rammed spell is also lost if the device is destroyed or after
inish a long rest.

ce you use this feature, you can't use it again until you

a short or long rest.

LINE CASTING

Dth level, you can cast spells through electronic devices,
ding cameras, smartphones, tablets and computers. If a
requires the caster to be seen, the target must see you, and
equires the caster to be heard, then the target must be able
bar you.

le range is determined from the caster to the device and
from the device to its target. You must be able to see or
rwise be able to determine the location of your target.

u can only use this feature to cast spells that target a

ific creature.

u can use this feature a number of times equal to your
ligence modifier (minimum of once). You regain expended
when you finish a long rest.

AINED DEVICE

4th level, you have learned to imprint vestiges of your
ciousness on electronic devices with significant computing
er. When you cast a concentration spell, you can use a

e whose computing power is equal to or greater than a

bt computer to maintain concentration of the spell on your
If. The device must be held or worn by you to maintain this
t. If the device is destroyed, taken from you, dropped, or

ed off, the concentration ends. Once you use this feature,

Art Credits an’t use it again until you finish a long rest.
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STRESSED STUDENT

While many people glorify notorious wizards like Elminister,
Mordenkainen, or Manshoon, they often are not aware of the
effort invested into becoming so powerful. This subclass
portrays the less glamorous days of being a wizard - for examp
all the hours of studying while drinking copious amounts of
coffee.

LiviNG ON A BUDGET

Beginning when you select this school at 2nd level, the gold and
time you must spend to copy a spell into your spellbook is
reduced to 10 gold and 30 minutes per spell level.

SPASMS
Also at 2nd level, every once in a while, your lack of sleep causq
you to lose control of your magic. When you cast a spell of 1st
level or higher for the first time after a short or a long rest, roll
an arcana check with a DC of 8 + the spell's level. If you fail, rol
on the sorcerer's Wild Magic Surge table. You can not willingly |
choose to fail this check.

If you succeed, you will have to make this roll again the next
time you cast a spell of 1st level or higher. The DC increases by
for every time you have succeeded until you fail.

If you roll a 99-100 you instead regain your highest
level expended spell slot.

LAST MINUTE PREPARATIONS

Starting at 6th level, you can forego rolling for initiative and

choose to go last in the initiative order. If you do so, you can

replace one of your prepared spells with another one within
your spellbook.

ADRENALINE RUSH
At 10th level, you can momentarily focus your mind for one
turn. During this turn you can reduce the casting time of one
spell from an action to a bonus action.

Once you've used this ability twice, you can't do so again unt
you have finished a short or a long rest.

Quick LEARNER
Beginning at 14th level, you can learn new spells by observing
other that cast them. If you can see and hear a spell being cast,
you can spend your reaction to attempt to memorize how it is
cast. Make an Arcana check against a DC of 10 + the spell's leve
On ea successful check, it is added to your list of prepared spel
until you finish a long rest.

Before you finish a long rest, you can spend the time and golg
necessary to write the spell into your spellbook.

If you attempt to memorize a spell while you already have a
spell memorized and succeed, you forget the previously
memorized spell.

DEGREE
At 20th level, you receive a degree. It does nothing, or does it?
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SPELLS

ELECTROMAGNETIC PULSE

XOAZIAOAT AOTAAGETT

#AOOETC 4E TA{ 1 action

2ATCA{ 30 feet

#T TDITATOOLV, S

$O0AETT] Instantaneousv

When you cast this spell, you send a powerful burst of energy
that ruins electronic circuitry in a 20-foot cube. Any computer,
telephone, television, or other device with a computer processor
inside ceases to function immediately, and the contents of hard
drives and other storage media are scrambled.

The electromagnetic pulse affects only devices with extensive
circuitry, not everything that uses electricity. Ordinarily the
lights stay on, although their electronic switches might not
function. Automobiles continue to run, although their engines
will run more roughly without electronic guidance. Cars with an
electronic ignition system won't start after the spell.

Devices affected by this spell can be fixed using an
engineering kit.

HAYWIRE

40ATO TOOAGETT AATOOED

#AOOETC 4ETA{ 1 action

2ATCA{ 30 feet

#1T TDTTATO0( V, S, M (a small magnet)
$OO0AGETTY Concentration, up to 1 minute

This cantrip causes a single device to behave randomly and
erratically, defying any attempts to bring it under control. Cash
registers display random prices and open their money drawers
repeatedly. Escalators surge forward, then reverse themselves.
Automatic teller machines flash random patrons' account
balances on the screen as they spew forth receipts (not money,
though).

