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- BASIC RULES -

Version 0.3

Thank you for helping to test Tangent Space!
Please send any feedback to tangentspacerpg@gmail.com
Please put TEST somewhere in the email subject line with the version number.
Gameplay feedback only, please. Grammatical errors will be caught in editing.
If anything is missing from this document, it isn't in a usable state yet!

These are the recommendations for testing this version:

This version is about testing the basic rules of the game. Since the lore of the Tangent 
Space universe is not provided here, consider playing out a scenario from a favorite 
science fiction movie or novel. Tinker with character designs and see what you can 
make, or even try to replicate the style and abilities of existing characters in popular 
fiction. Rules for Vehicles and Ships are also not included in this version.
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THE BASICS
STANDARD ACTION ROLL
Action Total = 1d12 + Attribute + Skill Level.
Simple actions do not require skills and are rolled 
directly from Attributes. Rolling 1 is a critical failure. 
The action fails in spectacular fashion as described 
by the GM. Rolling 12 is a critical success. The action 
succeeds, no matter the totals, ensuring at least 1 
degree of success. All conditional effects for the action 
are triggered. If both the Action and Reaction roll a 
Critical Success, the critical effect is ignored and the 
actions resolve according to the DoS as usual. Both 
critical successes and failures grant Inspiration.

DEGREES OF SUCCESS (DoS)
DoS = Action Total - Reaction Total or Task Difficulty
If the DoS are positive, the action is successful.
If the DoS are negative, the action fails.
If the DoS equals 0, both players re-roll to break the tie.

TASK DIFFICULTY
Actions where there is no target reaction are rolled 
against a static difficulty. Easy = 5, Average = 10, 
Challenging = 15, Hard = 20, Impossible = 25

ACTION POINTS (AP)
During combat, each character gets 6 Action Points 
at the start of their turn. Simple actions only require 
1 Action Point. Skill actions list their Action Point 
requirements.

ACTION POTENCY
Action potency is listed as 1x to 4x. This is a multiplier 
for the Degrees of Success. This is most commonly 
seen in relation to dealing damage. Attribute Modifiers 
are added to the Action Potency.

INITIATIVE
1d12 + Initiative Modifier.
Initiative is rolled at the start of each combat round 
for each character. Characters take turns in order from 
highest Initiative to lowest.

AWARENESS
Identifying targets is an important step at the start of 
any combat encounter. You are automatically aware of 
any targets standing out in the open. However, if they 
are even partially obscured from view, they must be 
first detected through an Awareness roll before they 
can be targeted. Your character is completely unaware 
of undetected targets, even if you, the player, know they 
are there!

RANGE & ZONES
A Zone is a general area in the environment during 
a combat encounter. For example, each section of a 
house would be considered a distinct zone during 
combat. Falling or being thrown one zone’s distance 
causes you to take 1d12 physical damage directly to 
your Endurance.

Self
Some skills can only be targeted on yourself. Many 
Support and Defense skills fall into this category.

Melee
Melee combat is initiated against a target in the same 
zone. Once initiated, both characters are considered 
to be in melee combat until one of them perfroms an 
Agility based action.

Same Zone
Objects in the same zone can be interacted with 
without the need for a Movement action.

Adjacent Zone
You must make a Movement action to enter this zone. 
Some skills can reach the adjacent zone without 
requiring movement.

Line of Sight (LoS)
This is everything within your visual range. Some 
skills target anything you can see.

Extended
This is everything beyond your visual range, but still 
technically reachable by some skills.

TARGETING
Direct Targeting only affects targets that have been 
specifically selected. Zone Targeting affects all targets 
in the zone. Sometimes this is limited to only allies or 
only foes.

MOVEMENT
Movement actions are not normally rolled, rather 
they are simply stated and resolve automatically. It 
takes 3 action points to move into an Adjacent Zone. 
If the desired movement requires techniques such 
as sprinting, climbing, swimming, or jumping, this 
becomes an Athletics skill action and must be rolled.
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CHARACTER CREATION
STEP 1: DISCUSS GROUP TEMPLATE 
Characters in Tangent Space are at their best when they work together as a team. The group template 
is the way your character and the characters of the other players fit together. Someone might focus on 
dealing damage while the other focuses on providing support. Think about what role you would like to 
fill and what potential weaknesses your group might have. How do your characters know each other? Are 
they old work colleagues? Relatives? Rivals? There is no predetermined way to build a player group, but a 
well discussed group will lead to better stories and experiences overall.

STEP 2: CHOOSE A RACE
While there are many intelligent species in the galaxy, this test version of the game will be limited to 
humans only. Humans are a balanced race with 5 points in each attribute by default.

STEP 3: ADJUST YOUR ATTRIBUTES
You may move 2 attribute points from your race, and then add 5 points wherever you like. Think about the 
type of character you want to play and then adjust your attributes accordingly. Duelist characters favor 
Vigor, sharpshooters and pilots favor Dexterity, technicians and scientists favor Intellect, while psionics 
and leaders favor Willpower. Agility is useful for all characters.

STEP 4: CHOOSE SKILLS & TALENTS
Spend the required amount of experience points to acquire the skills  and talents needed to bring your 
character concept to life. As skills level up, they often gain new options and effects. New characters may 
spend up to 1000 Experience points during character creation.

STEP 5: ROLL YOUR STARTING CUBITS
Each character rolls 3d12 and multiplies the total by 1000 to determine their starting cubits.

STEP 6: GET EQUIPPED
Use your starting cubits to purchase items and equipment for your character. Equipment plays a large 
role in customizing your character’s play style, so you will want to look into replacing these simple pieces 
as soon as possible either through purchase or through invention. Equipment vendors are not provided 
in this test version, meaning that the GM must design equipment to be found or purchased. Alternatively, 
players can be left to design their own equipment using the crafting and invention system.

STEP 7: DEFINE PERSONAL DETAILS
Now that you know your character’s race, attributes, and skills, you can put all that together to figure out 
your character’s personality and history. Think about the reasons for your character’s profession and 
affiliation, and explain why their highest and lowest stats are the way they are.

Your character is now ready to start!
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ATTRIBUTES
The abilities of a character are described by values called 
Attributes. There are five attributes that are defined at the 
start of the game by the character's race. Up to 2 of those 
racial attribute points may be redistributed. Players then 
distribute 5 additional points however they like, although no 
one attribute can be higher than 12 or lower than 1 (Machines 
are an exception). Attributes are added to the rolls of simple 
actions and learned skills they are associated with. 

VIGOR     (VIG)

Vigor represents how physically strong and durable the 
character is. Vigor determines your Melee Modifier and 
Endurance values. A character has all the Endurance values 
equal to and less than their Vigor. For example, if a character 
has 7 Vigor, the Endurance values would be: 1 2 3 4 5 6 7.

DEXTERITY    (DEX)

Dexterity represents a character's hand-eye coordination and 
their ability to perform detailed tasks with their hands (or 
equivalent appendages.) Dexterity determines your Ranged 
Modifier and is crucial for both piloting and gunnery.

INTELLECT    (INT)

Intellect represents how smart a character is and how 
much knowledge they have. Intellect is the key attribute 
for technical skills, item crafting, blueprint invention, and 
scientific research. It also determines your Tech Modifier. 

WILLPOWER    (WIL)

Willpower represents mental strength and fortitude. Psionic 
abilities draw on Willpower, which also determines a 
character's Psi Modifier and Resistance values. A character 
has all the Resistance values equal to and less than their 
Willpower in the same manner as seen with Vigor and 
Endurance.

AGILITY    (AGI)

Agility represents how quickly a character can move and 
how precise their movements are. Agility is used by every 
character, especially when evading attacks or attempting a 
feat of acrobatics. Agility determines your Initiative Modifier.

ATTRIBUTE MODIFIER

1 -2

2 -1

3 -1

4 0

5 0

6 0

7 +1

8 +1

9 +2

10 +2

11 +3

12 +3

MINIMAL

WEAK

AVERAGE

IMPRESSIVE

EXCEPTIONAL

LEGENDARY

Whenever a skill needs to determine the 
potency of the action, the appropriate 
modifier is added to the total. For example: 
if a pistol deals 1x DoS damage, the Ranged 
Modifier is added to the total after the DoS 
is determined. The exception to this is the 
Initiative Modifier, which is added to your 
Initiative rolls each combat round.
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DAMAGE & DEFENSES
The order in which damage is resolved through the target's defenses is:

Barrier > Armor > Endurance > Life

Endurance exists to protect the character’s Life, while Resistance exists to protect the character’s Mind. 
Endurance is derived directly from the character’s Vigor attribute, which both have a maximum of 12. So, 
if the character has a Vigor of 7, the Endurance section would be filled out like this:

Endurance: [1] [2] [3] [4] [5] [6] [7] [  ] [  ] [  ] [  ] [  ]

The values for 8 thru 12 are left blank. When the character takes damage, they lose one of their endurance 
values according to the amount of damage they have received. Let’s hit this character for 6 damage:

Endurance: [1] [2] [3] [4] [5] [/] [7] [  ] [  ] [  ] [  ] [  ]

The 6 value has been crossed out. If the character is hit for 6 damage again, it would find the 6 value has 
already been crossed, so it would continue down the track, crossing out the 7 next:

Endurance: [1] [2] [3] [4] [5] [/] [/] [  ] [  ] [  ] [  ] [  ]

If the character is hit for 6 damage yet again, it would find the 6 crossed and also the 7. There are no more 
Endurance values after 7, so the character now has a strike against their Life:

Endurance: [1] [2] [3] [4] [5] [/] [/] [  ] [  ] [  ] [  ] [  ] Life: [/] [  ] [  ]

When a character has a strike against their Life, they are now Wounded. Wounded characters only get 
half their Action Points each combat round. When a character has 3 strikes against their Life, they are 
Dying:

Endurance: [1] [2] [3] [4] [5] [/] [/] [  ] [  ] [  ] [  ] [  ] Life: [/] [/] [/]

Dying characters are completely incapacitated, incapable of performing any actions at all. At the 
beginning of each turn, they cross one of their Life strikes unless they have been Stabilized by an ally:

Endurance: [1] [2] [3] [4] [5] [/] [/] [  ] [  ] [  ] [  ] [  ] Life: [X] [/] [/]

When a character crosses all three strikes against their Life, they are Dead. There is no coming back 
from death. Resistance and Mind work exactly the same way with Resistance being derived from the 
Willpower attribute. A strike against a character’s Mind puts them in the Imposed state, which has the 
same penalties in combat as the Wounded state. If a character has three strikes against their Mind, they 
are Broken, with the same penalties in combat as the Dying state, except that Mind strikes are never 
crossed. You don’t die from being mentally broken.

