
ERLENMEYER
Robot engineer & would-be adventurer

A friendly, class II repair 'bot. He signed up to deep space 
assignments in order to see more of the galaxy.

□ How did you get into engineering? Were you trained, or 
programmed? What sort of a name is “Erlenmeyer” for a 
robot, anyway?

□ Why do you want to see the galaxy? What are you expecting 
to find out there?

TRAITS / TAGS
Tags in [brackets] must be bought using advances.

Engineer
REPAIR, POWER SYSTEMS, SIGNAL BOOST, 
[SABOTAGE], [UPGRADE]

Mechanoid
BIG AND SOLID, SENSORS, OPERATE IN VACUUM
[FLOODLIGHT], [HELPER DRONE]

Explorer
LOCAL LIFEFORMS, MAPS, 
[CULTURE], [LANGUAGES]

Key of the Explorer
You love exploring new places and meeting new people. Hit your 
key when you seek out new life and new civilisations.

Buyoff: Pass up the opportunity to see something new.

Key of Loyalty
You value the company of others and wish to do well by them. Hit 
your key when you put your allies' well-being before your own. 

Buyoff: Look out for number one.

Key of Adventure
You thrive in dangerous situations. Hit your key when you do 
something cool that is risky or reckless.

Buyoff: Be very very careful.

Secret of Hidden Compartments
No matter how thoroughly you’re searched, you always have a 
few gadgets on you (or sometimes a part of you!). You can 
produce any common, simple item at a moment’s notice.

Secret of Transformation
You can transform into a vehicle capable of carrying up to two 
people (or the equivalent in supplies). As the process is energy-
intensive, you cannot transform if injured or tired.

□ INJURED     □ TIRED     □ ANGRY     □ LOST     □ HUNTED     □ DEAD     □ TRAPPED

Rules Summary
Rolling the Dice

When you try to overcome an obstacle, you roll dice. Start with 1d6. Add 
a d6 if you have a TRAIT that can help you. If that trait has any TAGS 
that apply, add another d6 for each one. Finally if you have a dice 
pool, you can add one or more d6s from it.

Roll all the dice you’ve gathered. Each score of 4+ is a success. You need 
a total number of successes equal or higher to the difficulty level to pass 
the obstacle:

2: Easy / 3: Difficult / 4: Challenging / 5: Extreme

If you pass, discard any dice you used from your pool. If you don't pass, 
add a d6 to to your pool. You don’t yet achieve your goal – the GM will 
escalate the situation in some way and you might be able to try again.

There's no limit to the size of your pool, or how many you can use on any 
one roll.

Conditions

When events warrant (especially when you fail a roll), the GM may 
impose a condition on your character. When you take a condition, mark 
its box and say how it comes about. (The “dead” condition means 
“presumed dead” unless you say otherwise.)

Helping

If your character is in a position to help another, you can can lend them up 
to a single d6 from your pool. Say what your character does to help. 

If the roll fails, you get your d6 back (and the other player gets one of their 
own). If it succeeds, your die is spent and you don't get it back.

Keys

When you hit a Key, you may add a d6 to your pool or take an 
experience point (XP). If hitting your key puts you in danger, you can add 
2d6 to your pool, take 2 XP, or one of each.

Once you have collected 5 XP you have earned an advance. An 
advance can be spent to: 

□ add a new trait; 

□ add a tag to a current trait; 

□ add a new key (each key may only be taken once) 

□ or learn a new secret (if you meet any requirements.)

Any advances must be explained in-game; you must describe how the 
trait, tag, key or secret was learned during play or some past experience 
that has come to light. 

Each key also has a buyoff. If the buyoff condition occurs, you have the 
option of removing the Key and adding either 4d6 to your pool, or earning 
10 XP.

 



SZYGY
Alien doctor with a mysterious agenda

An alien doctor, keen to return home to see his friends and family. 
At least according to his cover story...

□ What made you train as a doctor? Do you have a medical 
speciality?

□ Why do you need a cover story? Do you really have a family? 
What's your real mission?

□ What are your species like? What's your home planet like?