It's impossible to describe the exact effects of haywire on
every modern device. In general, a machine subject to haywire
functions as if someone were pressing random buttons or
otherwise manipulating it randomly.

Turning off a device subject to a haywire spell doesn't work,
because the spell disables the “off” switch. Cutting off the power
supply (by unplugging it, for example) disables the device 1d4
rounds later, ending the spell.

This cantrip doesn't disable the devices (for example, a
camera might get a static effect but it will continue recording,
and a door with an electronic lock might not be openable while
is under the effects of this cantrip)

INSTANT CONNECTIVITY

WOEZIAOAT ATTEOOAGETT

#AOOETC 4E TA{ 1 action

2ATCA{ 10 feet

#1 TDTTATO0( V, S, M (a device connected to internet worth at
least 100 gp)

$O0AGETT] Instantaneous

With the aid of instant messaging software, you physically
transport the subject or subjects from one place to another. If
several willing creatures link hands in a circle, up to eight
creatures can be affected by the spell at the same time.

At least one of the creatures affected must be touching a
computer with Internet connection. The targets must be sent to
a specific computer that is currently active online. Instant
connectivity causes the targets to appear in the room from
which the receiving device is, automatically gaining surprise on
anyone else in that room.

You must have seen the receiving device for at least 1 minute
from 5 feet or less to be able to target that device.

If any of the devices have some kind of security (or if the
device is in a secure network), the spell cannot be casted until
the security is disabled.

POWER DEVICE

00ZIAGAT 00ATO T OOAGETT

#AOOETC 4ETA{ 1 action

2ATCA{ Touch

#TTDITATOOLV, S

$O0AIETT] Concentration, up to 10 minutes

You touch an electrical or mechanical device that requires a

power source. For the duration of the spell, the device functions

exactly as it normally would if it had conventional power.
This spell can affect any household or handheld device, or

general-purpose vehicle. Larger or more intricate devices

cannot be powered with this spell.

RELAY TEXT

@TAZIAGAT 00ATO T OOAXETT

#AOOETC 4E TA{ 1 action

2ATCA{ Unlimited

#TTDITATOOLV, S

$OOAETT] Instantaneous

You cause a text message of up to 25 words to appear on the
screen of an electronic device capable of receiving such
messages, such as a smartphone, tablet, or computer. If the
device is turned on, the message appears instantly; if not, the
message appears as soon as someone turns it on. The message
remains on screen until read, then disappears, leaving no
electronic record of its appearance. You must have seen the
device to send a message to it.



SYNCHRONICITY
WOEZIAOAT AAEOOAGETT

#AOOETC 4E TA{ 1 action
2ATCA{ Touch

#T TDITATOOLV, S

$O0AETT] Concentration, up to

The creature you touch feels reali
while this spell is in effect. The ta
mundane delays of any sort. Traff
there's always a waiting elevator,
corner. The target can run at full
and attacks of opportunity provo
are made with disadvantage.

Synchronicity grants advantagg
since the target always finds a ha
Additionally, the target has advan|
to drive a vehicle. In the event th
the effect of Synchronicity are att
inconvenienced by each other, thd
of Charisma each time the effects
each other.

WIRE WALK

QOEZIAOAT ATTEQOAGETT

#AOOETC 4ETA{ 1 action

2ATCA{ 10 feet
TIDITATOO] V

$O0AETT( Instantaneous

This spell instantly transports up
choice that you can see within ra
telephone you call. The telephond
creature or by an answering mac
open line. You arrive adjacent to t
and any other creatures transpor
you.
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INVOCATIONS

Broop AND IRON
O0AOANGEEOAO] 4EA — AAEETA OAGOTTH GOE TAOAI

When you expend a hit die to regain hit points, you can roll the
die twice and pick the higher result, and you can also reattach
any of your severed limbs during a short or long rest. You also
fail only one death save when you would normally fail two, such
as when you take a critical hit.

CoLp CALCULATION
00ROANOEOEOAG] 4EA —AAEETA PACOTT

You gain proficiency in the Investigation skill. In addition, if you
are not surprised at the beginning of combat, you can add your
proficiency bonus to your initiative roll.

