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The d3 
System Basics

In the standard SLA Industries system a player has a pool of 300 points to build his character. So a character can have high stats, but probably only a limited amount of skills or he can have low stats and be heavy in skills (although still limited in the skill ranks due to the low levels of the controlling stats).

The 3d-System, however, divides stat and skill pools and makes the skill pool dependent upon certain stats. In effect, the higher the mental stats of the character, the higher is his skill pool under this system.

STATISTICS

How many points a player can spend on the stats of his character depends on the character’s race. 

( For Human, Frother and Vevaphon characters roll 5d6 x 4,

( for Ebon and BrainWaster characters roll 5d4 x 8 and

( for Wraith Raider, Shaktar and every kind of Stormer roll 6d6 x 4. 

These points can be distributed on the character’s stat as the player likes, bearing in mind that each stat begins with 5 and that each race has different stat limits. Each stat increase costs 5 points. 

Ebons have a higher number of stat points because they also must buy their Flux stat with these points. Flux is bought just like a regular stat and starts with a level of 5.

A player can elect not to spend all his Stat points; leftover points are transferred to Skill points on a 1:1 basis.

Hit Points are determined using the Hit Point table at the end of this document. 

Movement

Base Movement gives the distance in meters a character can move within one second employing the fastest walking pace possible (but yet not running or springting). It depends upon race and certain physical factors like PHYS and DEX stat. 

	Race
	Base Move (M/SEC)

	Human
	HGT + ((PHYS + DEX)x2)

	Frother
	HGT + ((PHYS + DEX)x2.5)

	Ebon
	HGT + ((PHYS + DEX)x2)

	BrainWaster
	HGT + ((PHYS + DEX)x2)

	WraithRaider
	HGT + ((PHYS + DEX)² / 3))

	Shaktar
	HGT + ((PHYS + DEX)x3)

	Stormer 313
	HGT + ((PHYS + DEX)x2.75)

	Stormer 711 
	HGT + ((PHYS + DEX)² / 3.5))

	Stormer 714
	HGT + ((PHYS + DEX)x2.5)

	Vevaphon
	HGT + ((PHYS + DEX)x2)

	Carrien
	HGT + ((PHYS + DEX)² / 2))

	Manchine
	HGT + ((PHYS + DEX)² / 4))


If it is necessary to know how fast a character can move within one Action, multiply Base Move with 5 and divide by the number of Actions. Thus a character with a Base Move of 2,47m and 3 Actions has a Combat Move of 4,1m

The calculation of Run Move and Sprint Move are equal for all races; Run Move is equal to Base Move x2 while Sprint Move is equal to Base Move x 4.

If a character employs Run or Sprint Movements during a Combat Round and it is necessary to know how much distance he can move within one Action, calculate the movement distance as above (multiply Run/Sprint Move with 5 and divide by the number of Actions). However, to successfully run/sprint in a combat environment, the character has to pass a DEX test, with a –3 penalty when running and –6 when sprinting. If the character has the Running Skill, he can add the Success Die of a successful Running test to the DEX roll (if he fails the Running test subtract (7 – Success Die) from the DEX roll. Note though, that the Running test is made with penalties: –3 if the character is running and –6 if the character is sprinting.

If the character fails the DEX roll he stumbles or falls, depending on the severity of the failure. This is mostly GMD, but you could make the character fall and take (7-Success Die) Hit Points to one leg if you are particulary cruel …

SKILLS
When the stats are determined the total number of skill points can be calculated. Each character has a total number of skill points equal to his (DIA+CONC+PHYS) x 8. Use the standard skill point costs (rank 1 = 1 point, rank 2 = 3 points, etc.) to spend the points of the skill pool. Ebons also buy their Ebb skills with the points from this pool. If the character takes Advantages or Disadvantages the number of skill points raised or lowered by the cost of the selected Advantages/Disadvantages.

Packages (Optional)

This optional rule concerns the handling of packages. Instead of the usual way of handling package skills, reduce the number of skill points by 40 and increase a character’s package skills by 4 ranks after all skill points have been assigned.

Note though that his will usually create extremely powerful and – at least within their speciality – highly skilled operatives.

EXPERIENCE AND LEARNING

This system uses a mixed experience reward system. During a session the GM awards experience checks to skills used successfully in critical situations. If the GM deems it appropriate he can also award an experience check to a failed skill roll if the situation is critical enough.

After the session the player can choose two of the experience checks awarded during the session and make Skill Gain rolls to increase the skills. Unused skill checks (awarded but not rolled for after the session) are erased; they do not carry over into the next session.

To make a check for a Skill Gain, roll 3d6 and add the difference between the controlling attribute of the skill that is rolled for and it’s current rank. If the result is higher than 16 the skill is increased by one rank.

Example: A character with DIA 7 is awarded with a skill check for Detect during the session. His current Detect is 5 and so the diference is 2. The player now rolls 3d6+2; if the result is higher than 16 the skill increases to rank 6.