TRAITS / TAGS
Tags in [brackets] must be bought using advances.

Doctor
FIRST AID, PRECISION, BIOLOGY, 
[SURGERY], [EMPATHY]

Alien
[AQUATIC], [TENTACLES], [REFLEXES], [360° VISION], 
[NERVE PINCH], [CLIMBER], [GLIDE], [BESERKER], [SURVIVE 
WITHOUT FOOD], [ACID BLOOD], [CLAWS], 
[SURVIVE VACUUM]

Investigator
DEDUCTION, SNEAK, DECEPTION, 
[BRAWLING], [PISTOLS]

Key of Pride
Your species is known for their pride. Hit your key when you show 
your superiority over other lifeforms, or your species' reputation 
helps solve an obstacle.

Buyoff: Admit you and your species aren't perfect.

Key of The Mission
It's vital you return the data you've obtained to your government. 
Hit your key when you take action to deliver yourself and/or the 
data back home.

Buyoff: Give up the mission, revealing the secrets learned.

Key of The Lone Wolf
You feel most comfortable taking matters into your own hands. Hit 
your key whenever you complete actions while separated from the 
rest of the group.

Buyoff: Co-operate and help the others instead.

Secret of Alien Biology
You can pick 4 of the listed tags from the Alien trait and use them 
in conjunction with other traits (for example, you could use 360° 
Vision with Investigator.)

After your initial selection, you may not use advances to take any 
further tags from the Alien trait.

Secret of *** 
To follow-
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Rules Summary
Rolling the Dice

When you try to overcome an obstacle, you roll dice. Start with 1d6. Add 
a d6 if you have a TRAIT that can help you. If that trait has any TAGS 
that apply, add another d6 for each one. Finally if you have a dice 
pool, you can add one or more d6s from it.

Roll all the dice you’ve gathered. Each score of 4+ is a success. You need 
a total number of successes equal or higher to the difficulty level to pass 
the obstacle:

2: Easy / 3: Difficult / 4: Challenging / 5: Extreme

If you pass, discard any dice you used from your pool. If you don't pass, 
add a d6 to to your pool. You don’t yet achieve your goal – the GM will 
escalate the situation in some way and you might be able to try again.

There's no limit to the size of your pool, or how many you can use on any 
one roll.

Conditions

When events warrant (especially when you fail a roll), the GM may 
impose a condition on your character. When you take a condition, mark 
its box and say how it comes about. (The “dead” condition means 
“presumed dead” unless you say otherwise.)

Helping

If your character is in a position to help another, you can can lend them up 
to a single d6 from your pool. Say what your character does to help. 

If the roll fails, you get your d6 back (and the other player gets one of their 
own). If it succeeds, your die is spent and you don't get it back.

Keys

When you hit a Key, you may add a d6 to your pool or take an 
experience point (XP). If hitting your key puts you in danger, you can add 
2d6 to your pool, take 2 XP, or one of each.

Once you have collected 5 XP you have earned an advance. An 
advance can be spent to: 

□ add a new trait; 

□ add a tag to a current trait; 

□ add a new key (each key may only be taken once) 

□ or learn a new secret (if you meet any requirements.)

Any advances must be explained in-game; you must describe how the 
trait, tag, key or secret was learned during play or some past experience 
that has come to light. 

Each key also has a buyoff. If the buyoff condition occurs, you have the 
option of removing the Key and adding either 4d6 to your pool, or earning 
10 XP.

 



EDEN JANNICK
Human diplomat with a tortured past

A survivor of the infamous “Firewalker” purges that decimated the 
human race twenty years ago, returning from a peace conference.

□ What happened to you in the purges? What happened to your 
friends and family? How did you survive?

□ How did the peace conference go? Who were you trying to 
broker peace with?

TRAITS / TAGS
Tags in [brackets] must be bought using advances.

Ambassador
EMPATHIC, GUARDIAN, COMMUNICATE, 
[LANGUAGES], [POLITICS]

Human
IMPROVISE, ADAPTABLE, OPTIMIST, 
[PERCEPTIVE], [INSPIRE]

Survivor
SCAVENGE, FIRST AID, TOUGH, 
[REPAIR], [CRUEL]

Key of Conscience
You don’t like to see anyone suffer, even enemies. Hit your key 
when you help someone in trouble or when you change 
someone’s life for the better.