Armor is used to protect your Endurance from being damaged and works similarly to Endurance 
and Resistance with a few small differences. The different types of armor provide differing levels of 
protection. The values shown here are for Mesh Armor:
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Armor: [4] [6] [8] [8] [10] [12]

All armor has six values, but the actual numbers depend on the armor size. Armor usually has two copies 
of their median values. When damaged, the armor generally behaves the same way as Endurance. If the 
armor takes damage below its listed values, it simply removes the lowest available value. For example, 
lets deal 1 point of damage to this armor:

Armor: [/] [6] [8] [8] [10] [12]

You’ll notice that the lowest value, 4, was used to stop the attack for 1 damage. If armor is damaged 
beyond its capacity, the highest available value is used to mitigate the damage with the remaining 
damage getting through to hit Endurance. For example, if this armor is hit for 14 damage, the highest 
available value, 12, is used to mitigate the damage and the remaining 2 get through to strike the 
Endurance:

Armor: [/] [6] [8] [8] [10] [/]

Endurance: [1] [/] [3] [4] [5] [6] [7] [  ] [  ] [  ] [  ] [  ]

Barrier is yet another layer of defense on top of the Armor. Barrier is generated one value at a time, up to 
six total values. If a character generates 5 barrier three times it would look like this:

Barrier: [5] [5] [5] [  ] [  ] [  ]

If this character then takes 4 damage, they lose one of the Barrier values large enough to negate the 
incoming damage:

Barrier: [5] [5] [  ] [  ] [  ] [  ]

If this character then takes 6 damage, both 5 values are lost. Barrier MUST negate all the Damage that it 
possibly can, even if that means losing more Barrier than the damage dealt. Any damage that cannot be 
negated by the barrier goes on to strike the Armor:

Barrier: [  ] [  ] [  ] [  ] [  ] [  ]

There are special damage effects that change the way damage interacts with these layers, but this is the 
standard process.
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CHARACTER STATES
NORMAL
Everything proceeds as usual. Taking a Strike 
against your Life causes you to become Wounded. 
Taking a Strike against your Mind causes you to 
become Imposed.

WOUNDED
A Wounded character loses 3 Action Points. After 3 
Strikes against your Life, you are Dying.

DYING
A Dying character loses all Action Points. Cross 
one Life Strike at the start of each turn. At 3 
Crosses, the character is dead. Dying characters 
can be Stabilized by the skills of an ally.

STABILIZED
A Stabilized character still loses all Action Points, 
but is no longer Dying.

IMPOSED
An Imposed character's mental defenses are 
weakened, exposing them to enemy influence. At 3 
strikes, the character is Broken.

BROKEN
A Broken character loses all Action Points and is 
very vulnerable to the influence of others.

DOWNED
A Downed character has been knocked off their 
feet and must spend an Action Point to get back 
up. Downed characters that attempt to make 
actions without first getting up take a -4 penalty to 
all rolls.

BENEFITS
Regenerate: At the beginning of your turn, you 
restore your lowest lost Endurance value.

Speed: Your Initiative Modifier is increased by 3 
points.

Luck: Your critical threshold is lowered by 2 and 
you cannot critically fail an action.

Fortify: The next damage you receive is reduced 
by half. This benefit is automatically cleared 
afterwards.

Stealth: You are moving without drawing attention 
to yourself until you make an offensive action or 
are detected by an enemy as you cross their line of 
sight.

DETRIMENTS
Burn: You lose your lowest available Armor value 
at the start of your turn. If Armor is depleted, you 
lose Endurance instead. If Endurance is depleted, 
you take a Strike against your Life.

Poison: You lose your lowest available Endurance 
value at the start of your turn. If Endurance is 
depleted, you take a Strike against your Life.

Slow: Your Initiative Modifier is lowered by 3 
points.

Stun: The number of available Action Points is 
lowered by 3.

Immobilize: You are unable to perform any actions 
that are based on your Agility.

Fear: Attempting to make an offense action 
requires a Resolve check to avoid failure by 
default.

Rage: Attempting to make a defense or support 
action requires a Resolve check to avoid failure by 
default.

Confusion: When selecting a target, roll a Resolve 
check to avoid selecting the wrong target.

Blind: Your Line of Sight has been reduced to the 
Same Zone.

Impact Damage: When falling or being thrown 
a long distance, you take 1d12 Physical Damage 
directly to your Endurance per traversed Zone.
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SOCIAL CONFLICT
SOCIAL CONFLICT

Social conflict occurs when you are trying to convince someone to believe something or do something 
they are not inclined to agree with. Social Conflict is a contest between the instigator's Influence skill 
against the target's Resolve.

If Influence wins the contest, the target takes 1x DoS damage to their Resistance. If this causes the target 
to become Imposed, they have been persuaded. If Resolve wins, the Influence attempt fails. Depending 
on how well you roleplay your attempt to convince the target, the GM may give you bonus points towards 
your Influence action total. Influence may only be used once per turn, so choose your words wisely.

The core values of a character are not easily influenced. A simple social conflict cannot convince a 
pirate captain to give you his ship, or a loyal soldier to betray his faction. However, when you Impose a 
character, you can plant a Seed of Persuasion. These seeds cause the character to question their values, 
though this takes time to happen. Upon meeting this character again, you can attempt to plant a second, 
and finally a third seed. Once there are three seeds planted, you can attempt to persuade the target to 
permanently change their core value.

If this method would take to long for your purposes, you can use an incentive to persuade the target to 
temporarily act against their core values. This could be offering a substantial sum of money, or even 
holding something (or someone) of value hostage. Each character in the game will respond differently 
to different incentives. Understand that while this may get you what you want in the short term, using a 
nefarious incentive is a quick way to make an enemy or earn a problematic reputation.

HACKING

Hacking works very similarly to social conflict, except you are using a nanofax with a hacking protocol 
against the Resolve of a computer system and its security software. Machines base their Influence and 
Resolve skills on Intellect rather than Willpower. Computer systems have varying levels of Intellect to 
add to their Resolve rolls depending on the strength of their security.

Simple = 3, Standard = 5, Advanced = 7, Superior = 10, Elite = 12.

The strength of the security system can be reduced by distracting the system in some way, such as 
reducing power to the mainframe. Some computers will retaliate against an invading nanofax with an 
Influence roll of their own. In these cases, the nanofax has Resistance of its own derived from the user's 
Intellect attribute.
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SKILLS
Everything your character does is either a simple action rolled off your Attributes directly, or is a Skill you 
have invested experience points into. There are a total of 3 Levels in each skill, which require increasing 
amounts of experience points to aquire.

Level 1: Trained  100 Experience
Level 2: Practiced  200 Experience
Level 3: Mastered  300 Experience

New characters get a total of 1000 Experience points during character creation. Leveling up a skill can 
only be done one step at a time, so it is impossible to go directly from Level 1 to Level 3 without first going 
to Level 2. It will cost 600 experience points to raise a single skill to the maximum level of 3. The skill’s 
level is added to the associated attribute and the action roll. Skills listed with a " * " after the name can be 
used untrained without penalty. Using other skills without training lowers the action roll by 4. 

Players declare their actions freely during most of the game, which is arbitrated by the Game Master. 
However, a character is limited by Action Points during combat. Each character gets 6 Action Points to 
spend each turn, with their skills requiring different amounts to be spent in order to activate. Action 
Points are then reset to 6 at the end of the combat round. Simple actions not listed here only cost 1 Action 
Point to use during combat encounters. If needed, one round can be treated as a 10 second period.

SKILL TYPES

Offense: Offense skills are used to attack enemy targets and inflict damage and detriments on them. 
There is a wide variety of offense skills using weapons, tech devices, and psionic abilities.

Defense: Defensive skills are used reactively when you are targeted by an enemy offensive action in an 
attempt to prevent the attack from having an effect on you.

Support: Support skills are used on yourself or on an ally. These provide healing, barriers, and other 
beneficial effects. Since support skills are not defended against, they are compared against a GM 
difficulty roll instead.
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BRAWLING* - 3AP
Type: Offense | Range: Melee | Potency: 1x DoS 
Fight your opponent unarmed. Increase the potency 
of this attack by 1x if you are using an improvised 
weapon. If Mastered, stances also affect unarmed 
combat.

BLADE - 3AP
Type: Offense | Range: Melee | Potency: 2x DoS 
Strike your target with a single-handed blade. If 
Mastered, each consecutive hit with your blade lowers 
this skill’s critical threshold by 1, which resets if your 
attack fails to connect.

CLAYMORE - 3AP
Type: Offense | Range: Melee | Potency: 4x DoS 
Strike your target with your two-handed claymore. 
If Mastered, double your Melee Modifier when 
determining damage for this skill.

PARRY - 0AP
Type: Defense | Range: Self | Potency: None 
Use your Blade or Claymore to parry an incoming direct 
melee attack. A success of at least 5 degrees grants 
you an immediate counter attack. If Mastered, counter 
attack only requires 3 degrees of success.

BLOCK - 0AP
Type: Defense | Range: Self | Potency: None
Use your Shield to block an incoming direct melee or 
ranged attack. A critical Block puts your opponent off 
balance, forcing them to make an Athletics check not 
to fall down. If Mastered, you can block a zone attack 
with a -3 penalty to your action roll.

STIMPACK - 1AP
Type: Defense | Range: Self | Potency: None
You’ve been genetically modified to use specially 
designed stimpacks during combat. Only biological 
targets can be affected by stims. If Mastered, using a 
stimpack restores your lowest lost Endurance value.

VIGOR SKILLS

SPECIAL MECHANIC: STANCES
Stances are special Support skills that are used by melee fighters to gain 
powerful bonuses in exchange for negative side effects. Stances may be toggled 
on or off during combat, though only one stance can be active at a time. Entering 
a stance costs 3 Action Points Trained, 2 points Practiced, and 1 point Mastered. 
Toggling a stance off only costs 1 Action Point. Entering a stance while another 
is active will automatically toggle the previous stance off. 

OFFENSE STANCE - AP Level Dependent
Type: Support | Range: Self | Potency: None
Your critical threshold with Blade and Claymore 
weapons is lowered by 2 points. Your defensive action 
rolls are reduced by 3 points.

DEFENSE STANCE - AP Level Dependent
Type: Support | Range: Self | Potency: None
This stance increases your Parry and Block action rolls 
by 3 points. Your Agility based action rolls are reduced 
by 3 points.

QUICK STANCE - AP Level Dependent
Type: Support | Range: Self | Potency: None
This stance lowers the Action Point requirements of 
your Blade and Claymore skills by 1. Your Blade and 
Claymore attack potency is reduced by 1x. 