 Ebb Skills are a special form of skills; when checking for Ebb Skills roll 3d6 and add the difference between ½ of the Ebb skill rank and the character’s CONC. If the roll is higher than 16, the Ebb skill is increased by 1 rank.

Example: Banshee has CONC 13 and wants to increase her Detect from 15 to 16. Thus the difference between CONC and Detect (15/2=7,5=8) is 5 and she rolls 3d6+5 for the Skill Gain.

Additionally, the GM awards each player with 1 to 3 experience points. Rewards above this are possible, but the GM should hand them out only for excellent performances or intense sessions.

The experience points are added to a character’s balance (see below). 

BaLance

A player must not spend all points during character creation. All left-over points form a pool that is called the Balance Total. The Balance Total needs not be positive; a player can borrow points from the GameMaster during character creation and assign more points to skills and/or Advantages than he normally is allowed. This, however, comes with a cost attached.

After Character Creation, all experience points are added to the Balance Total. Balance Points can be used variously, eg. they can be used to buy stats. Each stat point bought costs 5 Balance Points. Balance Points can also be used to buy off Disadvantages or increase the rank of Advantages. In this case the cost is equal to the cost during character creation. Thus buying an Advantage with a 3 points per rank cost would cost 3 Balance Points per rank. 

However, there are limits: per session a player can only alter a Stat, Advantage,  Disadvantage or Skill by 1 rank. The number of Stats, Advantages, Disadvantages or Skills a player can  change, however, is unlimited as long as each one is only increased by 1 rank.

Apart from enabling a player to buy Advantages, Stats and Skills, the Balance Total has in-game uses:

A player can temporarily spend eg. 1 point of Balance to reroll one die from a test. By spending 3 temporary Balance points the player can reroll all 3 dice from a test. Other uses of Balance Points are possible; they can be found in the table below.

Negative Balance works similar, it acts as a pool that the GM can use per session to “make something bad” happen to the character.  Points spent from the Negative Balance Total are usually spent temporarily, thus the “pool” is refreshed between sessions, so that if the GM depletes the pool in one session, the unlucky streak for the character is over for this session, but his bad luck comes back to him right at the beginning of the next session (and session means session, not scenario).

Balance Points can be spent with various effects. The effects of Balance Points are cumulative, so by spending eg. 3 points the  Target Number of a test could be altered by 3.

	Balance Effect
	Cost

	
	

	Postitive Balance (spent by player):
	

	-1 Target Number
	1 Temp

	-1 Damage suffered by character
	1 Temp

	-1 Flux Cost
	1 Temp

	Price (Black Market) decreased by 10%
	1 Temp

	+1 DAM/PEN die
	1 Temp

	+1 AIM die (cannot be lowered beyond 1)
	1 Temp

	
	

	Reroll one 1 die from test
	3 Temp

	Alter random chance by 25% to character’s favor
	3 Temp

	
	

	Minor breakdowns (weapon jam, elevator stuck, computer crashes, etc.) avoided.
	5 Temp

	
	

	Reroll all dice from test
	6 Temp

	Alter random chance by 50% to character’s favor
	6 Temp

	
	

	Alter random chance by 100% to character’s favor/Automatic success
	1 Perm

	Major breakdown (weapon unusable/broken, floor breaks, engine stalls, etc.) avoided
	1 Perm

	
	

	Automatic ciritical success (equals a rolled ‘18’)
	3 Perm

	
	

	Negative Balance (spent by GM):
	

	+1 Target Number
	1 Temp

	+1 Damage suffered by character
	1 Temp

	+1 Flux Cost
	1 Temp

	Price (Black Market) increased by 10%
	1 Temp

	-1 DAM/PEN die
	1 Temp

	-1 AIM die (cannot be lowered beyond 1)
	1 Temp

	
	

	Reroll one 1 from NSC test
	3 Temp

	Alter random chance by 25% to character’s disfavor
	3 Temp

	
	

	Minor breakdowns (weapon jam, elevator stuck, computer crashes, etc.)
	5 Temp

	
	

	Reroll all die from NSC test
	6 Temp

	Alter random chance by 50% to character’s disfavor
	6 Temp

	
	

	Alter random chance by 100% to character’s disfavor
	1 Perm

	Major breakdown (weapon unusable/broken, floor breaks, engine stalls, etc.)
	1 Perm

	
	

	Automatic fumble (incl. worst case scenario)
	3 Perm


As indicated in the table, certain effects require the expenditure of permanent Balance Points (such as an automatic critical success). They decrease the Balance Total permanently.

The GM can only spend Negative Balance Points if the character actually has a negative Balance, while the player can only spend Positive Balance points if his character has a positive Balance. If the GM spends permanent negative Balance Points, they are subtracted from the negative balance, (thus the negative Balance of a character is lowered by the amount).

SKILL Mechanics

 Skill resolution uses three differently colored d6. If you don’t have three differently colored dice, either buy them or mark your dice in a manner that you can differentiate between them. Also note down on your character sheet which color/marking represents which dice. We suggest the following colors: Red, Blue, Green, whereas the red die is called the Damage Die, the blue die is called the Penetration Die and the green die is called the Aiming (or Success) Die. But what’s the idea behind this all? 