ForGED FisT
00AOANOEOE0A] 4EA — AREETA DAGOTTH OARD £ OEA "1AAA EAAODOA

Your fists are transmuted into steel and your weapon becomes
an extension of your arm when you summon your pact weapon,
giving you a +1 bonus to your AC while you aren't using a shield
and you can't be disarmed.

You can also replace a single weapon attack to strike a
creature with your fist acting as a pact weapon with the Y¥TAO0A
property, dealing 2d10 force damage and knocking the creature
back 20 feet on a successful attack. Once you use this
empowered strike, you can't do so again until you finish a short
or long rest.

GIFT OF THE MAKER
00AOANOEOEOAC] 4EA —AAEETA DAGOTTH OOE 1AOAT

You can cast the ATE T AOA TAFAAQ0 spell once using a warlock spell
slot. You can't do so again until you finish a long rest.

THE MASTER'S DESIGNS
00ROANGEGEOAG] 4EA — AAEETA DAGOTTH OAAD T OEA 4T TA FAAOGOA wiE
1A0AI

Your Book of Shadows contains pages that shift and change to
represent the designs of any mechanical device (ranging from
simple doors to clocks) or construct creature that you
encounter. You can study a construct or device for 1 minute
while you hold your Book of Shadows, at the end of this period
you will know the following (where applicable):

e Movement speed

e Strength, Dexterity and Constitution ability scores.

o Damage immunities, resistances, vulnerabilities and/or
thresholds.

e The rough difficulty to unlock or operate a mechanism (how
this is described is at the DM's discretion).

If you study a device for 10 minutes, you gain advantage on
any 0ETEAQ’0 01110 or Intelligence checks made with regards to
this device.

THE EDGE OF FATE

O0AOANOEOE0A] 4EA , AAU ,OAE OAGOTTh OARO T OEA **TAAA FAAOOOA
You can use your gambit as your pact weapon, it deals slashing
damage equal to 1d6 + 1 + your Dexterity modifier, it has the
thrown (80/320) and finesse properties, you can make up to 4
ranged attacks with it before you must summon it back.
Additionally you learn the 4004 300¢EA cantrip if you don't
already know it, and you can cast it as a bonus action without
the need for concentration a number of times equal to your

Charisma modifier, and you regain all uses once you finish a long
rest.

TEXT OF THE PROPHETS

00AOANOEEOA] 4EA , AAU , OAE OAGOTTH OAAD T OEA 41 T A FAAGOOA

You can use your gambit as your book of shadows. Additionally
you learn the "'IAAA 7AOA cantrip if you don't already know i,
and you can cast it as a reaction a number of times equal to your
Charisma modifier, and you regain all uses once you finish a long
rest.

THE FATED FRIENDS

OOROANOEE0A] 4EA , AAU , OAE OAGOTTH OAAD TE OEA #EAET FAAOOOA
You learn the "OfAATAA cantrip if you don't already know it, you
can cast it as a reaction, and all allies within 5 feet of your
familiar gain the benefits of the spell for it's duration, you can

cast it in this way a number of times equal to your Charisma
modifier and you regain all uses once you finish a long rest.

FORTUNE OF THE GAMBLER
00AOANOEOR0A] 4EA , AAU , OAE OAOOTTH wOE 1A0AI

Any feature that would give you charges of your gambit restores
twice the normal amount, but if you have no charges of your
gambit left you suffer the following penalties for 1 minute.

¢ You have disadvantage in all ability checks.

o The first melee attack roll a creature makes against you is
done with advantage.

e Enemies have advantage against your spell saving throws.
Lucky SHOT
O0AOANOE0EOAS 4EA , AAU , OAE OAGOTTH OAAQ Tk OEA ""IAAAT wOE 1A0AI

The range on your gambit's ranged attacks is now 150/600.
Additionally your ranged attacks with your gambit score a
critical hit on a roll of 19 or 20.



SKILL CHANGES
300ATCOE] Athletics
$ABOAOEOU] Acrobatics, Sleight of Hand, Stealth

YTOATIECATAA} Academia, Arcana, Computing, Investigation,
Nature

7EOAT T Animal Handling, Insight, Medicine, Perception,
Survival

#EAOEO T Af Deception, Intimidation, Performance, Persuasion

CHANGES

#1 TDOOETC is a new Intelligence skill. Computing is used both
for checks when recalling information about technology, and
also for using various technological functions such as writing
software.

(EOOTOU and 2ATECETT are now a single skill called 1AAAA TEA.

—AAEAETA has been rewritten.

