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Scope Resilience
(Charisma)

Use this skill in the Scope to repre-

sent the toughness of your avatar,
the §trength of your connecion to the
Scope, and to keep that connection $ta-
ble. For more information on Scope ava-
tars and the Scope, see Chapter 6: The
Scope.

Check: When in the Scope, you use
Scope Resilience checks in place of Con-
centration checks, including those made
as a result of actions taken on your real
body (if someone disrupts your concen-
tration with a knife, for instance). Your
ranks in Scope Resilience are also used
to calculate your Avatar’s base Fortitude
saving throw.

Jack Out: A character immersed in the
Scope by way of a Scope tab can attempt
to jack out by force of will. The character
makes a DC 25 Scope Resilience check.
If successful, the characer awakes into
his body immediately, but is shaken for
1d4 rounds.

Alter Avatar: You can alter the appear-
ance of your avatar above and beyond
the effects of the Disguise skill. As a full-
round action, the characer can make a
Scope Resilience skill check at the DC
listed on Table 2-43: Scope Resilience
Alter Avatar DCs.

Multiple changes can be achieved
simultaneously (within the same full-
round action) with a DC equal to the
most difficult level of change being
attempted, +5 per additional change. For
example, a Scope rider wishes to change
the gender and the hair colour and length
of his avatar. He needs to make a DC 30
Scope Resilience check: base DC 20 for
a moderate change, +5 for the two other
minor changes to be added. If you do not
need to make each change simultane-
ously, you can make individual checks for
each change at the base DC.

When using this ability to disguise
yourself or impersonate someone else,

you may make a DC 20 Scope Resil-

S
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ScoPeE HACKING

Breaking into a secure domain or system is
often called hacking. When you hack, you
attempt to invade a site. A site is a virtual
location containing files, data, or applica-
tions. A site can be as small as a single desk-
top domain in the Wall, or as large as an
industrial megaplex, a massive Scope-based
building with masses of processing power
— the important thing is that access to the
site connects the user to everything within
it. Some sites can be readily accessed via the
Scope; others require the character to break
into the domain using the jump the rails use of
the Scope Use skills. Every site is overseen by
a system administrator — the person in charge
of the site, and who maintains its security.
Often, the system administrator is the only
person with access to all of a site’s functions
and data. A site can have more than one sys-
tem administrator; large sites have numerous
system administrators on duty at all times.
You are the system administrator of your
Scope point. When a character hacks into a
site, either immersed or using remote access,
the visit is called a session. Once a character
stops accessing the site, the session is over.
You can go back to the site in the future;
when you do, it’s a new session.

Covering Tracks: This step is optional.
By making a DC 20 Scope Use check, you
can alter your identifying information. This
imposes a -5 penalty on any attempt made to
identify you if your activity is detected.

Access the Site: There are two ways to do
this: physically or over the Scope.

Scope Access: Reaching a site over the
Scope requires the character to jump the
rails; see the Scope Use skill.

Physical Access: Gaining physical access
to the site, or a Scope point connected to
the site, provides a direct link into the target
domain and you may not need to bypass the
system security. A variety of skill checks may
be required, depending on the method used

to gain access.

ience check. If successful, any opposed
Disguise checks you make based on the
disguise receives a +10 bonus. On a
failed check, you gain no bonus.

Try Again?: Using Scope Resilience
to emulate a skill with your Scope avatar
has the same restrictions as the check

= N

Locate What Youre Looking For:
To find the data (or application, or remote
device), make a Scope Use check.

Defeat Document Security: Many sys-
tems have additional document security. If
that’s the case, the character needs to make
another check to defeat security check; see
Scope Use skill.

Do Your Stuff: Finally, you can actually
do what you came to do. If you just want to
look at records, no additional check is need-
ed. You can also download data, although
that often takes several rounds — or even
several minutes, for especially large amounts
of information—to complete. Altering or
deleting records sometimes requires yet
another check to defeat computer security.
Other operations can be carried out accord-
ing to the Scope Use skill description.

Scope Drones: At any point in this pro-
cess, security drones (or even gremlins) may
activate to defend the system. These are
special programs with their own rudimentary
intelligence. A Scope drone will interact with
an immersed character as a hostile enemy,
normally leading to combat (see Chapter 4:
Combat and Chapter 6: The Scope), but the
remote usercan only hide fromthe drones. To
do this, you make a Scope Use (remote) skill
check opposed by the drone’s Scope Aware-
ness skill. If successful, you have hidden your
presence from the drone and may continue
your work when the drone leaves. If you wish
to continue your activities whilst the drone is
still investigating the disturbance, the drone
gets a +4 bonus on all Scope Awareness
checks to discover you. Every time you make
a new Scope Use (remote) skill check, the
drone can make an opposed Scope Aware-
ness check to notice it. Remote sessions can
be terminated by a successful touch attack
by the drone on a remote user’s signature
program. Treat this termination attempt as
an attack against a target with Defence 12,
no mater how many ranks the character has
in Scope Use (remote).

you are attempting. The jack out and
alter avatar skill uses can be attempted
again.