Generally speaking, the higher the values on the single dice are, the better your attempt turns out. If the task is a simple non-combat skill-task, the value of the Success Die tells, how good the task was accomplished (if it was successful). A value of 1 means a marginal success, while a Success Die of 6 means an outstanding success. If the task was failed, a value of 1 means an abysmal failure, while a value of 6 indicates only a marginal failure.

SKILL RESOLUTION

The Skill Resolution is simple. Just roll 3d6 and add the skill’s value. If the result is higher or equal to 13 the character successfully employed the skill. If your dice roll total exceeds 18, the character achieves a critical success and all points scored in excess points of 18 are added to the Success Die.

The GM might wish to modify the difficulty of the task by assigning difficulty modifiers. These mods can be subtracted from the dice roll total or the difficulty number; although seemingly the same, the outcome can be different:

( If a modifier is subtracted (or added in case of a bonus) from (to) the target number, the chance for a critical success remains the same, because the total result of the roll is not modified.

( If the modifier is subtracted from/added to the dice roll total instead, the chance of achieving a critical success is altered, because it becomes harder/easier to achieve a result of 18+.

Example: The GM assigned a –3 modifier to the task, and the character who attempts this task has a value of 4 in the relevant skill. His player rolled a 3, 4 and another 3 on his dice. Standard target number is 13, and the total of dice plus skill value is 14. This is higher that 13, so the task would succeed. But we have not included the difficulty modifier yet, that must be added to target number. So the target number gets increased to 16 and the task fails.

If the character had a skill of 7 and the player rolled 5, 6 and 2 the task would be a success. 7+5+6+2=20 (which is higher than the required target number of 16). As this is higher than 20, the success die of the task is increased by the difference (in this case by 2 for a total of 4). Now if the GM had not added the target number to the difficulty number but subtracted it from the roll, the required target number would remain at 13, but the net total of the roll would be 17. As this is lower than 18 the character achieves no critical success and the value of the success die remains at 2.

Stat tests work along the same rules as Skill-tests do, however, in order to successfully employ a Stat, you must beat a target number of 16. Similar to skill rolls, all points in excess of 21 are added to the Success Die of a stat roll.

 ADVANTAGES AND DISADVANTAGES

 In the descriptions of certain advantages you will read that the result of the Success Die is doubled or halved. This, however, is done after deciding that the action is a success – so it has no influence on whether the action is successful or not, it only affects the effect of the action (whether marginal or outstanding success).

In certain cases, however, the descriptions state that the Success Die is doubled and added (like, e.g. Iron Will). In this case double the value of the Success Die before determining if the action was successful – so the probability of success for the action is increased by possessing this advantage. 

NEW ADVANTAGES  

Ambidextrous (7 points): this ability cancels the off-hand penalty (-3 to skill roll) normally associated with using a weapon or item in the “secondary” hand.

Ballet/Dance Of Death (20/10 points): are essentially the same ability – they allow a character to literally dodge bullets. He has some kind of supernatural sixth sense to feel from where the bullets come so that he can dodge early enough to avoid them. See the Combat System for more details how to dodge the bullets. 

Ballet of Death is the advanced form of Dance of Death; characters who posses the Ballet Of Death Advantage do not suffer the situational penalty for the character’s next Action associated with normal Quick Dodges.

Dance/Ballet of Death relies on quickness, hence it cannot be used if a character wears any armor that imposes a Dodge Modifier. Thus only characters wearing no armour, Striker Motorcycle Armour, CAF Flak Vest, CAF Dusters, FEN Cloaks, Synthskin or BattleBreeze Armour can execute Dance/Ballet of Death maneuvers.

Berserker (10 points): The ability to slip into a Berserker Rage prior to combat. When in this state, a character has all damage dealt to him reduced by –1, he halves all skill values of DIA-based skills, and he doubles his Damage, Penetration and Aiming Die Values, but can only dodge and parry with half skill value. A character in Berserker Rage won't feel his wounds until combat is over – so it is possible that a character is killed during combat, but he simply won't drop before all enemies are killed. Speaking of enemies – for a character in Berserker Rage, everybody he sees is an enemy. A character can try to slip out of Berserker Rage if the player succeeds in a CONC Test -6.

Calculation Resolve (3 points per rank): An Ebon gifted with this Advantage can reduce the Situational Modifiers for Calculating Ebb Abilities by 1 per rank of this Advantage.

Crack (10 points): this Advantage must be specialized. It allows the character to be a "crack" in one field of expertise, like e.g. a "crack driver" or a "crack mechanic". In order to specialize this Advantage, select a skill that the character is exceptionally good at. If the character uses this skill, double his success die. For Combat Skills specify which dice is to be doubled. However, some GMs might want to restrict this Advantage to non combat skills.

Each Crack-Skill after the first gets it's cost doubled, so the second crack skill costs 20 points, the third 40 and so on.