Medicine can be used either to treat injuries or to recall
medical information. In the latter case, no medical kit is
required, and the skill can be used to identify medicinal plants
and chemicals, identify diseases, and poisons, and asses how
badly hurt a creature is (not exactly how many hit points they
have but, for example, what kind of medical care would be
appropriate to treat an injury, poison or disease, whether
moving a character that has suffering a long fall would worsen
their condition, etc).

When using Medicine to actually treat an injury, characters
require access to a medical kit (see Gear). If they are proficient
with medical Kits they add their proficiency to their Medicine
check, and without one entirely they suffer disadvantage.

Treating a disease or poison cannot be done with Medicine,
though it can be useful to diagnose an ongoing disease or
poison. Treatment of diseases and poisons is covered by the
antiox chemical (see Gear).

Treatment of injuries involves either stabilizing a character,
administering first aid, or conducting surgery:

e A character can stabilize a dying character as an action with
a DC 10 Medicine check. They remain at 0 hit points, but no
longer have to make death saving throws.

e During a short rest, a character can make a DC 15 Medicine
check to administer first aid to another character that is
spending Hit Dice. The target may reroll any 1s or 2s, but
must keep the second result. Without a medical kit (see
Gear), the character administering first aid suffers
disadvantage on their check.

3000FOAI can also be used in cities to navigate, notice the
dangers of both environment and persons, and scavenge for
food.

- b
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FEATS

Most of these can be obtained just by having the right
connections in the world.

BAsic FIREARMS TRAINING
2ANOEOA TATO0] Dex 13

" ATAkEO] You gain proficiency with handguns
ADVANCED FIREARMS TRAINING
2ANGEOA TATO0) Dex 13

" ATAFEO] You gain proficiency with longarms

HEAVY WEAPONS TRAINING
2ANOEOA T ATO0; Str and Dex 13
" ATAEQ] You gain proficiency with heavy weapons.

BURST FIRE
2ANOEOA TATO0) Dex 15

**ATAEEO] You gain the ability to use controlled bursts of
automatic fire. When using an automatic firearm with at least
three bullets loaded, you may use the attack action to fire three
bullets at a single target. You receive disadvantage on the attack
roll, but deal one addition die of damage with a successful hit.
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CYBERNETICS

AVAILABILITY AND INSTALLATION

Installing, upgrading, or removing a cybernetic implant takes
1d4 hours per implant and requires a DC 15 Medicine check.
The surgeon receives disadvantage on the check if they don't
have a medical kit (and only applies their proficiency bonus to
the check if they are proficient with medical kits).

If the check is failed the cybernetic device is considered
ruined, and must be repaired or replaced. If the check fails by 5
or more, the patient's Constitution score is reduced by 1d4
permanently.

SPACE AND CYBERNETIC IMPLANT SLOTS

There is a finite amount of space in flesh. Characters have a
number of slots per area of the body, as shown on the table
below. Using all those slots assumes no flesh is left, but there is
no penalty for that status.

Jma_rgml Qjmrg
Head 2
Torso

Left arm

Right arm

Left leg

w W w W w

Right leg

GADGETS

Using the gadget system is a simple matter of mixing and
matching various elements of a piece of gear until it fits what is
needed. First, pick a piece of equipment to be modified. Select a
gadget for the appropriate type that is either a universal gadget
or a gadget from the same (or lower) Progress Level. Modify the
purchase DC of the base item according to the gadget’s
instructions, and then purchase the gadget-modified item as
normal.

Some gadgets have additional restrictions placed on them
that must be considered before making the gadget modification.
Cybernetic gadgets do not take up implant slots (and might
even decrease the number of slots a cybernetic device takes up),
but cannot be installed without a related cybernetic implant.

They are modifications to existing cybernetic devices, not
implants in their own right.

BooBY TRAPPED

Those characters with a more paranoid outlook on life might
consider the booby trapped gadget for protecting their
cybernetics. Any cybernetic device with this gadget is designed
to function properly only for the recipient. The booby trap can
be deactivated by the recipient as a move action and remains
inert until reactivated (also a move action).

If an unauthorized character picks up the cybernetic device
(should it be separated from the owner), or, more important,
attempt to operate on or remove it, a special trap is immediately
triggered. None of the traps affect the recipient as long as the
cybernetic device is attached. (If the device is being operated on,
the trap might do this damage to the tools being used for the
surgery.)

**AOAG] The cybernetic device rapidly projects spikes or
blades, dealing 1d6 points of damage to the character tripping
the trap.