Special: Scope Resilience is only used
in the Scope. You do not have a choice as
to whether you use it in place of the Con-
centration skill when in the Scope; you

TABLE 2-43: SCOPE RESILIENCE ALTER AVATAR DCS

[CHANGE TO APPEARANCE (EXAMPLES) DC
Minor (alter facial structure, type and colour of clothing, eye colour, hair length) 10
Moderate (alter gender, alter size by one category, change ethnicity, create fantastical garments, create visual effects such as glowing eyes) 20
Major (alter species, create additional appendages, create fantastical form such as winged or centaur form) 30
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always do. The Spirited feat provides you
with a +2 to all Scope Resilience checks.
Time: Jacking out takes a full-round
action. Alter avatar takes a full-round
action for each change made (unless mak-
ing changes simultaneously at a higher
DC). Other skill checks take the same

time as the skill use they are replacing.

Scope Use
(Intelligence)

/ Scope Use represents two individual
skills which enable the chara&er
to achieve similar results: Scope Use
(immersed) and Scope Use (remote).
Both of these skills enable the charac-
ter to search an unfamiliar network for
a particular document, craft Scope pro-
grams, alter existing programs to per-
form differently (better or worse), and
break through computer security. Scope
Use (immersed) has additional benefits
for the character’s Scope avatar. (For
more information on Scope avatars and
the Scope, see Chapter 6: The Scope.)
Check: The following skill uses are
available to users of both Scope Use
(immersed) and Scope use (remote).
Characters who are using the Scope

remotely, such as from a Scope point,
use the Scope Use (remote) skill for any
checks made. Those who are immersed
in the Scope, whether by a Scope tab or
a Scope jack implant, use the Scope Use
(immersed) skill.

Navigate the Scope: Remote users need

e ™ R T

to make simple Scope Use checks to
H physically move their viewpoint around
/ Etherspace. The DC for this check is
based on the movement class of the
domain they are in, as shown in Table
2-44, Their viewpoint moves at the usu-
al rate for the class of domain they are

[COMPONENT COMPLEXITY LEVEL

Explosives

O 0 N o L B WN
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within, See “Movement in the Scope” in
Chapter 6: The Scope for more details

on domain movement classes.

TABLE 2-44: REMOTE
MOVEMENT DCS

DoMAIN CLASS MoveMenT DC
A

23

m m g N W
o

Craft Program: A character can create a
program. Programs are the concentrated
and shaped substance of the Etherscope,
programmed with $pecific actions and
protocols to determine behaviour and
physical qualities. Programs are nonsen-
tient and create the physical environment
and active systems of the Scope, bringing
order to the formless energies of Ether-
$pace. Programs are formed from pro-
gram components. Each program com-
ponent has a complexity level, ranging
from 1 to 9. To craft a program takes 10
minutes per complexity level. Characters
can build up programs in complexity by
integrating multiple components. The
maximum level of program complexity
a character can successfully craft is equal
to her Intelligence modifier, although
this limit can be increased through char-
acter class selections.

Craft Drone: a $pecific type of craft
program skill use is to create a drone.
Drones are program creatures capable
of performing designated, specific func-
tions within the Etherscope. They can
appear as any variety of creatures or
machines depending upon the forces
controlling a domain and the whim of

EXAMPLE OF COMPONENTS PURPOSE AND CAPABILITIES

Artillery systems, domain locator devices, medium buildings (house sized)

Exceptional security systems, large buildings (block sized)

Huge building structures (spire sized), maximum security systems

/”,”_57_" P
e

their creator. The basic complexity level
to create a drone depends upon the size
of the creature — smaller and larger
creatures are more complicated. The
drones have a §tandard hit die, and are
created using the Etherscope construc
template (see Chapter 8: Gamesmaster-
ing, for more details). Their base Hit
Dice and other statistics are provided in
Table 2—46. To program in specific tasks
and responsibilities also requires addi-
tional components to be crafted, using
the craft program system above. Addi-
tionally, it is relatively simple to program
a Scope drone with a bit of enhanced
toughness or speed. A complexity level
2 program component can be added to
provide the drone with the Toughness
(avatar) or Improved Initiative feat.
Other feats are too complex. Drones
receive a basic number of skill ranks in
all three Scope skills in order to enable
their avatar to function. As drones have
no ability scores associated with their
skills, they cannot be used for Scope
skill checks, but do determine the base
ability scores and saving throws of the
drone. The number of ranks the drone
receives in Scope Awareness, Scope
Resilience, and Scope Use (immersed)
are shown in Table 2-46. Constructing
a drone takes 10 minutes per complexity
level; the total complexity level equals
the base complexity of the drone plus
components added. Neither the com-
plexity of the drone nor the complexity
of the components added can individu-
ally exceed your Intelligence modifier.
However, class features that improve the
craft program skill use also increase the
maximum complexity for drone compo-
nents. Drones carry out an allotted task
until told to stop, reach a pre-set limit, or
are dismissed.