Buyoff: Ignore a request for help.

Key of the Diplomat
You always seek to find a peaceful way to deal with obstacles. Hit 
your key when you act to defuse a violent situation instead of 
going in “guns blazing”.

Buyoff: Threaten someone with violence or do them harm for 
a reason other than self-defence.

Key of Resolve
Once set on a path, nothing will stop you achieving it. Hit your key 
when you press on even if the odds are stacked against you.

Buyoff: Give up on your course of action.

Secret of Sacrifice
When another player you can help suffers a condition, you may 
take the condition in their place. You may only do this when the 
character suffers the condition, not afterwards.

Secret of the Lucky Break
Once per session, you can keep your pool dice when you succeed 
(so go ahead and use them all!)
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Rules Summary
Rolling the Dice

When you try to overcome an obstacle, you roll dice. Start with 1d6. Add 
a d6 if you have a TRAIT that can help you. If that trait has any TAGS 
that apply, add another d6 for each one. Finally if you have a dice 
pool, you can add one or more d6s from it.

Roll all the dice you’ve gathered. Each score of 4+ is a success. You need 
a total number of successes equal or higher to the difficulty level to pass 
the obstacle:

2: Easy / 3: Difficult / 4: Challenging / 5: Extreme

If you pass, discard any dice you used from your pool. If you don't pass, 
add a d6 to to your pool. You don’t yet achieve your goal – the GM will 
escalate the situation in some way and you might be able to try again.

There's no limit to the size of your pool, or how many you can use on any 
one roll.

Conditions

When events warrant (especially when you fail a roll), the GM may 
impose a condition on your character. When you take a condition, mark 
its box and say how it comes about. (The “dead” condition means 
“presumed dead” unless you say otherwise.)

Helping

If your character is in a position to help another, you can can lend them up 
to a single d6 from your pool. Say what your character does to help. 

If the roll fails, you get your d6 back (and the other player gets one of their 
own). If it succeeds, your die is spent and you don't get it back.

Keys

When you hit a Key, you may add a d6 to your pool or take an 
experience point (XP). If hitting your key puts you in danger, you can add 
2d6 to your pool, take 2 XP, or one of each.

Once you have collected 5 XP you have earned an advance. An 
advance can be spent to: 

□ add a new trait; 

□ add a tag to a current trait; 

□ add a new key (each key may only be taken once) 

□ or learn a new secret (if you meet any requirements.)

Any advances must be explained in-game; you must describe how the 
trait, tag, key or secret was learned during play or some past experience 
that has come to light. 

Each key also has a buyoff. If the buyoff condition occurs, you have the 
option of removing the Key and adding either 4d6 to your pool, or earning 
10 XP.

 



21
A mutant, veteran mercenary 

After serving in the Firewalker wars twenty years ago; now a 
successful mercenary who is coming to the end of their career.

□ Why do they call you “21”? 

□ What's the extent of your mutations? Do you show them off, 
or keep them hidden?

□ What sort of things have you done in your career? How do 
you feel about them now?

□ You're addicted to something (see Key of Vice.) What are you 
addicted to?

TRAITS / TAGS
Tags in [brackets] must be bought using advances.

Veteran
PISTOLS, FLARES, WILLPOWER,
[DISCIPLINE], [STRATEGY]

Mutant
UGLY, OMNIVORE, SNEAK,
[FRIENDS IN LOW PLACES], [CITIES]

Mercenary
RECKLESS, BLUNT, DIRTY FIGHTING, 
[GADGETS], [RICH]

Key of Vice
You're addicted to something. Hit this key when you pursue your 
addiction. (Failure to hit your addiction regularly will impose a 
condition).

Buyoff: Go cold turkey for most of a session, taking an 
additional condition in the process.

Key of The Badass
You have fought in dozens of wars and have the reputation to 
prove it. Hit your key when your character accomplishes 
something with style, or you come up with a particularly witty quip 
in combat.