%IAAOOEA 3ETAE( Power cells in the cybernetic device
discharge and deal 1d6 points of electricity damage to the
character tripping the trap.

40ECCAQ ) TOACOAOAA 7AADTTY An integrated weapon is
triggered and targets the character tripping the trap. This trap
requires that the cybernetic device make use of the integrated
cybernetics gadget (see below) and is typically used to trigger
an explosive device.

2A000EAOETTOG Restricted (+2)

CoMPACT
By eliminating wasted space and using smaller components,
some engineers are capable of producing cybernetic devices far
smaller than their standard counterparts. Any cybernetic device
that takes more than one implant slot is reduced by one slot by
including this gadget. A device cannot be compacted more than
once.

2R000EAOETTO] None



INoBVIOUS

An inobvious cybernetic device doesn’t look like a cybernetic
device when not in use. Cybereyes appear to be nothing more
than normal human organs, cyberlimbs show no sign of
enhanced power or function, and even dermal armor is
streamlined enough to not change the recipient’s shape. A DC 20
Spot check is required to realize the recipient has the cybernetic
device, and even then its exact function is not obvious until it is
used.

Obviously, there are limits to what can be hidden. No
externally mounted cybernetic device can be inobvious, and no
amount of camouflage will hide the fact that a 5-foot-tall girl
picking up a small car doesn’t have some unusual ability, even if
her cyberlimbs appear to be normal flesh and blood.

Normal camouflage for cybernetic devices applies only to
casual, visual inspection. It’s possible to camouflage devices
against any form of detection or scan (including metal detectors
and X-rays) with the sensor baffling gadget (see below). Even so,
no cybernetic devices can remain hidden if the recipient is the
target of a thorough medical examination.

2A000EACETTO] Licensed (+1)

INTEGRATED CYBERNETIC DEVICES
Integrated cybernetic devices combine the function of two or
more cybernetic devices into a single device that counts as only
one implant toward the character’s maximum (see the Standard
Cybernetics Rules, page 7).

Integrated cybernetic devices take up as many implant slots
as the largest of the integrated implants.

2R000EAGETTOf None.
purchase DC of the most expensive single implant, +4 for each
additional cybernetic device.

SENSOR BAFFLING

From simple metal detectors to advanced x-ray scanners, there’s
always a way to detect cybernetics. The ability to confuse
sensors can be invaluable, especially when smuggling weapon
implants past security.

Any cybernetic device with a sensor baffling gadget increases
by 5 the DC of checks made to detect the device with sensors or
other detection devices. Even so, no cybernetic devices can
remain hidden if the recipient is the target of a thorough
medical examination.

A cybernetic device can have sensor baffling without being
inobvious, but this means the device is still clearly cybernetic
when observed visually and the +5 DC applies only to scanners
and similar detection methods.

2A000EAOETTOG Licensed (+1)

STORAGE COMPARTMENT

A cybernetic implant can have an internal storage compartment
built into it. Each compartment can hold a single object of Small
size or smaller. The recipient can remove objects from the
compartment easily, but anyone attempting to do so against his
will must both successfully pin the recipient and beat him at an
opposed Strength check. Objects kept in cybernetic storage
compartments gain a +4 bonus on checks made to conceal them.

Removing an object from a cybernetic storage compartment is
a move action that provokes attacks of opportunity. A
compartment can also be made into a weapon bin (at no
additional cost). This allows it to hold a single type of weapon,
which can be removed in the same way a weapon is drawn (a
move action that can be combined with movement, and does not
provoke attacks of opportunity).

For an additional cost (+1 to the purchase DC), a

Art Credits
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No SLoT IMPLANTS

Each implant description includes the following information:

" ATAEO] What the cybernetic replacement allows its
recipient to do.

40PAj Replacements can be external or internal. External
replacements are subject to sunder attacks; internal
replacements are not.

, TAAOETT] Where the implant is inserted and how many slots
it takes up.

CAOATAOOT (B0 OTET00] The hardness and hit points of the
replacement. Internal replacements don’t have hardness.
the components to build it), at its specified Progress Level.
Cybernetic attachments are cheaper to buy at higher Progress
Levels; for each raised step in Progress Level, reduce the
purchase DC by 2.

2A000EACETT( The level of license required to purchase the
replacement legally, and an appropriate black market purchase
DC modifier.