WIDE STANCE - AP Level Dependent
Type: Support | Range: Self | Potency: None
Your Blade and Claymore skills are now able to hit all 
foes engaged in melee combat with you. The Action 
Point requirements of your Blade and Claymore skills 
are increased by 1.
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DEXTERITY SKILLS

SPECIAL MECHANIC: EXPLOSIVES
Explosives are contained inside self-configuring containment cells, allowing 
them to become grenades or missiles as instructed. Grenades are designed to 
hit multiple targets in large explosions, while Missiles are shaped to direct all of 
the explosive force at a single target. A specialized Launcher is required to fire 
Missiles and Launchers allow Grenades to be launched at any target within Line 
of Sight.

PILOTING* - 3AP
Type: Defense\Support | Range: Self | Potency: None
Use this skill to move a vehicle or ship into the 
adjacent zone. If Mastered, lower the Action Point cost 
of this skill by 1 point. This skill costs no Action Points 
when used defensively to evade enemy attacks.

GUNNERY - 3AP
Type: Offense | Range: Variable | Potency: Variable
Fire vehicle or ship weapons at the target. Damage, 
targeting behavior, and effects are determined by the 
equipped weapon. If Mastered, lower the Action Point 
cost of this skill by 1 point.

PISTOL - 2AP
Type: Offense | Range: Adj. Zone | Potency: 1x DoS
Fire a Pistol weapon at the target. Using a Pistol in 
melee combat lowers your accuracy by 2 points unless 
this skill is Mastered.

RIFLE - 2AP
Type: Offense | Range: LoS | Potency: 2x DoS
Fire a Rifle weapon at the target. Using a Rifle in melee 
combat lowers your accuracy by 3 points unless this 
skill is Mastered.

CANNON - 3AP
Type: Offense | Range: LoS | Potency: 3x DoS
Fire a Cannon weapon at the target. Using a Cannon in 
melee combat lowers your accuracy by 4 points unless 
this skill is Mastered.

GRENADE - 2AP
Type: Offense | Range: Adj. Zone | Potency: Variable
Throw a grenade that explodes, affecting all targets 
within the zone. This can be set to explode 
immediately or to detonate on your command, 
requiring only 1 Action Point to trigger. This consumes 
one Explosive from your inventory that determines 
the damage and effects. If you have a Launcher, this 
skill may be used at Line of Sight. If Mastered, you can 
trigger the explosion as an interrupt reaction.

MISSILE - 2AP
Type: Offense | Range: Adj. Zone | Potency: Variable
Fire a Missile at your target. This requires a Launcher 
and consumes one Explosive from your inventory that 
determines the damage and effects. If Mastered, a 
success of 3 or more knocks the target down.

OVERWATCH - 2AP
Type: Support | Range: Self | Potency: None
Put yourself into a ready position, your pistol, rifle, or 
cannon raised and primed to fire. The next enemy to 
move or make an offensive action, you interrupt the 
action and open fire with your readied weapon. If the 
enemy survives, its action proceeds as normal. Using 
this skill ends your turn.

LOCK TARGET - 2AP
Type: Support | Range: Self | Potency: None
Lock on to your target and keep your last accuracy roll 
against it until you lose line of light or a new target 
is selected. Cover does not break the lock unless the 
target refrains from attacking for one full turn. If 
Mastered, the target cannot enter Stealth until the lock 
is broken.
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INTELLECT SKILLS

SPECIAL MECHANIC: NANOFAX
The Nanomachine Facsimile Device, commonly called a Nanofax, is a marvel of 
modern science able to perform a wide variety of tasks that would have required 
an entire workshop full of equipment to achieve prior to its invention. Each 
Nanofax comes with basic functions pre-installed and the device’s capabilities 
can be expanded with optional Protocols. Protocols must be purchased for 
1000 cubits each and installed into the nanofax before they are used with 
the associated skill. Nanofax experts can use a nanocell to enable advanced 
modifications to the function of a protocol.

Nanocell Enabled Modifications
Increase Range to Adjacent Zone + 1AP Cost
Increase Potency by 1x   + 2AP Cost
Add One Additional Target   + 1AP Cost
Skill Affects Everything in the Zone  + 2AP Cost

AWARENESS* - 1AP
Type: Support | Range: Self | Potency: None
Use your senses to take in your surroundings. Motion 
and the presence of people and creatures can be 
detected at Mid Range. Details can be discerned within 
the same zone. General environmental features 
can be detected at any range. If you are aware of an 
enemy in Stealth, you can attempt to detect it. If 
Mastered, details can be discerned in adjacent zones.

FIRST AID - 3AP
Type: Support | Range: Same Zone | Potency: None
Use first aid techniques to restore the lowest lost 
endurance value to the target. A critical success 
restores the highest lost Endurance value instead. You 
may use a Trauma Kit on a Dying character to stabilize 
them. If Mastered, a critical success also removes a 
strike against the target’s life.

TECHNOLOGY - 2AP
Type: Support | Range: Same Zone | Potency: None
Use advanced technological devices and auxiliary 
systems of vehicles or ships. If Mastered, you can also 
Invent new items and construct blueprints using the 
Invention system. You will need to have the Fabrication 
skill yourself to produce a prototype from the resulting 
blueprint or hire someone else that has it.

FABRICATION - Non-Combat
Type: Support | Range: Self | Potency: None
Use you Nanofax to create items from blueprints and 
cubits.  You can manipulate objects with a miniature 
tractor beam. Fabrication can only be used on 
mechanical targets. Uses Fabrication Protocols.

SALVAGE PROTOCOL - Non-Combat - (Fabrication)
Type: Support | Range: Self | Potency: None
Deconstruct items into cubits with a 50% loss, taking 
half the time to deconstruct that it takes to craft. If 
Mastered, reduce the cubit loss to only 25%.

REPAIR PROTOCOL - 2AP - (Fabrication)
Type: Support | Range: Same Zone | Potency: None
Your Nanofax repairs a mechanical target’s highest 
lost Endurance value or any target's lowest lost 
Armor value. If Mastered, also remove one strike 
against a mechanical target’s Life. You can also use 
this protocol to remove one strike against a damaged 
subsystem on a vehicle or ship.

COVER PROTOCOL - 2AP - (Fabrication)
Type: Support | Range: Same Zone | Potency: None
Create a disposable wall that you can take cover 
behind or use to block off a doorway. This is Full 
Cover and lasts a number of turns equal to the 
degrees of success. If Mastered, you can create a wall 
large enough for up to five allies to take cover behind.

SCRAPPER PROTOCOL - 2AP - (Fabrication)
Type: Offense | Range: Same Zone | Potency: 2x DoS
Deal Physical Damage to a mechanical target. If 
Mastered, also remove the lowest available Armor 
value from the target.
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PROJECTION - 2AP
Type: Offense | Range: Adj. Zone | Potency: 1x DoS
Your Nanofax is able to store and redirect energy as 
needed, both in and out of combat. During combat 
you can use your Nanofax to project a pulse that deals 
Energy Damage to the target. Uses Projection Protocols.

FLAME PROTOCOL - 2AP - (Projection)
Type: Offense | Range: Same Zone | Potency: 2x DoS
Deal Energy Damage to the target and Burn the target 
for a number of turns equal to the degrees of success. 
If Mastered, modifying this protocol does not cost a 
nanocell.

LIGHTNING PROTOCOL - 2AP - (Projection)
Type: Offense | Range: Same Zone | Potency: 2x DoS
Deal Energy Damage to the target and Stun the target 
for a number of turns equal to the degrees of success. 
If Mastered, modifying this protocol does not cost a 
nanocell.

FREEZE PROTOCOL - 2AP - (Projection)
Type: Offense | Range: Same Zone | Potency: 2x DoS
Deal Energy Damage to the target and Slow the target 
for a number of turns equal to the degrees of success. 
If Mastered, modifying this protocol does not cost a 
nanocell.

BARRIER PROTOCOL - 2AP - (Projection)
Type: Support | Range: Same Zone | Potency: 2x DoS
Generate one Barrier value for the target. If Mastered, 
duplicate the generated Barrier value either on the 
target or onto yourself.

HOLOGRAM PROTOCOL - 2AP - (Projection)
Type: Support | Range: Same Zone | Potency: None
Create a realistic hologram that can deceive targets 
for a number of turns equal to the degrees of 
success. If Mastered, the hologram Confuses enemy 
targets that attack it in the same zone.

HACKING - 2AP
Type: Support | Range: Same Zone | Potency: None
Hack into the operating systems of computers 
and robots. Hacking uses similar rules as Social 
Conflict, except your Nanofax's computer has its own 
Resistance values based on your Intellect attribute. 
Hacking can only be used on mechanical targets. Used 
with Hacking Protocols.

VIRUS PROTOCOL - 2AP - (Hacking)
Type: Offense | Range: Same Zone | Potency: 1x DoS
Deplete the Resistance of a mechanical target. If 
Mastered, you can cause an Imposed target to skip 
their next turn.

HAYWIRE PROTOCOL - 2AP - (Hacking)
Type: Offense | Range: Same Zone | Potency: 1x DoS
Deal Energy Damage to a mechanical target. This 
skill ignores the target’s Armor. If Mastered, also Stun 
the target for a number of turns equal to the degrees 
of success.

SHUTDOWN PROTOCOL - 2AP - (Hacking)
Type: Offense | Range: Same Zone | Potency: None
Stun and Immobilize a mechanical target for a 
number of turns equal to the degrees of success. If 
Mastered, you also Blind the target.

OVERRIDE PROTOCOL - 2AP - (Hacking)
Type: Offense | Range: Same Zone | Potency: None
Can only be used on Imposed or Broken mechanical 
targets. Take control of the target for a number 
of turns equal to the degrees of success. Imposed 
targets may attempt to break the control at the start 
of each turn. Broken targets are unable to break the 
control on their own. If Mastered, you can cause a 
controlled computer or robot to self destruct.

FIREWALL PROTOCOL - 2AP - (Hacking)
Type: Support | Range: Same Zone | Potency: None
Restores the highest lost Resistance value to a 
mechanical target. A critical success also removes 
one strike against the target's mind. If Mastered, the 
target is immune to Hacking until your next turn.

SCANNING PROTOCOL - 2AP - (Hacking)
Type: Support | Range: Same Zone | Potency: None
Analyze a target’s capabilities. Reveal the target’s 
inventory, equipment, and active benefits and 
detriments. If Mastered you can keep Line of Sight 
with the target regardless of walls or other obstacles 
for a number of turns equal to the degrees of success.
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BIOTECH
Type: Support | Range: Same Zone | Potency: None
Your Nanofax is a powerful medical tool that is 
commonly carried by medic and doctor alike. Use your 
Nanofax to diagnose a patient or remove one 
detrimental effect from the target. Biotech can only be 
used on biological targets. Uses Biotech Protocols.