Die Hard (15 points): Die Hard Characters can survive almost everything. They get shot, fall from a house into a huge bonfire and still walk out of the flames alive. Ideally this ability allows a player to suggest methods of survival if his character has bit the dust.

Note: Characters who take a full burst from a SMG gun into the guts still won't survive, but a character who is about to get executed could simply state (when his executioner pulls the trigger "Click" indicating that he expects the gun to be unloaded) and the GM might even let him get away with this one ...

Direction Sense (1 point per rank): This Advantage is rolled like a skill if the character needs to know which direction is north, or to remember how to navigate the labyrinth of the sewers or which way the car took while he was imprisoned in the trunk.

Double Strike (7/10/15 points): once per combat round (within a phase the character can act), the character with this Advantage gains an additional melee attack at an Intitiative Count 15/10/5 points lower than his usual Initiative Count. 

Extended Ability (10 points): this allows the player to increase the maximum rank of one of his character's Stats by +1. Per stat, however,  this can only be done once. This Advantage in effect replaces the original Cool: Exceedingly Advantage.

Fast Healer (20 points): The character heals at double rate.

Fast Learner (10 points): Characters with this Advantage double and add the Success Die on their Learning Rolls. 

Hardened (3 points per rank): A special Advantage, usually not taken during character creation, but later aquired in the game. However, the point cost is listed for character who already have met with the terror.

Each rank of hardened subtracts one point from the Success Die of a Fear Roll (see Psychology and Psychosis). This, however, also has a drawback, for hardened characters loose the ability to get affected by what they see – after all they have already seen it all. Over the time their "mental armour" will allow fewer and fewer stimuli to pass through – they are on the way to becoming a "dead fish", devoid emotions, devioud feelings, perhaps fleeing into drug addiction to "make it all go away".

How to implement this is up for the GM to decide; ideally the players should roleplay it, but some might have to get forced (by "awarding" them with mental disadvantages for each point of "Hardened" acquired) to roleplay this effect.

Hearing (Good) (1 point per rank): rolled like a skill when the character relies on his hearing. The Success Die of this roll is then added (or subtracted depending on whether the Hearing Roll was a success or failure) to the character’s Detect roll.

Immunity (variable): the character possesses a natural immunity to a certain kind of poisons, diseases or both. Immunity to general poisons (e.g. Arsenic) or diseases (e.g. flu) cost 2 points. Immunity versus rare poisons (snake venom) or diseases (scarlet fever) costs 4 points while exotic poisons (curare) or diseases (Ebola) costs 6 points. Any combination of poison and/or disease is possible.

Intuitive Aimer (10 points): this Advantage reduces the recoil generated Hit Spread by 1 point when shooting at Optimum Range and reduces the Handling Factor for close combat by 1 point.

Iron Will (5 points): characters possessing this ability are unusually hard to manipulate. When rolling a CONC-test, trying to fend of manipulative attacks (like interrogation, torture, intimidation), they double and add their Success Die.

Killer Stare (10 points): The legendary 'look' in the eyes of a tough-guy. Characters possessing the Killer Stare double and add their Success Die to all tests involving "trying to act tough" (like intimidation and interrogation). Those possessing the Killer Stare only regard others who also possess the Killer Stare as worthy enemies and/or friends. All others are simply wimps ...

Luck (3 points per rank): Luck acts as a pool. Per point spent from this pool the character can reroll one die from a single test. If he spends two points he can reroll up to three dice from a single test. The GM can ask the player if he wants to expend a certain amount of “Luck-points” (determined by the GM) for the character to avoid something nasty (like eg. catching that slippery cable hanging underneaht the ganplanks of the DownTown walkway while getting thrown into the depths by some Johannas … worth at least 7 points!)

Looks (Attractive) (1 point per rank): this Advantage works similar to Hearing (Good); if the character must succeed at a test that is influenced by appearance, roll Looks like a skill and add/subtract the Success Die to the roll in question.

Mind Hunter (4 points per level): The ability to gain insights into a criminal mind by reading the aura of a crime scene. Sometimes these insights are accompanied by visions of the crime itself or occurances related to the crime. Mindhunters are proficient in creating profiles of their quarry, aiding them in finding them.

This ability is used like a skill; it is rolled with 3d6, a result greater than 13 indicates success. The degree of success depends on the result of the Success Die. Points scored in excess of 18 are added to the Success Die.

Natural Born Killer (7/15/30 points): characters with this ability have their Initiative Total increased by +5/+10/+15.

Nondescript ( 2 points per rank): If a character wants not to be noticed a nondescript face might help. In these circumstances roll the Advantage like a skill and subtract the Success Die from all Detect rolls made against the character.

Quick Aimer (10 points): characters with this Ability only need to aim half as long for the desired effect. Thus characters possessing this Advantage get a +2 (instead of the usual +1) Aim-modifier per Action aimed. 

With the first Action spent aiming, the character cancels the Wild/Snap-Shot penalty and gets a +1 Aim Mod. However the maximum allowable modifier they can get is still equal to their Marksman rank. 