ARTIFICIAL ORGAN
An artificial organ fully replaces a defective or destroyed
biological organ or limb, such as a heart, lung, eye, ear or leg.
**ATAFEQ] The artificial organ duplicates the function of its
biological counterpart. It provides no special game benefits.
4UDPA({ Internal
, TRAOETT{ None
CAOATAGOT CE0 OTETO0] -/2

2A000EAOETTY None

COGNITIVE PROBE
A cognitive probe can be inserted directly into the brain of a

Attempting a cognitive probe is an action. You must succeed on a
melee attack with the weapon you are using to probe, and your
target must be restrained. If the target dies from the damage
inflicted by the attack, the probe fails. A surviving target must
pass a DC 15 Wisdom saving throw or be probed successfully. If
they pass their saving throw, the target cannot be probed for 24
hours.

If the probing is successful, the target’s memories and
knowledge are accessible to you, from memories deep below the
surface to those easily called to mind. You pose the questions
mentally and the answers are imparted directly to your mind.
You can ask the subject a new question in subsequent rounds,
for a number of rounds equal to 3 + your Wisdom modifier. After
this duration, the target has built sufficient resistance to resist
the probe for 24 hours. You and the target do not need to speak
the same language, though less intelligent creatures might yield
up only appropriate visual images in answer to your questions.

40PA{ Internal

, TRAOETT{ None

CAOATAGOT CE0 OTETO0] -/2

COSMETIC IMPLANTS

Cosmetic implants on this level go well beyond the plastic
surgery of earlier decades. This is full-blown body appearance
modification, allowing the recipient to look like nearly any
humanoid of approximately the same shape. It’s possible to look
like another species (such as a genejack or a riftkin), or a
humanoid with animal traits (dog-men and cat- or rabbit-
women are particularly popular), change ethnicity, or simply
mould features to achieve greater beauty (or greater ugliness, if
preferred).

**ATARO] The exotic appearance of a recipient with cosmetic
implants makes the initial reaction of other characters more
severe. Those who find themselves liking the recipient are
moved to greater helpfulness by his appearance, whereas those
who initially dislike the recipient are pushed into true hostility
by his unusual or highly sculpted looks.

4UPA{ Internal

, TARAOETT{ None

CAOATAOOT (B0 OTET00 -/1

2A000EACETT] None

FLEXIBLE JOINTS

The joints of the recipient are replaced with double-jointed
hinges that can actually change their rigidity, becoming flexible
in any direction.

" ATAkEQ] Flexible joints grant advantage on checks made to
escape a grapple. Additionally, the recipient can squeeze
through a tight space without reducing their speed.

4UPA{ Internal

, TAAGETT{ None

CAOATAOOT (B0 OTETO0] -/2

2A000EAGETT( None
all b
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LOCKING JOINTS
The joints of both arms are designed to lock in place, holding
one position as long as the recipient wishes.

**ATAEEO] Locking joints can only be added to existing
cyberlimbs, and both arms must be cybernetic devices for any
benefit to be gained.

The recipient can lock any joint in his body into a set position.
Once locked, the joint stays in the position without effort on her
part. This allows her to keep a grip on an object, hang by one
arm, or do anything else possible with a locked joint without
suffering the effects of fatigue.

For example, a character with locking joints that falls off the
side of a building and grabs a windowsill can hold it for as long
as she wishes.

If the recipient makes a Strength check to grab, hold, or
restrain something, she can use the same check result as long as
she wishes, until it fails. Additionally, locking joints improve the
recipient’s chances in a grapple, granting her advantage on
grapple checks.

A character cannot have both locking joints and flexible joints
(see above).

4UPA{ Internal

, TAAGETT{ None

CAOATAOOT (B0 OTETO0] -/2

2A000EAGETT{ None

LuMINOUS SKIN

Special skin grafts create luminous displays on the recipient’s
flesh. Most recipients use it purely for decoration, but the same
technology can provide a built-in chronometer.

**ATAEEQ] The recipient can control the brightness of the
luminescence as a free action, negating it entirely if desired. As
its most intense, luminous skin can illuminate squares occupied
by or adjacent to the recipient. The chronometer serves the
same function as a wristwatch, including date, time, and alarm
functions.

4UPA{ Internal

, TARAOETT{ None

CAOATAOOT (B0 OTETO0] -/- (luminous skin ceases to function
when the recipient is killed.)

