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Racial Weapons (+2) Mult ETax Category 

1/2 Equipment directly supporting KNOWN 

feats. 

1/2 KNOWN Armor or Weapons. 

 Archaic Items 

 Cyber Items 

 Tech Items 

 Psionic Items 

 Psychosomatic Items 

 Sorce items 

GM All other items 

 BioTech Items 

Racial Armor  (+2) 

 

 

 

 

 

Handicaps  AP  
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Level 

- Free Advancement Rolls on select Area 

- General Skill Adjustments (if any) 

- MER Adjustments (if any) 

- ETax increases 

 

Rank 

- Calculate +buff and dbuff 

- Can change Advancement Area Order 

- Change Advancement Die 

- Bonus Handicap AP gained 

 

Doubling Ranks (1, 2, 4, 8, 16…) 

- Gain 1 Meta Box and 1 Luck Box 

- MR, Enc, Jumps improved by ten’s digit (minimum of 1) 

Player  

Character  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Multi Class 

- Must be GM approved, some combinations are too powerful or too contrary 

- Can have 2,3,4 or 5 classes. 

- Each multiclass permanently binds a meta color of player choice. 

-Otherwise, all benefits of all classes taken are realized and the most favorable RC's are used for any NEW feats or 

abilities. Existing feats/abilities R+C may be changed for 2AP each. 

 

Meta Channeling: Buy instant regain roll, in or out of Nish. You can buy a Meta die roll by spending all Meta of 

one Color (you must have some). Channeled Meta must be immediately used, or lost.  

 

Meta T & C: Tremendous means gain 1 of every color. Critical means roll again and loose all Meta of that color. 

 

Bonuses 

- Bonuses stack, other than equipment based bonuses. Only one equipment/item bonus may be applied per ability. If 

multiple item bonuses exist, the largest is used. 

- The Bonus is added to Advancement Die rolls when rolling on the RC to Die table 

 

Buffs 

Buffs are written as: +20(18) or d20(18). The number in the parenthesis is the RC so 

you know when/how much to advance the buff. 

 

R+C, and RC Generation 

-For every ability their will be a racial die “R” and a class die “C”. Simply add the 

results of these two die rolls to generate an RC. 

Adventure Points (AP) 
 

Starting AP 

30AP, at 0 level, 0 rank 

 

Feat, Weapons, Armor 

- Feat at or below Rank = 2 

Otherwise (taking feat before rank) AP cost 

is two times the Rank so... 

- Rank 2 = 4 

- Rank 3 = 6 

- Rank 4 = 8 

 

Mastery 

- First  mastery element  = 5 

- Each Additional mastery element  = 1 

 

Other 

- Luck an Advancement  roll = 1 

- Luck the R+C roll = 1 

- Buy an ETax Point = 1 

 

Special AP 
 

Multi Class 

Rank, AP 

2, 20 

4, 40 

8, 80 

Etc. 

 

Ship Position 

Rank, AP 

0, 5 

2, 30 

4, 60  

 

Omega Power 

Rank, AP 

0, 5 

0, 10 

1,15 

2,20 

3,30 

4,40 

Etc. 

 

Team Speak 

0,5 

Major Steps of Character Creation 

1) Name, Rank, Level, Hours, copy RC to Buff table 

2) Pick Race & Class 
3) Record Class information (up to ETax) (some refer to Race) 

4) Record Racial Information (no feats) 

5) Pick an Association and roll artifacts 
6) Select a ship position if desired 

7) Select an Omega Power if desired 

8) Select any desired Handicaps 
9) Use Class info to pick weapons and armor 

10) Now start selecting feats (Key Kits MUST be completed first)

Feats are found in: Race, Class, Association, Ship, Open 
11) Generate Die 

12) Master at any feats/weapons/armor desired 

13) Select equipment  
14) Optionally—determine MOTC stats 

15) Add up Enc, Maintenance, ETax, Credits 

16) Luck Boxes, Nish, Vit, MR, AP 
17) Character Name, Personality, Meta, Select Adv Areas 

Ancient  

Color  

MOTC  
Points 
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Player  

Character  

Area # Free Adv. Rolls at Level... 

 1 5 10 15 20 25 30 35 40 45 

 1 6 11 16 21 26 31 36 41 46 

 2 7 12 17 22 27 32 37 42 47 

 3 8 13 18 23 28 33 38 43 48 

 4 9 14 19 24 29 34 39 44 49 

Advancement Die 3d6 + 3*Rank 

Current  

Advancement Area# 

1) Core/Science 

2) Resistances  
3) Weapon/Armor 

4) Nish/Vit/Luck 

5) Feats 