) TABLE 2-45: PROGRAM COMPONENT COMPLEXITY LEVEL

| Ammunition, automated documents (automated accounts books and the like), clothes, simple weapons, light armours

Business objects (automated filing systems, document checkers), minimal security barriers, heavy armours (equipment bonus 5 or more)
Average security barriers, intrusion warning systems, simple mechanical weapons (crossbow, revolver)

Backdoor entries, seeker devices, tiny buildings (telephone booth size), complex weapons (autoloaders, v-prop), engines

Vehicle chassis, small buildings (hut sized), average security systems, communication devices
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TABLE 2-46: DRONE STATISTICS

DRONE S1ZE PROGRAM COMPLEXITY HiT Dice
Diminutive 4 1/2 dI0
Tiny 3 1dIO
Small 2 2d10
Medium 3 3dI0
Large 4 4410

ScoPE STR Scope DEx ScoPE SKiLLs RANKS
5 17 |
7 15 2
9 13 4
Il Il 5
15 9 6

Find Document: This skill can be
used for finding documents or data on
an unfamiliar system. The DC for the
check and the time required are deter-
mined by the size of the site on which
the character is searching. Finding public
information in an Etherscope city does
not fall under this category; usually,
such a task requires a Research check,
provided the character has access to the
Scope (whether remotely or immersed)
and a city domain. This application of
the Scope Use skill only pertains to find-
ing documents on private systems with
which the character is not familiar.

TABLE 2-47: SCOPE USE
FINDING DOCUMENTS DC

S1ZE OF SITE DC TIME
Personal domain 10 | round
Small industrial site 15 2 rounds
Large industrial site 20 | minute
Government site 25 10 minutes

Defeat Etheric Security: Defeating ethe-
ric security can involve a number of dif-
ferent activities. It can involve disabling
detection systems, deciphering an access
code for a gateway, or creating a hole in
an Etherscope wall. This application
of Scope Use can't be used untrained.
The DC is determined by the quality
of the static security program installed
to defend the system. If the check is
failed by 5 or more, the security system
immediately alerts its administrator that
there has been an unauthorized entry.
An alerted administrator may attempt
to identify you or cut off your access to
the system.

Sometimes, when accessing a difficult
site, you have to defeat security at more
than one stage of the operation. Each
domain has a Security DC, but a rough
guide is shown in Table 2—48. In addi-
tion to static security, such as firewalls,
which are often represented as physical

objects such as locked gates or doors,
you may also encounter active security
programs, such as Scope gremlins and
avatars, which require you to defeat

them in Scope combat (see Chapter 6:
The Scope).

TABLE 2-48: SCOPE SECURITY

LEVEL DCS
LEVEL OF SECURITY DC
Minimum 20
Average 25
Exceptional 35
Maximum 40

Jump the Rails: One $pecific use of the
defeat security skill use is to open a portal
to escape from a domain, This is known
as jumping the rails. You take an attack
action to break a hole in the domain
which opens into empty Etherspace, or,
if you have opened the portal along a
domain border, into the neighbouring
domain. This requires a Scope Use check
at a DC equal to the security level of the
domain you are in (see Chapter 6: The
Scope). If you are attempting to open
the portal into a neighbouring domain, a
second skill check is required at the DC
of the target domain’s security level. If
immersed, you and any other characters
within a 10-foot radius can take a move
action to move through the opening.
Once in through the portal, you can
choose to either leave it open, and hence
allow others to track and follow you, or
close it behind you, which requires a DC
15 Scope Use check.

Once inside empty Etherspace, avatars
can move as if they were in a class 20B
domain. Any more purposeful move-
ment requires the ride the currents
feature of the Scope Rider advanced
class (see Chapter 7: The Advancing
Character). Remote users cannot leave
a domain into empty Etherspace, but
can only use this ability to hack into
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neighbouring domains. If you have suc-
cessfully identified a location within the
same domain or a neighbouring domain
with the Scope Awareness skill, you can
attempt to travel to that target location
under your standard movement for the
domain. You can choose to make a Scope
Awareness check to travel to your target
location and then attempt to move to
another location within the domain.
Enhanced transfer abilities of some
advanced classes (see Advanced Classes
in Chapter 7: The Advancing Character
for more details) do not apply in empty
Etherspace. Once at your target location,
you must make an attack action and a
Scope Use (immersed) check DC equal
to the security level of the domain to
open a new portal into the target domain
and then all characters can make a move
action to move through the opening into
the target domain.