Quick Draw (7 points): allows the character to draw and fire a weapon in one Action without suffering any ill effects (apart from the shot being wild).

Quick Trigger (7/10/15 points): once per combat round a character with this Advantage gains one Additional attack with a semi-auto weapon, which he takes on an Initiative Count 15/10/5 points lower than his usual Initiative count within a combat phase he already acted.

Rapid Fire (10 points): characters possessing this ability never need to aim; all their shots are considered to be aimed for at least one round – they can never fire Wild Shots. If they wish (and possess Marksman skill) they can spend further Actions to obtain aiming bonuses.

Reflexes (10 points): doubles and adds the Success Die on Initiative rolls.

Reputation (Good) (2 points per rank): Each time a character’s reputation might influence his performance in social situations, roll this Advantage like a skill and add the Success Die to all applicable tests.

Resilience (15 points): characters who are resilient are hard to kill. Each time they are hit they make a PHYS-test. If this test is successful they can subtract their Success Die Value from the damage value of the attack.

Second Sight (20 points): The ability to see auras or have quick insights into the future. A very unstable ability, it is considered a curse by most of them who possess it.

Sixth Sense (7 points): the character is sensitive to danger. The exact effects of this Advantage depend upon the GM’s decision; it can be rolled like a skill, adding the Success Die to the characters Initiative Total in a surprise situation. It can also be rolled to allow the character to detect that something is amiss. Other uses are possible and depend on the situation and the GM.

Status (3 points per rank): The character possesses a certain status. This is a flexible Advantage and depends upon the environment of the character; eg. a character who might impress the SLA-loyal parents of his new girlfried with his SCL 5A, but it will not help him in the depths of DownTown.

In a situation that might be influenced by Status, roll the Advantage like a skill and either add the Success Die to tests the character must pass (if applicable) or base the character’s reception upon the Success Die. In situations where the character’s SCL might be influential, the SCL grants a Status equal to 10 – SCL (eg. SCL 9 = Status 1, SCL 2 = Status 8).

Sworddance (10 points): This Advantage can only be used in conjunction with Quick Dodges and it cancels the situational penatly associated with Dodging melee attacks. Additionally all Quick Dodges in melee combat cost no Action.

Time keeper (Good) (1 point per rank): In situations where timing acts as a critical factor, roll this Advantage like a skill and add the Success Die to all timing related skill rolls the character must make.

Vision (Good) (1 point per rank): as Hearing (Good), but related to vision-based Detect tests.

Voice (Good) (1 point per rank): as Looks (Good) but for situations where the character’s voice might grant him an Advantage.

Weapon Master (20 points): This Advantage lowers the Handling Factors of melee weapons by the character's Damage Bonus.

Wraith (30 points): Characters possessing this ability are the ones who seldom get hit; bullets seem to pass right through them and if they hit they do not cause heavy wounds. All attacks on characters possessing this ability are at –COOL/2 and the Damage Die of those attacks that hit is halved. So a character with Cool 8 has a –4 modifier to all attacks aimed at him, while a character with Cool 5 has only a –2 modifier. 

Wraith fighters rely on their enemies not hitting and thus they almost never try to dodge. This is reflected in the maximum rank that their Dodge skill can have, which is equal to it's usual value divided by two and thus DEX/2. Furthermore, a Wraith character loses his Wriath to-Hit  modifier should he try to dodge a bullet.

Characters who possess the Wraith Ability cannnot also possess the Ballet/Dance of Death Ability as well.

 DISADVANTAGES

 Absent Minded (7 or 15 points): This is a split Disadvantage; for the 7 point disadvantage, absent-minded character halve their Success Die on Initiative Tests, but for the 15 point disadvantage, they halve their Success Die on Initiative Tests and all CONC based rolls (skill and stat). 

Amnesia (10 points): the character cannot remember his past. He has recently recovered from a shock and cannot remember details of his previous life, including his name. This Disadvantage gives the GM complete freedom over the background of the character (but as well the responsibility to come up with a great back-story). He also gets up to 100 points to spend on Skills, Advantages and Disadvantages the character has not realized he possesses.

Calling Card (7 points): The character must leave something symbolical, connecting his actions to him, like, e.g. a hitman leaving a playing card on the bodies of his victims or a killer writing daunting phrases on bathroom mirrors.

Coward (3 points per rank): The character acts timidly in the face of danger. Whenever in such a situation roll this Disadvantage like a skill and subtract the Success Die from all Actions the character takes while still endangered (this by all means includes Combat!).

Distinguishing Trait (2 points per trait): This Disadvantage is the opposite of the Advantage Nondescript. In all situations the character might be recognized, roll the Disadvantage like a skill and add the Success Die to all Detect rolls made against the character.

Fatman (2 point per rank): The character has overweight. Per rank reduce PHYS by 10% This Disadvantage indirectly influences Hit Total, so that characters who have overweight gain more hit points. Other traits that are influenced are Actions, Wound Threshold and the maxium Rank for all PHYS Skills. Each rank of Fatman is increases weight by 10%.