MEDICAL PROTOCOL - 2AP - (Biotech)
Type: Support | Range: Same Zone | Potency: None
Heal the target’s highest lost Endurance value. If 
Mastered, you also remove one strike against the 
target’s Life and stabilize them if they are Dying.

REGENERATION PROTOCOL - 2AP - (Biotech)
Type: Support | Range: Same Zone | Potency: None
Grant Regeneration to the target for a number of 
turns equal to the degrees of success. If Mastered, 
also Fortify the target.

NEUTRALIZE PROTOCOL - 2AP - (Biotech)
Type: Offense | Range: Same Zone | Potency: None
Remove one beneficial effect from the target. If 
Mastered, also remove all Barrier from the target.

TOXIN PROTOCOL - 2AP - (Biotech)
Type: Offense | Range: Same Zone | Potency: None
Remove the lowest available Endurance value from 
the target. This skill ignores the target’s Armor. If 
Mastered, also Poison the target for a number of 
turns equal to the degrees of success.
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WILLPOWER SKILLS

SPECIAL MECHANIC: PSIONICS
Characters that have unlocked the mind’s true potential are able to wield the power 
of Psionics. Pathics grant power over the mind, Kinetics over matter and motion, 
Dynamics over raw psionic energy, and Somatics over living organisms. Playing a 
psionic character is about carefully building power to create the most useful effect at 
the most opportune moment. You must have a Willpower of at least 7 to use psionic 
skills. Leftover Action Points may be converted into Charges at the end of your turn, 
which are carried over from one turn to the next. The maximum number of Charges that 
can be accumulated is equal to your Willpower. Psionic skills have different forms that 
require you to spend 1 to 5 Charges in addition to the base Action Point cost. A Trained 
skill can use up to 1 Charge, Practiced up to 3 Charges, and Mastered up to 5 Charges.

INFLUENCE* - 2AP
Type: Offense | Range: Same Zone | Potency: None
Use your strength of personality to persuade, 
intimidate, and inspire those around you. If Mastered 
and the target is Imposed, you can make them lose 
the will to fight and remove them from the combat 
encounter.

RESOLVE* - 0AP
Type: Defense | Range: Self | Potency: None
This skill is used to defend against enemy influence 
and psionic abilities that attack the mind. If Mastered, 
you may also use this skill to remove one strike against 
your Mind.

PATHICS - 1AP
Type: Support | Range: Adj. Zone | Potency: None
Detect characters and creatures with telepathy and 
communicate mind to mind over long distances. This 
skill can also be used to extract information from a 
target at melee range. Pathics can only be used on 
biological targets.

OBFUSCATION - 1 Charge - (Pathics)
Type: Support | Range: Adj. Zone | Potency: None
Make an ally difficult to focus on, putting them into 
Stealth for one turn regardless of enemy Line of 
Sight. If the target remains in Stealth after the first 
turn, normal Line of Sight restrictions apply.

MENTAL ASSAULT - 2 Charges - (Pathics)
Type: Offense | Range: Adj. Zone | Potency: 1x DoS
Strike directly at your opponent’s mind, depleting 
Resistance from the target. If used on an Imposed 
target, you restore your lowest lost Resistance value.

CLARITY - 3 Charges - (Pathics)
Type: Support | Range: Adj. Zone | Potency: None
Your soothing presence restores the target’s highest 
lost Resistance value and makes them immune to 
Pathic or Somatic attack until your next turn. A 
success of at least 5 degrees removes one strike 
against the target’s Mind.

HALLUCINATION - 4 Charges - (Pathics)
Type: Offense | Range: Adj. Zone | Potency: None
Invade the target’s mind, creating vivid images that 
Frighten, Enrage, or Confuse an Imposed target for a 
number of turns equal to the degrees of success.

DOMINION - 5 Charges - (Pathics)
Type: Offense | Range: Adj. Zone | Potency: None
This ability can only be used on an Imposed or 
Broken target. Take control of the target for a number 
of turns equal to the degrees of success. Imposed 
targets may attempt to break the control at the start 
of each turn. Broken targets are unable to break the 
control on their own.
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KINETICS - 1AP
Type: Sup./Def. | Range: Adj. Zone | Potency: None
Manipulate objects at a distance. This skill also allows 
you to levitate and descend safely from any height. 
This skill can be used to Deflect ranged attacks and 
explosives. A critical success redirects the attack back 
at the source.

KINETIC BARRIER - 1 Charge - (Kinetics)
Type: Support | Range: Adj. Zone | Potency: None
Project a field of kinetic force that repels attacks 
and absorbs all forms of energy. This generates one 
Barrier value for the target. Each additional charge 
spent duplicates the generated Barrier for the target 
or onto yourself. 

ACCELERATION - 2 Charge - (Kinetics)
Type: Support | Range: Adj. Zone | Potency: None
Use your kinetic manipulation to Speed up the target 
for a number of turns equal to the degrees of success. 
A success of 5 degrees or more grants the target one 
additional action point on their next turn. 

KINETIC FORCE - 3 Charge - (Kinetics)
Type: Offense | Range: Adj. Zone | Potency: 4x DoS
Lash out at your target with a destructive wave of 
kinetic force. This attack deals Physical Damage to 
the target. A success of at least 5 degrees knocks 
the target out of the zone in any direction of your 
choosing.

STASIS FIELD - 4 Charge - (Kinetics)
Type: Support | Range: Adj. Zone | Potency: None
Envelop your target in an impenetrable force field. 
The target skips their next turn, but is completely 
immune to all offense skills during the effect.

KINETIC VORTEX - 5 Charge - (Kinetics)
Type: Offense | Range: Adj. Zone | Potency: 2x DoS
Create a swirling vortex of kinetic energy that 
deals Physical Damage to targets in the zone while 
levitating them out of cover and Immobilizing 
them. This effect persists at the target location for a 
number of turns equal to the degrees of success.

DYNAMICS - 1AP
Type: Support | Range: Adj. Zone | Potency: None
Control and various forms of energy, redirecting them 
and absorbing them into yourself. Absorbing energy 
restores your lowest lost Resistance Value.

PSIONIC WEAPON - 1 Charge - (Dynamics)
Type: Support | Range: Self | Potency: None
Infuse your weapon with pure psionic energy. Add 
your Psionic Modifier to Melee and Ranged weapon 
attacks for a number of turns equal to the degrees of 
success.

RUSH - 2 Charge - (Dynamics)
Type: Offense | Range: LoS | Potency: 2x DoS
Launch yourself at the target, dealing energy damage 
on impact. The target makes an Athletics roll to avoid 
being knocked down.

DYNAMIC SURGE - 3 Charge - (Dynamics)
Type: Offense | Range: Adj. Zone | Potency: 4x DoS
Project a luminous blast of psionic energy that deals 
Energy Damage to the target. A success of at least 5 
degrees Stuns the target for one turn as they recover 
from your attack.

PULSARS - 4 Charge - (Dynamics)
Type: Offense | Range: Adj. Zone | Potency: 3x DoS
Project a flurry of psionic pulses that seek after up to 
3 targets. This attack deals Energy Damage to each 
target.

PSI NOVA - 5 Charge - (Dynamics)
Type: Offense | Range: Same Zone | Potency: 3x DoS
Unleash your reserves of psionic energy on all 
around you. This attack deals Energy Damage to 
all targets in the same zone. A success of at least 5 
degrees knocks down affected targets.
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SOMATICS - 1AP
Type: Sup./Off. | Range: Same Zone | Potency: 1x DoS
This skill allows you to manipulate the bodies of 
living organisms. This skill can be used to deal 
Mental Damage ignoring Armor, or restore the lowest 
lost Endurance Value. Somatics can only be used on 
biological targets.

PLACEBO - 1 Charge - (Somatics)
Type: Support | Range: Adj. Zone | Potency: None
Convince the target’s body to cure itself of ailments. 
Clear one detriment from the target and make them 
Lucky for a number of turns equal to the degrees of 
success.

ALLEVIATE - 2 Charge - (Somatics)
Type: Support | Range: Adj. Zone | Potency: None
Soothe your target’s pain, healing their highest lost 
Endurance value and Regenerating them for a 
number of turns equal to the degrees of success.

PARALYSIS - 3 Charge - (Somatics)
Type: Offense | Range: Adj. Zone | Potency: None
Interfere with your Imposed opponent’s nerve 
impulses to Stun and Immobilize them for a number 
of turns equal to the degrees of success.

RESCUE - 4 Charge - (Somatics)
Type: Support | Range: Adj. Zone | Potency: None
Help the target recover from serious wounds. Remove 
one strike against the target’s Life and stabilize them 
if they are Dying. The target is also Fortified. 

PAIN REFLECTION - 5 Charge - (Somatics)
Type: Offense | Range: Adj. Zone | Potency: None
Transform your pain into a concentrated psionic 
strike. Deal Mental Damage to the target equal to 
your highest lost Endurance Value. This attack 
ignores the target’s Armor.

ATHLETICS* - 3AP
Type: Support | Range: Self | Potency: None
Use this skill to move to an adjacent zone. This 
normally does not have to be rolled unless you are 
performing advanced feats such as sprinting or 
climbing. If your character is capable of flight, they 
must continue to spend one Action Point at the start of 
each turn to remain airborne. Swimming increases the 
Action Point costs of this skill by 1. If Mastered, reduce 
the Action Point costs of this skill by 1.

COVER* - 1AP
Type: Sup./Def. | Range: Self | Potency: None
Take cover behind a solid object to avoid ranged 
attacks. If the object is large enough to conceal your 
entire body without needing to crouch, it is considered 
Full Cover which gives enemies a -4 penalty to their 
ranged accuracy. Otherwise it is Half Cover, which only 
gives enemies a -2 penalty. Performing any offensive 
action on a target will take you out of cover. You may 
attempt to blindly use a ranged skill while remaining 
in cover with a -4 accuracy penalty. If Mastered, blind 
attacks only have a -2 accuracy penalty. If you are 
currently in cover, this skill can be used as a defensive 
action, which does not cost any Action Points.

DODGE* - 0AP
Type: Defense | Range: Self | Potency: None
You evade the enemy attack, causing it to miss you 
entirely. This skill can only be used if you are 
currently able to move. If Mastered, you may dodge 
directly into nearby Cover.