Buyoff: Do something embarrassing in public.

Key of Age
As an old hand, you’ve seen it all before. Hit your key when your 
extra years of experience provide a solution to a problem.

Buyoff: Admit you’ve got a thing or two to learn.

Secret of Special Bullets
Once per session, when shooting you may take an extra dice if 
you describe the effects of a special bullet you've been saving for 
just such an occasion.

Secret of the Tracker
Once per session you may re-roll a failure when attempting to 
navigate uncharted territory or track somebody.
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NEW TRAITS AND TAGS
Note: New traits come with three tags of your choice. 
Additional tags must be bought with further advances.

Miner
Tunnels, Labour, Strong, Pickaxe, Night Vision, Hold Breath, 
Ores, Resist Cold, Endure, Demoman

Investigator
Search, Deduction, Perceptive, Seduce, Bribe, Coerce, Contacts, 
Sneak, Deception, Insight, Logic, Brawling, Pistol

Police
Search, Perceptive, Interrogate, Contacts, Insight, Logic, Non-
violent Take-down, Brawling, Sniper

Pirate
Ruthless, Hack & Slash, Swordplay, Spare Knife, Pistolero,  
Gunner, Boarding Action, Crew, Pillage, Capture, Drink, 
Treacherous, Intimidate, Contacts, Underworld, Dashing

Crew
Pilot, Weapon Systems, Maintenance, Damage Control, Cargo, 
Triage, Navigation, Zero-G, Discipline

Bold
Heroic, Rescue, Falling, Fire, Reckless, Explosions, Escapes, 
Outnumbered, Underdog, Stubborn

Merchant
Rich, Trade, Haggling, Rumours, Sneak, Disguise, Respectable, 
Currencies, Gunrunner

Outcast
Poor, Scavenge, Intimidate, Brawling, Repair, Wastelands, 
Survival, Navigation, Sneak, Ruthless

Underworld
Poor, Rumours, Drinking, Scavenge, Beg, Sneak, Cities, Seduce, 
Street Fighting, Gambling

Cyberpunk
Laptop, Use Tech, Hacker, Computer Systems, Software, 
Hardware, Upgrades, Loner, Deduction, Logic, Perceptive, Geek, 
Online

Profession
Art, Sculpture, Music, Trade, Rich OR Poor, Writing, Dance, 
Politics, Charm, Expert, Business, Economics

NEW KEYS & SECRETS
Key of Command
You are used to others obeying your orders. Hit your key when 
you come up with a plan and give orders to make it happen.

Buyoff: Acknowledge someone else as leader.

Key of Cruelty
You have an unhealthy habit when it comes to dispensing 
violence... Hit your key whenever you deal excessive violence to 
something or someone.

Buyoff: Commit to reigning it in or finding non-violent 
solutions.

Key of the Guardian
You have a talent for getting in the way of violence. Hit your key 
whenever you willingly put yourself into danger.

Buyoff: Turn your back on an ally who needs help.

Key of the Joker
No matter the situation, you always know what to say or do to 
cheer up your fellows. Hit your key whenever your character says 
something to make the other player's characters laugh.

Buyoff: Everyone groans at one of your comments or you 
say something to really depress your allies instead.

Key of Resolve
Once set on a path, nothing will stop you achieving it. Hit your key 
when you press on even if the odds are stacked against you.

Buyoff: Give up on your course of action.

Secret of the Gunfighter
Once per session, you may re-roll any obstacle involving 
shooting.

Requires: Training from a master of firearms.

Secret of the Street Fighter
Once per session, you may re-roll any obstacle involving hand-to-
hand combat.

Requires: Training from a specialist in martial arts or some 
kind of close combat.

Secret of Nightvision
You can see through darkness as though it was daylight.

Requires: Complex upgrades/bionics to your vision, or 
learning the secrets of blind-sight.

Secret of Foldspace
You're capable of operating, and to some extent maintaining 
foldspace generators.

Requires: Extensive experience and/or training around 
foldspace generators.
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