Additionally each rank of Fatman reduces the character’s Base Move by 20cm.
Flashback (4 points per rank): the character periodically remembers traumatic parts of his past in hallucinations that appear to be real. The GM together with the player should select what triggered the flashbacks and what part of the character’s past is always remembered (and relived).

Flashbacks work along the same rules as psychoses do: when under mental stress, or in a situation that might trigger a flashback, the GM rolls the character's COOL minus the rank of the flashbacks against a target number of 16. Success indicates that the character suffers no flashback, while failure indicates that the character has to relive his flashback.

A character can try to get out of his flashback by realizing that he is experiencing a flashback, in order to do so, he has to succeed in a COOL roll minus the rank of the flashback with a target number of 21. If he fails this roll, all he can do is re-live his flashback until it is finished ("riding the wave").

The rank of the disadvantage also tells how often the character suffers from flashbacks; a character with 10 ranks in Flashback is constantly re-living the traumatic episode and can communicate with/percieve outside reality only in a severly disturbed way.

Fool (3 points per rank): He might be hyperactive, he might be a day dreamer. But one thing is sure, he doesn't pay much attention to his environment. If he is around, it is almost certain that something with fall down, get dropped or break. While taking a glass, he touches the bottle on the table and it falls. Turning around he hits the desk, sending the secretary’s coffee cup spinning, falling and emptying itself on all her papers.

Every time that charachter performs an action without fully and conciously concentrating on his movements and his environment something can go wrong (usually if something fragile is near).

Roll 3d6 and add the rank of this Disadvantage; on a result higher than 13 an accident happens, with the succes die showing the severity of the incident.
Hatred (3 points per rank): the character is consumed by searing hatred for somebody else (this can be an individual, an organization, a Soft Company, or a whole department) and he will do anything to make the life of the hated party/individual as hard as possible. Unless the character is also violent, this not necessarily means that the character will try to harm or kill members of the hated party/individual. Of course the more powerful the hated object his the higher the rank of this disadvantage is.

Hearing (Bad) (2 points per rank): The opposite of the Hearing (Good) Advantage. In appropriate situations roll this Disadvantage like a skill and add the Success Die to the Difficutly Levels of Hearing based Detect tests.

Hunted (5 points per rank): something or somebody is after the character and they will do anything to get the character. This not necessarily means that they want to kill him, perhaps they only want to teach him a (painful and humiliating) lesson ...

Intolerance (1 point per rank): a weaker form of hatred. The character has something he seriously dislikes (this can be anything from a color, a meal up to a whole race). This results in the character showing little respect for the object of his intolerance.

Looks (Ugly) (1 point per rank): The opposite to Looks (Good). If applicable roll this Disadvantage like a skill and add the Success Die to the Difficulty Levels of all tests related to the character’s appearance.

Lost in Details (1 point per rank): The charachter is easily lost, when he focus on something. Telling a story he will go off on tangents, start endless discussions about minor details, never coming to the point, only stopping if someone interrupts him. If he is eg. working on his Oyster he looses track of time, just working on until he snaps out and realizes that he has just spent a couple of hours.

Any time the charachter is doing something, that needs his full concentration and requires detailed work, he rolls with 3d6 versus 13 and adds the rank of this Disadvantage. If a successful roll he will continue the activity for the value of his success die in hours, or until he is interrupted and forced quit (which leaves him with the nagging feeling that he still has something to finish).
Obligation (3 points per rank): The character has some sort of obligation towards somebody else. Depending on the rank this might reflect some minor obligation like showing up at home every week (and dread the character who misses one of these visits...) or such a heavy obligation like being a Vessal Ebon for an especially nasty Necanthrope. Most often an Obligation is based on an oath or some promise the character gave somebody in the past and the character still feels bound to this promise. Obviously, characters who have an obligation towards somebody often also have a Personal Constraint (Code of Honor), as this is the prerequistite towards being able to carry out/be bound to an oath/obligation.

Overconfident (5 points): the character thinks that whatever gets in his way he will get through, a mindset that might often result in the character getting harmed pretty bad ...

Personal Constraint (3 points per trait): A set of rules the character has sworn never to violate. Personal Constraints create a certain codex the character lives by.

Prime Target (35 points): "That's the guy - The most dangerous of all.” This Disadvantage is the antithesis to Wraith. The charachter seems to be the most dangerous and in a conflict everyone will concentrate on him. Bullets seem to be drawn to him. But this Squad colleagues will love him, "he who takes the first bullet". Ebon Healers will loathe him, "He has more of my Flux in his body, than I have in mine. Fucking Bleeder."
All random shots will be aimed at this charachter. Prime Target charachters will be hit easier and any shots fired at them are fired against a target number of 10 instead of 13.

Reputation (Bad) (3 points per rank): The opposite of Reputation (Good). Each time a character’s reputation might influence his performance in social situations, roll this Disadvantage like a skill and add the Success Die to the Difficulty Levels of all applicable tests.