SNEAK* - 1AP
Type: Support | Range: Self | Potency: None
Grant yourself the Stealth benefit in order to move 
silently and perform simple actions without drawing 
attention to yourself. Stealth is removed if an enemy 
detects you when you pass through their Line of 
Sight or if you fail an Athletics roll. If Mastered, your 
critical success threshold is reduced by 2 points 
while you have the Stealth benefit.

AGILITY SKILLS
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ADRENALINE
Your body will rise to the occasion, driving you to 
feats beyond what is normally possible. You may 
sacrifice your lowest available Endurance value 
at any time during your turn to gain an additional 
Action Point.

ANGUISH
You must have the Pathics skill to benefit from 
this Talent. Whenever you lose an Endurance 
value, enemy targets in the same zone lose an 
equal amount of Resistance.

ARTILLERY
You must be wearing Powered Armor to benefit 
from this Talent. You may lock your armor and 
Immobilize yourself for one turn in order to use 
your Explosives Launcher at Extended range. 

BENEVOLENCE
You extend your influence beyond normal limits. 
The range of your psionic support abilities is 
extended to anything within your Line of Sight. 
Self targeting skills are excluded.

CONSERVATION 
Nanofax skill actions with a success of at least 5 
degrees do not consume a nanocell. Nanocell use 
must be declared before the action roll.

DESPERATION
You push yourself beyond your physical limits 
through sheer force of will. You may sacrifice your 
lowest available Resistance value at any time 
during your turn to gain one additional Action 
Point.

DUAL STRIKE
You are trained to use either two Blades or two 
Pistols simultaneously. For 1 additional action 
point, make an attack with your off weapon when 
you attack with your primary weapon.

TALENTS
Talents are effects that permanently improve the abilities of your character and alters the way that you 
play them. Talents cost 500 experience points to acquire and are not leveled up.

GUARDIAN
You are able to put yourself in the path of an attack 
aimed at an ally in the same zone. You become the 
target of this attack and may use any defensive 
skill other than Dodge to defend yourself from it.

LIVING COVER
While wearing Powered Armor, your allies may use 
your increased physical size as Half Cover. If you 
are a Kora, this talent increases you to Full Cover. 
Attacks of less than 5 degrees of failure strike you.

MARTIAL ARTS 
Brawling actions of at least 5 degrees of success 
knock the target down. Dodge actions of at least 
5 degrees of success allow you to make a counter 
attack.

MEDICAL AURA 
You must have an equipped Nanofax to benefit 
from this Talent. Automatically restore the lowest 
lost Endurance value to yourself and any allies 
within the same zone as you at the start of your 
turn. Only affects biological targets.

MIGHTY GRIP
You are able to wield a Claymore, Rifle, or Cannon 
(if wearing Powered Armor) using just one hand, 
freeing up your off hand for other purposes.

PRESENCE
You must have the Pathics skill to benefit from 
this Talent. Automatically restore the lowest lost 
Resistance value to yourself and any allies within 
the same zone as you at the start of your turn. Only 
affects biological targets.

RANGED PARRY 
You have the ability to Parry a direct ranged 
attack, deflecting it harmlessly away from you. A 
critical Parry will redirect the attack back at the 
source. Missiles cannot be parried.
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STEADY AIM
Take a little time to steady your aim and focus on 
making your action a success. You may trade any 
number of Action Points to increase the action roll 
of an Offense or Support action by 2 points each.

STEEL COMBAT 
Strike your foes with fists of metal. Brawling 
attacks while wearing Powered Armor deal 1x 
more Physical Damage.

STRATEGIC DELAY
You understand the value of timing, allowing you 
to take your turn later than your initiative would 
normally dictate. Insert yourself into the turn 
order after any character of lower initiative than 
you ends their turn.

VIGILANCE
An interrupt attack triggered by Overwatch with a 
success of at least 5 degrees allows you to re-enter 
the Overwatch state at the end of the interrupted 
enemy’s current turn.

VITALITY
Your body has been trained to the peak level 
for your species. Increase all of your Endurance 
values by 1.

HEROIC ACTIONS

Heroic actions allow your character to stand 
out and make a significant impact on the game. 
Heroics do not have to be learned and are always 
available to a character, though you must spend 
an Inspiration to use them. Inspiration is gained 
whenever you make a d12 action roll and it shows 
a 1 or a 12. Inspiration cannot be accumulated and 
is lost at the end of a gaming session, so don’t 
hesitate to use it!

STREAK OF LUCK
You may spend an Inspiration during a combat 
encounter, social conflict, or hacking attempt to 
make yourself Lucky for 3 turns.

LIMIT BREAK
You may spend an Inspiration on your turn during 
a combat encounter to use a skill without paying 
its activation requirements.

DISPLAY OF SKILL
You may spend an Inspiration to guarantee the 
success of your next d12 action roll.

PURE TENACITY
You may spend an Inspiration to immediately 
remove one strike against either your Life or your 
Mind. If used while Dying, this also Stabilizes you.

EPIPHANY
You may spend an Inspiration during Invention to 
increase the quality of the resulting blueprint by 1.

NOT SO FAST
You may spend an Inspiration during a combat 
encounter to take your turn at any time, even in 
the middle of another character’s turn. This cannot 
be used to interrupt an action that is already in 
progress. This does not grant an additional turn in 
a round.
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INVENTORY

NANOCELL    20c
The nanocell contains disposable nanites that can be 
used with its Nanofax to enhance its function. 

FUSION BATTERY   20c
A fusion battery is a multi-purpose power source small 
enough to fit in the palm, though are heavy for their 
size. Devices can be instantly recharged by swapping 
out a depleted fusion battery. Fusion batteries are 
freely rechargeable at any H3 outlet.

FIELD RATIONS   50c
A necessary part of any survival kit, Field Rations 
provide enough nutritient wafers and water to sustain 
one person for one week. While they will keep you 
alive, nobody has ever praised the flavor.

TRAUMA KIT    50c
Trauma kits are automated life-saving devices used to 
stabilize a dying character. Trauma kits are designed 
for a single use with the First Aid skill.

MICROTAG    100c
Launch a small electronic tag that attaches to the 
target and transmits an encoded subspace signal back 
to you. The signal contains location data that can be 
used to track the target over interstellar distances. 
These items are not commonly available to the public.

ILLUMINATOR    100c
An illuminator is a small hovering drone that silently 
follows its owner and tracks eye movements to 
illuminate the owner’s Line of Sight. They can also be 
set to light up an entire room as needed. Illuminators 
function for 48 hours before needing to be recharged.

MAGNETIC SOLES   100c
These soles attach to any footwear to magnetize them 
and allow the wearer to stick to metallic surfaces. 
These are required for safely traversing zero gravity 
environments such as the exterior of a space station.

There are many different types of items that can be found in the Tangent Space universe. These are just 
some of the most often found and needed items. For easy reference, common items cost about the same 
in cubits as they do in real world US Dollars. The prices listed in the following sections are the base 
cubit costs required to fabricate the item yourself. Items can be crafted for fewer cubits than retail by 
using licensed blueprints or entirely new items can be invented from scratch. Purchasing an item retail 
increases the listed cost by 30% by default, then an additional 50% for each point of quality.

HELIUM-3    100c
Helium-3 is the primary fuel for nuclear fusion 
generators and is required for Tangent Drives. This fuel 
tank is the size of a backpack, though it is somewhat 
heavy for its size. This is enough H3 to initiate a single 
dive into subspace or to recharge 100 fusion batteries. 
The ship sized version of this item is 10 times larger 
and costs 10 times more.

RADIATION SCREEN   300c
Radiation screens are small devices worn to deflect 
harmful radiation and prevent it from harming the 
wearer. This device can function for six hours before 
needing to be recharged.

EMERGENCY BEACON   300c
This portable subspace transmitter sends out an 
automated distress signal with a sector-wide range. 
The internal battery can sustain the signal for up to 
a month before needing to be changed. The distress 
signal is not encoded and could be intercepted by 
anyone, friend or foe.

BREATHER MASK   300c
A breather mask is standard issue for spacecraft and 
is readily available at any space station or spaceport. 
These masks provide up to six hours of breatheable 
air before needing to be recharged. The entire face 
is covered to protect the wearer from environmental 
conditions like water and dust.

INTERLINK    300c
The interlink is a ubiquitous piece of portable 
computing, surpassed in functionality only by 
a Nanofax. These devices provide audio-visual 
communications, financial services, digital 
entertainment, and easy datanet access. When placed 
on a surface, an interlink can project kinetic holograms 
that serve as visual displays and haptic interfaces.
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KINETIC SHIELD   500c
Kinetic shields bring back the old idea of carrying 
a portable wall around to put between you and your 
enemy. A shield is projected from a device equipped 
in your off hand and is used to defend yourself from 
attack with the Block skill. 

ENVIRONMENT SUIT   500c
These suits are used to protect you from dangerous 
environments. These provide temperature control, 
radiation immunity, and twelve hours of breatheable 
air before needing to be recharged. These suits cannot 
be worn over armor and only provide 3 3 3 4 4 5 Armor 
values themselves. 

TACTICAL UPLINK   500c
Your Line of Sight now includes the Line of Sight of 
your allies for purposes of Awareness rolls and special 
skill targeting actions such as artillery strikes and wall 
penetrating attacks. 

THRUSTER BOOTS   1000c
These boots have impulse thrusters installed in them 
that allow you to boost across gaps and jump many 
times your own height. They also allow you to slowly 
descend from any height. 

GRAVITON TETHER   1500c
Extend a tether of gravitons that you can use to pull 
yourself across long distances or swing through the air. 
The grapple must be fired at a sturdy attachment site 
within Line of Sight.

PRIVACY SCREEN   1500c
This screen isolates everything in the zone, blocking all 
light, sound, transmissions, or telepathy from entering 
or exiting its confines. This device can be used for one 
hour before needing to be recharged.

ENVIRONMENT BELT   1500c
An environment belt is the high tech upgrade to the 
common environment suit. Rather than wearing a 
physical suit, this belt projects a force field that can 
perform all the same functions as the suit. The belt 
can be worn with your regular armor and lasts for up 
to six hours before needing to be recharged. Enemy 
attacks are allowed to pass through the field to prevent 
interruption of function, which could be far more lethal 
than the attack.

TURRET    2000c
This turret is able to mount a Vehicle tier weapon and 
is carried into combat in a large case. It takes 6 Action 
Points to assemble or disassemble the turret, though 
multiple characters can contribute effort. The turret is 
fired with the Gunnery skill.

STIMPACKS

Stims are fast acting drugs contained within a small 
sterile capsule with an injector tip. These are used with 
the Stimpacks skill to grant various effects to the user. 
A stim is consumed upon use. Using a Stim without 
going at least a full turn after the previous use depletes 
your lowest available Resistance value. 