2A000EACETTY None

NETWORK INTEGRATION PoRT (NIP)

A NIP is a small interface implanted at the base of the recipient's
spine. It is a relatively simple and painless procedure and allows
a character to access the VRNet.

**ATAEEO] The recipient can connect themselves to a computer,
and manipulate it in an immersive virtual space - the Wire. This
is an entirely localized experience; although the computer used
counts as a node for anyone else that can physically connect to
this computer, outside access is impossible.

If the computer is also connected to a modem, and this
modem connected to an appropriate data line, the recipient of a
NIP may access the Wire proper, a vast network of
computer/modem combinations that replaced the older
Internet decades ago. Doing so is potentially dangerous, as
anyone on this network can, with the relevant skills and
aptitude, get into and affect any other connected node.

Users of the Wire experience it through a virtual avatar.
Typically this shares the same appearance of the user, though
anyone is free to choose their own appearance provided they
have even a basic understanding of the Computing skill.

4UPA{ Internal

, TRAOETT] None

CAOATAOOT (B0 OTETO0] -/2

2A000EAOETTY None

SHEPARD CHIP

The shepherd chip is a tiny microchip implanted beneath the
surface of the wrist. It contains the bearer’s identification
information. Some computers can read the shepherd chip and
extract its information, while all shepherd chips can be made to
receive another person’s identification information via
handshake—once a mere method of greeting, the handshake
becomes a permanent way to introduce oneself and clearly
identify yourself to another person. Of course, the shepherd chip
can be made to not broadcast information via handshake for
privacy’s sake.

" ATAEEO] In addition to basic identification information, many
people have their banking and credit information keyed to their
shepherd chips so that they no longer have to use physical
money or credit cards. Businesses love this as it allows them to
prevent shoplifting; if a person carries an item from the store,
that item’s value is immediately deducted from their bank
account. Additionally, the shepherd chip can be linked to
computers (particularly neural implants) such that any
information can be transferred between two shepherd chips—a
great boon to the espionage community as it allows for discrete
information transfers.

Some governments use shepherd chips (occasionally
combined with nanobeacons) to monitor the activities of their
citizens. This oppressive, watchful eye of the government is
exactly what opponents of the shepherd chip fear. Additionally, a
black market for forged or stolen shepherd chips emerged as
soon as the chips themselves became widespread, making
identity theft and falsification an ever-present crime in some
communities.

40PA{ Internal

, TRAOETT{ None

CAORTAGOT CE0 OTETO0; -/1

2A000EAOETTY None

SUBCUTANEOUS CELL PHONE

The recipient has a small transceiver installed underneath the
skin of her throat. The transceiver is connected to a tiny speaker
located in the recipient’s ear.

**ATAEEO] The recipient may carry on conversations using the
subcutaneous cell phone without raising her voice above a
whisper; Perception checks made to hear the recipient suffer
disadvantage. The tiny speaker implanted in the recipient’s ear
enables her to hear the other side of the conversation, but
others cannot.

4UPA{ Internal

, TARAGETT] None

CAOATAGOT CE0 OTETO0] -/2

2A000EACETTY None
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HEAD IMPLANTS

DATA ARCHIVE
A data archive is a microcomputer implanted in the recipient’s
skull. It contains skill-related information stored on a series of
biological data chips, or biochips.

**ATAEEO] The recipient gains proficiency with Academia,
Arcana, Computing, Medicine, and Survival

4UPA{ Internal

, TRAGETT{ One head

CAOATAOOT (B0 OTETO0] -/2

2A000EAGETT] None

LASeR OPTICS
The recipient’s eyes are replaced with ocular implants capable
of firing thin laser beams.

**ATAkEQ] Using laser optics is an attack action. A "laser eye"
deals 2d6 points of fire damage, and has a range of 10/40 feet.

A creature equipped with laser optics must fire them
simultaneously at the same target. If they are capable of making
multiple attacks, the creature may use their laser optics in place
of a normal attack.

4UPA{ Internal

, TRAGETT{ One head

CAOATAOOT (B0 OTETO00] -/2 (per eye)

2R000EAGETT] Military (+3)

MICROCOMPUTER
The recipient has a miniature computer attached to his nervous
system, usually at the base of the skull.

**ATAREO] The recipient is considered to have a computer and
modem (see Gear) integrated into their body, allowing them to
access other computers linked on a network, transfer data, and
access the Wire if they also have access to an appropriate data
line. When connected to the Wire, the character becomes a node
themselves (see the Wire).