Secret (3 points per secret): the character has something to hide. What this is, is completely up to the character and might range from being a subversive to knowing the location of a valuable cache of information.

Skinny Puppy (3 points per rank): The opposite of the Fatman, a Skinny Puppy has underweight. Per rank reduce PHYS by 10% (round up!). This indirectly influences Hit Total, so that underweight characters get less hit points than "normal" characters. Other traits that are influenced are Actions, Wound Threshold and the maxium Rank for all Shape Skills. Each level of Skinny Puppy is reduces weight by 5%.
Sucker (7 points): The character easily falls prey to a pretty face. He simply cannot refuse a request for help from an attractive member of the opposite sex.

Time keeper (Bad) (1 point per rank): The opposite of Timing (Good). Whenever timing is critical roll this Disadvantage and add the Success Die to the Difficulty Levels of all tests during the situation.

Trouble Magnet (15 points): If there is someone out for a fight, if there is someone looking for a victim to inflict pain, if they need someone to put the blame on … they point at you. You are their first and natural choice. Enjoy, you don't have to do anything, they do it for you.

Vision (Bad) (2 points per rank): The opposite of Vision (Good). Whenever a character may suffer from bad hearing, roll this Disadvantage and add the Success Die to the Difficulty Levels of all vision based Detect-tests.

Violent (7 points): Violent characters most often use the "shoot first, ask questions later" approach. They seldom take prisoners and consider that "... they all would be better off dead".

Vengeance (7 points): Another Disadvantage that goes well together with Hatred. The character has a score to settle or a debt to repay and the only way to do so is in blood …

PSYCHOLOGY AND PSYCHOSIS

 This chapter deals with how to implement fear, phobias and psychoses within the SLA Industries setting with the 3d-System RPG rules. 

FEAR

There comes a time in every character's career when they face something that drives fear into their hearts. No matter how cool a character is, there is alway something more terrifying than they can handle. This section is designed to help the GM moderate the effects of fear on SLA characters.

Many things can cause fear and each scaring situation is given a fear rating. Fear ratings run from 5 to 15, but can go beyond. A fear rating below 5 isn't usually enough to make anyone roll for. The table in the next column gives some typical example fear ratings.

	Situation
	Rating

	Finding a dead body
	5

	Finding a mutilated body
	7

	Finding a friend's dead body
	8

	Finding a friend's mutilated body
	10

	
	

	Typical murder crime scene
	7

	Massacre crime scene
	9

	Witnessing typical cannibal-cult ceremony
	10

	Witnessing Shi'an Cult ceremony
	12

	
	

	Face to face with a Carnivorous Pig
	8

	Halloween Jack waking you up
	13

	Seeing an Ethereal in true from
	13

	Meeting Digger
	15


In oder to scare the characters, the fear rating must be higher than ½ character's COOL. If it is, roll 3d6, add the Fear Rating and subtract COOL. If the result is below 13 the character is not scared. If the roll is equal to or higher than 13, add the excess points (over 13) to the Success Die of the roll and compare the result to the table below:

	
Success Die
	EFFECT
	COOL 

	1-2
	stunned
	+1

	3-4
	stunned + minor psychological
	0

	5-6
	stunned + minor physical
	-1

	7-8
	faint
	-1

	9-10
	panic + major psychological
	-2

	11-12
	panic + major physical
	-2

	13-14
	severe physical
	-4

	15+
	coma
	-5


	stunned
	loose as many actions as the difference between COOL and the fear rating is. If someone tries to bring you out of it or if you are injured, roll COOL against a target number of 16. Success means that you snap out of your stunned state.

	faint
	pass out in terror for approximately 5 minutes

	panic
	run away screaming, go berserk, curl up into a ball or do something equally stupid. Whatever it is, the GM has the final say.

	coma
	you collapse into a coma. This requires medical help to bring you out of it and you will be unconscious for at least one day.

	minor psychological
	you acquire a personality trait, such as beginning to smoke or developing a nail-biting habit or never sitting with your back to a door.

	major psychological
	you acquire either a new mental disadvantage worth up to 10 points or you get 5 points added to already existing mental disadvantages.

	minor physical
	merely a quirk, such as a streak of white hair or possibly a temporary loss of hit points due to shock

	major physical
	something more serious than the minor effect: you take 10 points of damage (and two wounds) due to a heart attack, stroke or some similar effect.

	severe physical
	A severe physical effect does damage as a major one, but also adds up to 5 ranks of physical disadvantages or reduces your physical stats by 2 points as well.


MEETING WITH TERROR

The often character witness horrific situations the more hardened they will get. This is reflected in the characters gaining one rank in the Advantage Hardened each time a fear roll total is higher than or equal to 18.

Each rank of hardened subtracts one point from the Success Die of a Fear Roll. This, however, also has a drawback, for hardened characters loose the ability to get affected by what they see – after all they have already seen it all. Over the time their "mental armour" will allow fewer and fewer stimuli to pass through – they are on the way to becoming a "dead fish", devoid emotions, devioud feelings, perhaps fleeing into drug addiction to "make it all go away".