HEALING STIM   10c
This stim dulls pain and uses special chemicals to 
rapidly increase the body’s healing ability. This stim 
heals the user’s highest lost Endurance value. Rolling 
a critical success also removes one strike against the 
user’s Life.

NEURAL STIM    10c
This stim refreshes the brain’s neurotransmitters and 
gives a state of heightened clarity. This stim restores 
the user’s highest lost Resistance value. A critical 
success removes one strike against the user’s Mind.

CLEANSE STIM   10c
This stim increases the body’s ability to filter out 
impurities and recover from debilitating conditions. 
This stim removes the most recently applied detriment 
from the user.

REGEN STIM    30c
This stim triggers the rapid replication of stem cells 
and uses chemical signals to close wounds and 
replenish lost tissue. This stim Regenerates the user 
for a number of turns equal to the degrees of success.

REFLEX STIM    30c
This stim increases the rate at which the brain can 
interpret neural signals. This stim grants the user 
Speed for a number of turns equal to the degrees of 
success.

ADRENAL STIM   50c
This stim excites the body’s adrenal system to the limit, 
giving the user a flood of energy. This stim increases 
the user’s available Action Points by 2 immediately 
and by 1 for a number of turns equal to the Degrees of 
Success. Repetitive use will not add additional points.
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EXPLOSIVES

Explosives are contained inside self-configuring 
containment cells, allowing them to become either 
grenades or missiles as instructed. These cells are 
consumed by the skills that utilize them. Explosive 
cells are not commercially available to civilians, 
though they are a common item with military 
organizations and black market vendors.

PLASMA CELL    30c
As a Grenade, this cell deals 3x DoS Explosive Damage. 
As a Missile, this cell deals Explosive Damage with a 
power of 4x to Person tier targets or 1x to Vehicle tier 
targets.

ANTIMATTER CELL   50c
As a Grenade, this cell deals 3x DoS Explosive Damage. 
As a Missile, this cell deals Explosive Damage with a 
power of 4x to Person tier targets or 1x to Vehicle tier 
targets. The explosion removes the target’s lowest 
available Armor value after successfully dealing 
damage to the target.

MESON CELL    50c
As a Grenade, this cell deals 3x DoS  Explosive Damage. 
As a Missile, this cell deals Explosive Damage with a 
power of 4x to Person tier targets or 1x to Vehicle tier 
targets. A successful hit strikes the target’s lowest 
available Armor value and allows the mitigated amount 
to strike Endurance.

PHASED CELL    50c
As a Grenade, this cell deals 3x DoS Explosive Damage 
times the degrees of success. As a Missile, this cell 
deals Explosive Damage with a power of 4x to Person 
tier targets or 1x to Vehicle tier targets. This attack is 
unaffected by Barriers, bypassing them entirely.

FLASHBANG CELL   50c
This cell does not deal any damage, exploding 
with staggering light and sound that dazes targets. 
Biological targets are Stunned and Blinded for a 
number of turns equal to the Degrees of Success.

EMP CELL    50c
This cell does not deal any damage, exploding with a 
disruptive electromagnetic pulse. Mechanical targets 
are Stunned and Blinded for a number of turns equal to 
the Degrees of Success.

GRAVITON CELL   50c
This cell does not deal any damage, imploding into an 
intense gravitic field. Targets caught in the field are 
knocked down and Immobilized for one turn.



24

ARMOR
Armor is worn to protect a character from harm, 
reducing or outright negating damage before it 
impacts your Endurance. Each point of Quality (eg: 
“+2” after the name indicates 2 points of quality) 
increases the lowest Armor value by 1.

MESH ARMOR   500c
Armor Values:  4 6 8 8 10 12
Mesh Armor looks very much like regular clothing, 
though it is far more durable. Thin layers of tough 
fibers allow for maximum flexibility while still offering 
modest protection for the price. Mesh Armor is rated 
for a single module. The lightweight and flexibile 
materials increase your Initiaitve by 2.

COMPOSITE ARMOR  1000c
Armor Values:  8 10 12 12 14 16
Composite Armor uses lightweight alloy plates 
attached to a mesh bodysuit. This style of armor 
is favored by many professional combatants as 
a compromise between durability and flexibility. 
Composite Armor is rated for 2 modules.

POWERED ARMOR  2000c
Armor Values:  12 14 16 16 18 20
Powered Armor is a fully enclosed high tech suit that 
provides the best protection from damage that money 
can buy. Powered Armor provides breatheable air 
for 3 hours and is rated for 3 modules. The large size 
and bulky dimensions lower your Initiative by 2. You 
cannot swim in Powered Armor.

ARMOR MODULES

Armor Modules give a suit of armor special effects 
and are installed during the Invention process. Each 
module increases the price of the item by the listed 
percentage of the base value. Each armor type is 
rated for a specific number of modules. Adding more 
modules than the armor is rated for will increase the 
blueprint difficulty by 1 level each.

HEAVY WEAVE  20%
Include heavier materials in the mesh weave without 
impacting flexibility. Change your lowest Armor value 
into your highest Armor value. This module can be 
installed in any type of armor.

PERSONAL BARRIER  20%
You gain Barrier Points equal to your highest available 
Armor value at the start of each turn. This module can 
be installed in any type of armor.

TRAUMA SYSTEM  20%
Install tiny medical sensors and first aid spray into 
the armor that deploy automatically to stabilize the 
wearing if they are Dying. This module can be installed 
in any type of armor.

BATTLE SCANNER  20%
You can use your Awareness skill to determine the 
capabilities of an enemy target in the same zone as 
you. This reveals the equipment, inventory, and any 
active detriments or benefits on the target. This module 
can be installed in any type of armor.

CLOAKING DEVICE  50%
This device allows you to use your Sneak skill without 
regard to enemy Line of Sight. This module can be
installed in any type of armor.

AUTOMECHANIC  30%
Your suit has its own supply of maintenance nanites 
that automatically repair your lowest lost Armor value 
at the start of your turn. This module can be installed 
in any type of armor.

LIFE SUPPORT   20%
This module upgrades your armor to provide 
temperature control, radiation immunity, and twelve 
hours of breatheable air before needing to be recharged. 
This module can be installed in Composite or Powered 
armor types.

REPULSOR JETS  50%
This module uses repulsors and antigravity to enable 
flight during your movement actions. This also negates 
the Action Point penalty for swimming. This module 
can be installed in Composite or Powered armor types.

PATHIC RESONATOR  30%
A resonator protects your mind from direct Pathic 
intrusion, preventing you from having your thoughts 
read or your Resistance actively depleted. This module 
can be installed in Composite or Powered armor types.
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REINFORCEMENT  30%
Add additional plating to your armor. Change your 
lowest Armor value into your highest Armor value. The 
extra bulk lowers your initiative by 1. This module can 
be installed in Composite or Powered armor types.

DISPERSION FIELD  20%
This component disrupts the containment field 
of energy weapons, significantly impacting their 
effectiveness. You take 50% less Energy Damage, but 
you also deal 50% less Energy Damage. This module 
can be installed in Composite or Powered armor types.

DEFLECTIVE PLATING  50%
Energy Damage only removes your lowest available 
Armor value regardless of the damage dealt. Explosive 
Damage removes your lowest available Armor value 
in addition to normal damage. This module can be 
installed in Composite or Powered armor types, and 
only one type of Plating module may be installed.

ABLATIVE PLATING  50%
Physical Damage only removes your lowest available 
Armor value regardless of the damage dealt. Energy 
Damage removes your lowest available Armor value 
in addition to normal damage.This module can be 
installed in Composite or Powered armor types, and 
only one type of Plating module may be installed.

BLAST PLATING  50%
Explosive Damage only removes your lowest available 
Armor value regardless of the damage dealt. Physical 
Damage removes your lowest available Armor value 
in addition to normal damage. This module can be 
installed in Composite or Powered armor types, and 
only one type of Plating module may be installed. 

SHIELD INTEGRATION  30%
This module integrates a kinetic shield projector into 
your off-hand gauntlet, negating the need to carry it 
in your off hand itself. This module can be installed in 
Composite or Powered armor types.

STRENGTH SERVOS  20%
Your suit is designed to increase the amount of 
physical force you can exert. You are able to lift objects 
many times your own weight and your Melee Bonus 
is increased by 2 points. This module can only be 
installed in Powered Armor.

ARMOR LAUNCHER  30%
Install an explosives launcher into your suit, allowing 
you to launch grenades and missiles without requiring 
your hands to be free. This increases the range of your 
Grenade skill to Line of Sight. This module can only be 
installed in Powered Armor.

INERTIAL DAMPERS  30%
Inertial dampers redirect kinetic forces to counteract 
the negative effects of your suit’s size and bulk, 
increasing your Initiative by 1. This also allows your 
armor to take impact damage for you. This module can 
only be installed in Powered Armor.

PSI BATTERY   30%
Your armor is able to store the energy from enemy 
attacks and makes it available to you. Whenever you 
take Energy Damage, you gain a Charge. This module 
can only be installed in Powered armor.
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GUNS
Guns come in three varieties: Pistols, Rifles, 
and Cannons. Most commonly, advanced 
electromagnetic accelerators are used to inflict 
Physical damage as they shear tiny specs of 
metal from a matter block inside the weapon’s 
priming chamber and fire them at high speeds. 
Less common are energy weapons, which can 
be designed to fire pulses of photons, plasma, or 
even subatomic particles. Pulse weapons are more 
expensive than the Mag variety, but they gain a +5 
damage bonus against Barriers to make the cost 
worthwhile. All ranged weapons suffer a -4 roll 
penalty when used in Melee Combat. Each point of 
Quality (eg: “+2” after the name indicates 2 points 
of quality) increases the damage the weapon deals 
by 1 point.

MAG PISTOL    300c
PULSE PISTOL    500c
Pistols are the most common weapons in the galaxy 
due to their small size and ease of use. Pistols are 
equipped in one hand and are rated for 1 module. 
Pistols deal 1x DoS in damage and can reach the 
adjacent zone.

MAG RIFLE    700c
PULSE RIFLE    1000c
Rifles are standard issue in most militaries and 
mercenary groups. Rifles enjoy higher damage 
potential than Pistols and are easier to use than 
Cannons. Rifles are equipped in both hands and are 
rated for 2 modules. Equipping rifles lowers your 
Initiative by 1. Rifles deal 2x DoS in damage and can 
reach any target within Line of Sight.

MAG CANNON    1500c
PULSE CANNON   1800c
Cannons are the heaviest ranged weapons, able to deal 
massive amounts of damage with each shot. Cannons 
are equipped in both hands and are rated for 3 modules. 
Cannons are large and heavy weapons, lowering your 
Initiative by 2 when they are equipped. Cannons deal 
3x DoS in damage and can reach any target within Line 
of Sight.