Installing a microcomputer involves installing a Network
Integration Port (NIP) at the same time, and the recipient
doesn't need to make a separate Wealth check to purchase it.

Like all modern computers, a microcomputer includes a
wireless card by default and allows the recipient to connect to
signals from wireless routers. For an additional fee the modem
of the microcomputer can be expanded to include an integrated
wireless router as well. The recipient of the implant will then
broadcast a wireless signal, allowing any nearby computer (or
other creature with an implanted microcomputer) to wirelessly
connect to them.

Note that this doesn't allow these other computers to connect
to the Wire through the recipient, unless the recipient is
connected to the Wire themselves through a data line at the
time.

4UPA{ Internal

, TAAOETT{ One head

CAOATAOOT (E0 OTET00] -/4

2A000EAOETT{ Restricted (+2)

MINDSCREEN IMPLANT
A small implant in the recipient’s brain protects him against
mental attacks.

**ATAEEO] The recipient gains advantage bonus on saving
throws against being charmed, effects that deal psychic damage,
and can't be put to sleep by psionics or certain magics.

40PA{ Internal

, TRAOETT{ One head

CAOATAGOT CE0 OTETO0] -/2

2A000EACET T Military (+3)

NiGHTVISION OPTICS
The recipient’s eyes are replaced with ocular implants that
enable the character to see better in the dark. All of the
recipient’s eyes must be replaced to gain any benefit.

**ATAKEO The recipient gains darkvision out to a range of 60
feet.

4UPA{ Internal

, TAAOETT{ One head

CAOATAOOT (B0 OTET00] -/2 (per eye)

2A000EAGETT] None

SKILL IMPLANT
This small brain implant enables its recipient to perform a
specific skill more adroitly.

" ATAKEO The recipient gains advantage on all skill checks
made with one skill of their choice. Different skills require
different implants, and a skill implant cannot be modified to
grant a bonus to another skill.

A recipient may have multiple skill implants, but each is
considered a separate cybernetic attachment.

4UPA{ Internal

, TRAOETT] One head

CAOATAGOT CE0 OTETO0; -/1

2A000EAOETT] None

SKILL PLEXUS

This unit, implanted in the recipient’s brain, allows multiple skill
implants to function as a single cybernetic attachment (see Skill
Implant).

** ATAREO] The recipient may have up to four skill implants
attached to the skill plexus, and together they are treated as a
single cybernetic attachment. However, if the skill plexus is
destroyed, all of the attached skill implants are destroyed as
well.

4UPA({ Internal

, TRAOETT{ One head

CAOATAGOT CE0 OTETO0] -/4

2A000EAOETTY None



TARGETING OPTICS
The recipient’s eyes are replaced with ocular implants that use a
projected targeting reticule to improve the recipient’s aim. All of
the recipient’s eyes must be replaced to gain any benefit.

** ATAFEQ] Targeting optics grant advantage on all attack rolls
made with ranged weapons.

4UPA({ Internal

, TRAOETT] One head

CAOATAOOT (B0 OTET00] -/2 (per eye)

2A000EAOETT] Military (+3)

TELEscopic OPTICS
The recipient’s eyes are replaced with ocular implants that
simulate the effects of binoculars, enabling the recipient to
perceive distant objects more easily. All of the recipient’s eyes
must be replaced to gain any benefit.

** ATAREQ] Telescopic optics can magnify everything up to twice
their normal size at the user's whim.

40PA{ Internal

, TRAOETT] One head

CAOATAOOT (B0 OTET00] -/2 (per eye)

2AR000EAETTY None

THERMAL OPTICS
The recipient's eyes have lenses attached to their retinas that
allow them to toggle on a thermal sight which allows them to
track heat signatures.

" ATAEEO] The recipient gains thermal vision out to 60 feet.

4UPA({ Internal

, TARAGETT{ One head (gets attached to previous eye
replacement)

CAOATAOOT (B0 OTET00] -/2 (per eye)

2A000EAOETTY Military (+3)

VOICE STRESS ANALYZER
Sensors attached to the recipient’s optic nerves and inner ear
analyze minute physical indicators from living beings (including
increased pulse galvanic skin response) and enable the recipient
to better determine the emotional states of others.

**ATAEEQ] The recipient gains advantage on Insight checks
made to sense if someone is telling the truth.

4UPA{ Internal

, TRAOETT{ One head

CAOATAOOT (E0 OTET00] -/4

2A000EAGETT] None
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