How you implement this is up to you; ideally the players should roleplay it, but some might have to get forced (by "awarding" them with mental disadvantages for each point of "Hardened" acquired) to roleplay this effect.

PHOBIAS

If a character encounters the object of his phobia, roll COOL minus the rank of the phobia against a target number of 16. Success means that the character overcomes his phobia and can act normally (but still uncomfortable), while a result below 16 indicates that the character wants to get away from whatever it is that gives them fear as fast as possible. 

The Success Die indicates the strength of the character's wish to get away, the higher the faster he wants to flee. If the Success Die is 6, the character is frozen in fear for time determined by the GM.

PSYCHOSIS

Ideally the players should roleplay the psychoses of their characters, however, some players like to conveniently forget all their character's mental scars.

In this case you might want to force them to play out their psychosis: when in a situation that would normally force the character to act in a manner appropriate to the psychosis the character suffers from (e.g. violent for psychopaths or hunted for paranoids or delusional/paranoid for schizophrenics), roll COOL and subtract the rank of the psychosis over 16; success indicates that the character is not affected by his psychosis, while a failure indicates that the character is influenced by the psychosis. The strength of the influence is determined by the Success Die.

The more useful way to implement this rule is when a player, who roleplays the psychosis of his character faithfully, wants the character to overcome the psychosis. The roll is the same, success indicates that the character can actually overcome his psychosis and act normal, while failure indicates that he cannot control his psychosis. 

In this case the Success Die indicates how strong the character is affected by his psychosis: a success with a Success Die of 6 means that he is not affected at all, while a Success Die of 1 indicates that the character is uneasy and fears to slip into psychotic mood every second.

In case of a failure, the Success Die indicates how strong the psychosis' hold over the character is; a result of 6 indicates that he is completely dominated by the psychosis, while a result of 1 means that the character is almost unaffected by the psychosis.


Appendix: Hit Points

The number of Hit Points is keyed to the character’s Height, Weight and physical makeup in the form of STR and DEX. In order to determine the actual Hits of a character his Height and Weight must be established first:

	Race
	Height (Male)
	Height (Female)
	Weight (Male)
	Weight (Female)

	Human
	3d6+160+(STR x 2)
	3d6+150+(STR x 2)
	((10+PHYS)x(HGT/10))/4
	((10+PHYS)x(HGT/10))/4.5

	Frother
	3d4+160+(STR x 2.5)
	3d4+150+(STR x 2.5)
	((10+PHYS)x(HGT/10))/3.5
	((10+PHYS)x(HGT/10))/4

	Ebon
	4d6+160+(STR x 2)
	4d6+150+(STR x 2)
	((10+PHYS)x(HGT/10))/4
	((10+PHYS)x(HGT/10))/4.5

	BrainWaster
	4d6+160+(STR x 2.5)
	4d6+150+(STR)x 2.5)
	((10+PHYS)x(HGT/10))/4
	((10+PHYS)x(HGT/10))/4.5

	WraithRaider
	3d4+180+(STR x 2)
	3d4+170+(STR x 2)
	((10+PHYS)x(HGT/10))/4
	((10+PHYS)x(HGT/10))/4.5

	Shaktar
	4d6+200+(STR x 3)
	4d6+200+(STR x 2)
	((10+PHYS)x(HGT/10))/2.5
	((10+PHYS)x(HGT/10))/2.5

	Stormer 313
	5d4+200+(STR x 3.5)
	n/a
	((10+PHYS)x(HGT/10))/2.5
	n/a

	Stormer 711 
	2d6+180+(STR x 2.5)
	n/a
	((10+PHYS)x(HGT/10))/3.5
	n/a

	Stormer 714
	5d4+190+(STR x 4)
	n/a
	((10+PHYS)x(HGT/10))/3
	n/a

	Vevaphon
	3d6+160+(STR x 2)
	n/a
	((10+PHYS)x(HGT/10))/4.5
	n/a

	Carrien
	3d4+150+(STR x 3)
	3d4+140+(STR x 3)
	((10+PHYS)x(HTY/10))/3.5
	((10+PHYS)x(HGT/10))/4


Actual Hit Points depend upon the Hit Base. It is: (STR+PHYS)+(WGT/2).
	Hit Base
	HEAD
	ARM
	ABDOMEN
	LEG
	CHEST
	Incap

	01-09
	3
	3
	6
	3
	8
	9

	10-19
	4
	3
	7
	4
	9
	10

	20-29
	4
	4
	8
	5
	10
	11

	30-39
	5
	5
	9
	6
	11
	13

	40-49
	5
	6
	10
	7
	12
	15

	50-59
	6
	7
	11
	8
	13
	18

	60-69
	6
	8
	12
	9
	14
	21

	70-79
	7
	9
	13
	10
	15
	24

	80-89
	7
	10
	14
	11
	16
	27

	90-99
	8
	11
	15
	12
	17
	30

	per +10 
	+.5
	+1
	+1
	+1
	+1
	+3
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