GUN MODULES

Gun Modules are installed during the Invention 
process with each module increases the price of the 
item by the listed percentage of the base value. Each 
gun type is rated for a specific number of modules. 
Adding more modules than the weapon is rated for will 
increase the blueprint difficulty by 1 level each. Unlike 
our real world, guns in Tangent Space do not deplete 
ammunition. However, they can be designed to fire 
special types of rounds with varying effects. 

PIERCING AMMO  20%
Piercing Rounds are designed to help your attacks 
with getting past troublesome armor. A successful hit 
strikes the target’s lowest available Armor value and 
allows the mitigated amount to strike Endurance.

BUSTER AMMO  20%
Buster Rounds are designed to deal as much damage to 
the target’s armor as possible. Your shots remove the 
target’s lowest available Armor value after successfully 
dealing damage to the target.

PHASED AMMO  20%
Phased Rounds are designed to slip past the target’s 
Barrier defenses without interacting with them. Your 
shots completely ignore Barriers.

THERMAL AMMO  20%
Thermal Rounds are superheated to the point that they 
can ignite the target on contact. Your shots Burn the 
target for a number of turns equal to the Degrees of 
Success.

CRYOGENIC AMMO  20%
Cryogenic Rounds are supercooled and can sap the 
heat from anything that strike. Your shots Slow the 
target for a number of turns equal to the Degrees of 
Success.

IONIC AMMO   20%
Ionic Rounds are electrically charged, shocking the 
target on impact. Your shots Stun the target for a 
number of turns equal to the Degrees of Success.
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SHOTGUN ASSEMBLY  30%
This gun is designed to be used in close quarters 
combat, reducing the range of the weapon by 1 level 
and increasing damage by 1x. The melee combat 
penalty is negated.

SNIPER ASSEMBLY  30%
This gun is designed to pick off targets from a safe 
distance, increasing the range of the weapon by 1 level 
and increasing damage by 1x. This weapon cannot be 
used on targets in the Same Zone.

AIM ASSIST   20%
Special gyroscopes and motion compensators help 
to steady your aim as long as you remain still. This 
weapon’s accuracy is improved by 2 if you didn’t move 
since your last turn.

SUPERCHARGER  20%
This component overloads each shot to near dangerous 
levels, giving you a greater chance of inflicting a 
devastating attack. This module lowers the weapon’s 
critical threshold by 1. 

SILENCER   20%
The firing sound of your weapon is muted, preventing it 
from revealing your location. Attacks with this weapon 
do not remove you from Stealth, though enemies are 
still alerted to your presence. 

CONCUSSOR   20%
This weapon’s shots include a burst of kinetic force. 
Melee attackers hit by this weapon must make an 
Athletics check to avoid being knocked down. 

DOUBLE BARREL  30%
This weapon is designed to fire two shots at the same 
time. A success of 5 degrees or more deals damage to 
the target a second time. 

SPREAD BARREL  30%
This weapon is designed to hit up to three targets in 
front of you. Damage dealt is lowered by 1x. 

TUNNELING ROUNDS  30%
This weapon’s shots are enveloped in a subspace 
field that allows it to tunnel through simple walls and 
obstructions, dealing 1x less damage to targets struck 
behind them. Attacking a target through a wall requires 
you to fire blind unless you can see the target through 
special means. 

GUN LAUNCHER  30%
Install an explosives launcher into the barrel of your 
weapon, allowing you to launch grenades and missiles 
from it. This increases the range of your Grenade skill 
to Line of Sight. This module can only be installed in 
Rifles and Cannons.

BAYONET   20%
Attach a bayonet to the end of your weapon, causing 
it to deal 1x additional damage when it is used as 
an improvised weapon with the Brawling skill. This 
module can only be installed in Rifles and Cannons.

SECURITY CHIP  10%
A security chip is able to record the identity of its 
owner, preventing anyone else from operating the 
weapon. The weapon refuses to activate for unknown 
users. Attempts to bypass this security can cause 
serious harm to the offender.
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MELEE WEAPONS
While melee weapons had fallen almost entirely 
out of use in the past, they have seen a significant 
resurgance in the modern age. Melee Weapons 
come in two varieties: Blades and Claymores. 
The Material version flash-forges a thin plasteel 
edge that is both lightweight and razor sharp. The 
molecules in the edge vibrate rapidly, allowing 
it to slice through flesh and armor alike. The 
Dynamic version contains energy inside an edge 
shaped kinetic field. As with Pulse Firearms, 
Dynamic melee weapons are more expensive than 
the Material variety, but they gain a +5 damage 
bonus against Barriers. Each point of Quality (eg: 
“+2” after the name indicates 2 points of quality) 
increases the damage the weapon deals by 1 point.

MATERIAL BLADE   500c
DYNAMIC BLADE   700c
The modern blade weapon is lightweight and deadly, 
though they require more dedicated training than 
firearms to be efficient in battle. Blades come in all 
shapes and sizes, often serving ceremonial roles in 
formal situations. Blades are equipped in one hand and 
are rated for 1 module. Blades deal 2x damage in Melee 
Combat.

MATERIAL CLAYMORE  1000c
DYNAMIC CLAYMORE   1300c
The claymore is a massive weapon that is just as 
intimidating in appearance as it is destructive. A 
claymore carves through all but the most heavily 
fortified opponents. Claymores are equipped in 
both hands and are rated for 2 modules. Equipping 
claymores lowers your Initiative by 1 due to their size 
making them somewhat unwieldy. Claymores deal 4x 
damage in Melee Combat.

MELEE MODULES

Melee Modules are installed during the Invention 
process with each module increasing the price of the 
item by the listed percentage of the base value. Each 
melee weapon type is rated for a specific number of 
modules. Adding more modules than the weapon is 
rated for will increase the blueprint difficulty by level 
each. Special emitters listed here can be installed 
to change the damage properties of the weapon. 
Adding multiple emitter types allows them to be freely 
switched between during combat.

PIERCING EMITTER  20%
Piercing Emitters are designed to help your attacks 
with getting past troublesome armor. A successful hit 
strikes the target’s lowest available Armor value and 
allows the mitigated amount to strike Endurance.

BUSTER EMITTER  20%
Buster Emitters are designed to deal as much damage 
to the target’s armor as possible. Your attacks remove 
the target’s lowest available Armor value after 
successfully dealing damage to the target.

PHASED EMITTER  20%
Phased Emitters are designed to slip past the target’s 
Barrier defenses without interacting with them. Your 
strikes completely ignore Barriers.

THERMAL EMITTER  20%
Thermal Emitters superheat the edge of your weapon to 
the point that it can ignite the target on contact. Your 
srtikes Burn the target for a number of turns equal to 
the Degrees of Success.

CRYOGENIC EMITTER  20%
Cryogenic Emitters supercool the edge of your weapon, 
which causes it to sap the heat from anything that it 
strikes. Your srtikes Slow the target for a number of 
turns equal to the Degrees of Success.

IONIC EMITTER  20%
Ionic Emitters create an electrically charged edge, 
shocking the target on impact. Your srtikes Stun the 
target for a number of turns equal to the Degrees of 
Success.

DUELING GRIP   20%
This grip is designed to protect the wielder’s hand 
while still allowing free range of motion. The grip 
increases Parry defense rolls by 2.

MICRON EDGE   20%
The weapon’s edge is microscopically thin, giving it an 
increased chance to cut through defenses. This module 
lowers the weapon’s critical threshold by 1. 

RIOT MODE   20%
The weapon is able to project a baton that does not deal 
any damage to the target, but rather drains the target 
of their Action Points equal to the degrees of success. 
Drained AP will not be available on the target’s next 
turn.
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STABILIZER   20%
The weapon can be thrown at a target in the Adjacent 
Zone. Throwing a weapon is silent and will not reveal 
you from stealth. The critical threshold of this attack is 
lowered by 2, but your weapon must now be retrieved.

EXTENSION   30%
This module extends the hilt of your weapon into a 
polearm. Enemy combatants must make an Athletics 
check against this weapon’s skill in order to attack you 
with their own melee weapon. Due to the reach of the 
weapon, attacking an enemy with your polearm does 
not put you into melee combat, though it lowers your 
ability to Parry attacks by 2 points.

TWIN EDGES   30%
The weapon projects from both ends of the hilt to grant 
two viable cutting edges. A success of 5 degrees or 
more deals damage to the target a second time.

MINIATURIZED
This module is installed into Blades only. The weapon 
has been designed to be very small. Instead of 
increasing the weapon’s price, it lowers the price of 
the finished weapon by 50%. Attacks using this smaller 
Blade only deal 1x damage, though they can be thrown 
without the need for a Stabilizer module.

SECURITY CHIP  10%
A security chip is able to record the identity of its 
owner, preventing anyone else from operating the 
weapon. The weapon refuses to activate for unknown 
users. Attempts to bypass this security can cause 
serious harm to the offender.

NANOFAX
The Nanofax is one of the most advanced devices ever 
invented, costing 2000 cubits to purchase. These tools 
have all the same functions as an Interlink, but also 
provide the means to build new objects and manipulate 
the world in amazing ways. The abilities of a Nanofax 
are further expanded by installing additional programs 
called Protocols. A Nanofax itself is the size of a bottle 
cap. It adheres firmly to the palm and generates a glove 
around the hand for support. Most armor comes with 
pass-through emitters in the palms of the gauntlets to 
accommodate a Nanofax. A Nanofax can produce items 
at a rate of 10 cubits per minute and is rated for a single 
module.

FABRICATION SPECIALIZATION 600
Your nanofax is specialized for use with the 
Fabrication skill and its protocols, increasing all such 
rolls by 1. Only one specialization may be installed.

PROJECTION SPECIALIZATION 600
Your nanofax is specialized for use with the Projection 
skill and its protocols, increasing all such rolls by 1. 
Only one specialization may be installed.

BIOTECH SPECIALIZATION  600
Your nanofax is specialized for use with the Biotech 
skill and its protocols, increasing all such rolls by 1. 
Only one specialization may be installed.

HACKING SPECIALIZATION  600
Your nanofax is specialized for use with the Hacking 
skill and its protocols, increasing all such rolls by 1. 
Only one specialization may be installed.

RAPID FABRICATOR   1000
Your nanofax is able to produce items at a rate of 20 
cubits per minute.

OVERCLOCKED   400
This module enables your nanofax to exceed safety 
limits, doubling the contribution of your Tech Modifier.

MEDICAL NANITES   400
These specialized nanites are able to automatically 
Stabilize a dying target whenever Biotech is used.

ADVANCED FIREWALL   400
This module enhances the defensive software of your 
nanofax, increasing its Resistance values by 1.

SECURITY CHIP   200
A security chip is able to record the identity of its 
owner, preventing anyone else from operating the 
device. The device refuses to activate for unknown 
users. Attempts to bypass this security can cause 
serious harm to the offender.
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CYBERNETICS & ROBOTICS
CYBERNETICS

While cloning lost limbs is a common medical 
procedure, cybernetics have become an increasingly 
popular alternative as the technology advances. 
Those that choose cybernetics are often veteran 
combat professionals that appreciate the enhanced 
performance of robotic limbs. Some even choose 
voluntary cybernetic augmentation even though 
they are completely healthy. With the availability of 
limb cloning, cybernetic augmentation is no longer 
a permanent decision, though it is an expensive and 
physically taxing process to reverse.

While there are benefits to being a cyborg, there are 
some downsides that come along with it. Cybernetic 
characters are both biological and mechanical in 
nature. This means that they are vulnerable to Pathics 
and Somatics as well as Hacking and EMP. On the 
other hand, cyborgs can be both healed and repaired. 
Cybernetics are expensive and incapacitate the 
patient during the installation process. A character 
being converted into a cyborg will be under medical 
supervision for one week plus an additional day 
for each component being installed into their body. 
Whenever you take a strike against your life, you must 
roll 1d12. If it is 6 or less, your cybernetics are severely 
damaged and will not function properly until repaired 
by a qualified technician. Attempting to use badly 
damaged cybernetics increases your critical failure 
chance by 2.

AUGMENTATIONS

CYBERNETIC MATRIX   10000c
The Cybernetic Matrix is used to control and maintain 
all the cybernetic implants and limbs in the subject’s 
body. This includes biotech nanites that circulate 
through the subject’s blood. This must be the first 
cybernetic augmentation installed into the subject. 

CYBERNETIC INTEGRATION  3000c
Any piece of technology can be integrated into your 
cybernetics if they can physically fit inside them. You 
may install an item, weapon, or armor module into your 
body. 

SKELETON AUGMENTATION  5000c
Your skeleton has been plated with plasteel to increase 
your durability. This augmentation increases all of 
your Endurance values by 1. This has the side effect 
of making you heavier than normal and prone to joint 
discomfort.

NEURAL AUGMENTATION  3000c
Your brain has been partially computerized. You are 
able to remotely interface with electronic systems 
and you are immune to Pathic and Somatic attack. 
However, you are now completely incapable of using 
psionic abilities and your emotions are subdued.

OPTIC AUGMENTATION  3000c
Your vision has been improved with a variety of 
sensors. You can see beyond the normal visible 
spectrum of light and have an integrated HUD. Your 
Line of Sight has also been greatly extended. However, 
visual forms of art are no longer as appealing.

AURAL AUGMENTATION  3000c
Your sense of hearing is far more sensitive than any 
organic being. You can hear the tiniest sound, filter out 
noise, and even pick up conversations several rooms 
away. However, you seem to have lost an appreciation 
for music.

OLFACTORY AUGMENTATION  3000c
Your ability to smell has been upgraded to a full 
particle analysis suite. You are able to determine 
the molecular makup of things you smell, even trace 
amounts. You can identify objects and living things by 
their smell alone and can pick up on a person’s moods 
and general state of health. However, food no longer 
tastes quite as good.
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VOCAL AUGMENTATION  3000c
Your voice is changeable at will now and is able to 
imitate any any sound with near perfect accuracy. In 
addition, your vocal volume is greatly increased. This 
also includes the ability to communicate fluently in all 
League member languages. However, when you attempt 
to sing, it comes across hollow and lifeless.

SKIN AUGMENTATION   3000c
Your skin automatically repairs itself when damaged 
thanks to an army of fast acting nanites. Microfibers 
are also injected into your skin cells to increase their 
durability. Pain is quickly dulled and you automatically 
restore your highest lost Endurance value at the start 
of your turn. However, you find that your skin feels 
somewhat numb at all times.

ARMS AUGMENTATION  5000c
The robotic arms are grafted into your skeletal 
structure at the shoulders and grant you increased 
strength and grip. Climbing actions are easier and your 
melee bonus is increased by 1 for each arm. However, 
the touch simulation doesn’t feel the same as a real 
hand.

LEGS AUGMENTATION  5000c
The robotic legs are grafted into your skeletal structure 
at the hips and grant you increased running and 
jumping capability. Your initiative is increased by 1 
and you are fast enough to keep up with most vehicles. 
However, you are somewhat less flexible now and have 
limited sitting positions.

ROBOTICS

Robots come in all different shapes and sizes with 
varying levels of intelligence. These mechanical 
automations are very common in the galaxy with most 
families owning at least one. As a general rule, robots 
do not fail simple tasks that they have been designed 
to perform. As with all machines, Robots do not have 
the Willpower attribute. Influence and Resolve rolls are 
based on the robot’s Intellect, along with its Resistance 
values. Robots are priced according to their level of 
competency:

Basic:  16 Attribute Points 1000c
Standard: 20 Attribute Points 2000c
Premium: 24 Attribute Points 4000c
Advanced: 28 Attribute Points 8000c
Elite:  32 Attribute Points 16000c

Predesigned robots are available most places in the 
galaxy and custom robot manufacturing is a common 
service in League Space. The AI of a robot can be 
very simple or extremely advanced, though they 
never approach the level of sentience that is held by 
biological races or their Pandoran cousins. 

Each attribute point in the robot’s Intellect gives it one 
skill that it knows at the point of manufacture. Robots 
do not gain experience. Rather, the experience required 
to install new and improved skills is changed into cubit 
costs as follows:

Level 1:  1000c
Level 2:  2000c 
Level 3:  3000c

Talent:  5000c

Robots can use equipment manually with whatever 
limbs they possess and they can install cybernetic 
augmentations into their robotic bodies. This is 
easier to do with robots, reducing the cost of the 
augmentation by 50%. Robots do not require a 
Cybernetic Matrix and, of course, the existential 
downsides of cybernetics have no impact on robots.
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CRAFTING & INVENTION
CRAFTING

The primary unit of currency in the Tangent Space universe is the Cubit. A cubit is a tiny one millimeter 
cube made from all the typical molecules needed for nanobots to construct objects, such as carbon, 
silicon, iron, copper, etc. Some things like water and oxygen can be taken from the atmosphere.This 
technology is so widely used that it formed the foundation of the galactic economy. 

In order to begin crafting you will need one Nanocell and a number of cubits. Characters with access 
to a Nanofax are able to create items and equipment from cubits, provided there is a usable blueprint 
available. Personal Nanofaxes produce at a rate of 10 cubits per minute. Forge Nanofaxes produce at a 
rate of 100 cubits per minute and can construct Vehciles. Shipyard Nanofaxes produce at a rate of 1000 
cubits per minute and can construct Ships.

In order to keep the economy stable, blueprints are licensed to a person with an up-front cost and limited 
number of uses before the data deletes itself. If you only need one of an item, it is best to simply go 
and buy one for the retail price, which is usually 30% higher than the cubits required to make the item. 
However, if you will need multiples of an item, it is more cost effective to fabricate them yourself. Once 
the process has been successfully initiated, it can continue to produce as many copies from the blueprint 
as desired.

LICENSE  USES  LICENSE COST
Limited  10  10x 25% of the item’s value 
Standard  100  100x 20% of the item’s value
Expanded  1,000  1,000x 15% of the item’s value
Business  10,000  10,000x 10% of the item’s value
Production  100,000 100,000x 5% of the item’s value

INVENTION

Inventing allows you to create custom equipment by taking the base item and combining it with a 
number of modules. Each piece of equipment is rated for a certain number of modules. Each module 
added that exceeds the rated number will increase the difficulty of the invention by 2 points. Once you 
have determined the design you want to make, roll your Technology skill to produce the blueprint. For 
every 2 degrees of success, the quality of the resulting blueprint is increased by +1 with a maximum of +3. 
The resulting blueprint has unlimited uses and you own the patent on the design.

REVERSE ENGINEERING

While it is illegal and strictly enforced, it is possible to reverse engineer an item to gain an unlimited 
blueprint from it. This is done by making a Technology skill roll with 1 added level of difficulty for every 
point of quality the item possesses. Commercially designed items have copy protection built into them 
that will cause the product to destroy itself during deconstruction if it detects a reverse engineering 
attempt. Failing to reverse engineer results in a loss of both the item and any cubits that it was made 
from! Even if you successfully copy an item, be careful that you don t get caught by the authorities or 
you’ll get a heavy fine for economic piracy or even face a bounty on your head!
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ENEMIES & REWARDS
These are general guidelines for designing enemy 
NPCs for players to face in combat.

MINION
Attributes:  Race Standard
Life:   1 Strike
Equipment: Basic
Skills:  Level 1: Trained - Generic
Minions are simple enemies that are poorly skilled 
and typically attack in large numbers. Players 
should be able to take these enemies down easily 
but they can become overwhelming in groups.

PROFESSIONAL
Attributes:  Race Standard +2
Life:   2 Strikes
Equipment: Colonial Outfitters
Skills:  Level 1: Trained - Specialized
Professionals are well trained and capable of 
performing well in small units or even alone when 
they have the advantage. Players will likely target 
these first as they tend to have more specialized 
skills.

ELITE
Attributes:  Race Standard +3
Life:   2 Strikes
Equipment: Optima Direct
Skills:  Level 2: Practiced - Specialized
Elites are a serious threats as they bring improved 
skills and equipment to the battle. Players will 
have the most difficulty with these enemies, 
so there shouldn’t be too many of these in an 
encounter.

MASTER
Attributes:  Race Standard +5
Life:   3 Strikes
Equipment: Faction\Custom
Skills:  Level 3: Mastered - Specialized
Masters are nearly identical to player characters 
in every way. These are generally recurring foes 
that are major parts of the game’s story. Give these 
enemies personalities and aspirations of their 
own.

REWARDS

Experience
Experience is awarded by the GM at the end 
of the game session. Players highlight the 
accomplishments of the other players and the 
group as a whole, which the GM records and 
takes into account for the group’s experience 
reward. Experience is gained as a group 
with everyone getting the same amount. The 
minimum experience reward is 100 points. Minor 
accomplishments are worth 20 experience and 
Major accomplishments are worth 100 experience. 
Rewards can be adjusted by the GM to best suit the 
pacing of the specific game.

Cubits
Cubits are gained by completing freelance jobs 
or through regular employment through a major 
faction. It is also possible to hack the accounts of 
defeated enemies to steal their funds.
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