Defend Etheric Security: If you are the
system administrator for a site, you can
defend the site against intruders. If the
site alerts the charaer to an intruder,
the character can attempt to cut off the
intruder’s access (end the intruder’s ses-
sion), or even to identify the intruder.
An administrator is a person who has
control of the security and monitoring
programs of a Scope domain, whether
remote or immersed.

To cut off access, make an opposed
Scope Use check againgt the intruder.
If you succeed, the intruder’s session
is ended. The intruder might be able
to defeat your security and access your
site again, but the intruder will have to
start the hacking process over from step
one. Attempting to cut off access takes a
full round and can only be done against
remote users.

When defending against avatars, you
will need to physically combat the ava-
tar hacking the domain. You can attack
them yourself, if immersed in the Scope,
or send security Scope gremlins the site
possesses, with whom the intruding
avatar must fight. With Scope sites all
being physical locations in the Scope,
there is no simple “off switch” defence for
a Scope site.

To identify the intruder, make an
opposed Scope Use check against the

intruder. If you succeed, you learn the

site from which the intruder entered the
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Scope; if it's a single Scope point, you
learn its identification code or location.
Identifying the intruder requires 1 min-
ute and is a separate check from cutting
off access. This check can only be made
if the intruder is accessing the character’s
site for the entire length of the check
— if the intruder’s session ends before the
character finishes the check, the charac-
ter automatically fails.

Degrade Programming: You can destroy
or alter applications on a site to make use
of that system harder or impossible, a com-
mon tactic in industrial or political espio-
nage. The DC for the attempt depends on
what the character tries to do.

Crashing a site prevents access unless
anyone attempting to access the site
makes a DC 15 Scope Use check taking 1
minute per attempt. Destroying program-
ming makes the Scope site unusable until
the programming is repaired. To destroy a
site, the DC is equal to the security level
of the site and any security protecting the
site must be defeated (see above).

To degrade a program component
takes an attack action DC equal to twice
the program component complexity level
+ 10. Fixing the degraded program com-
ponent requires 1 hour and a Scope Use
check againgt a DC equal to the DC for
degrading it + 5. Damaging program-
ming imposes a —4 penalty on all Scope
Use checks made with the site (sometimes
this is preferable to destroying the pro-
gramming, since the user might not know
that anything is wrong, and won't simply
decide to use a different Scope point).
Each program component must be indi-
vidually degraded and repaired.

Avatar Bonuses: When in the Scope,
you use Scope Use (immersed) checks in
place of any Strength-based skill checks,
such as Jump and Climb. Your ranks in
Scope Use (immersed) are also used to
calculate your avatar’s base attack bonus
(see Chapter 6: The Scope).

Special: Scope Use (immersed) is only
used in the Scope. You do not have a
choice as to whether you use it in place of
Strength-based skills when in the Scope;
you always do. A character with the Tin-
kerer feat gains a +2 bonus to all Scope
Use (remote) checks, whil§t the Scope
Rider feat provides a +2 bonus to all
Scope Use (immersed) checks.
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TABLE 2-49: SEARCH DCS

DC TASK

10 Ransack an area to find a certain object.

20 Notice a typical secret compartment, a simple trap, or an obscure clue.

25+ Find a complex or well-hidden secret compartment or trap; notice an extremely obscure clue.

Search

(Intelligence)

You can make a detailed examination
of a dpecific area, looking for lost
objects, hidden compartments, and traps,
or to discern other details that aren’t read-
ily apparent at a casual glance. The Search
skill lets a character dete® some small
detail or irregularity through active effort,
whereas the Spot skill lets you notice
something with a quick scan.

Check: You generally must be within
10 feet of the object or surface to be exam-
ined. You can examine up to a 5-foot-by—
5-foot area or a volume of goods 5 feet on
a side with a single check. A Search check
can turn up individual footprints, but does
not allow you to follow tracks or tell you
which direcion the creature or creatures
went or came from.

Special: You can take 10 or take 20
when making a Search check.

A character with the Meticulous feat
gets a +2 bonus on all Search checks.

Time: A Search check is a full-round

action.

Sense Motive
(Wisdom)

se this skill to tell when someone is

bluffing or lying to you. This skill
represents sensitivity to the body lan-
guage, speech habits, and mannerisms of
others.

Check: A successful check allows you
to avoid being bluffed (see the Bluff skill).
Sense Motive does not, however, allow
you to determine whether a given state-
ment is a lie. You can also use the skill to
tell when someone is behaving oddly or
to assess someone’s trustworthiness. In
addition, you can use this skill to make
an assessment of a social situation. With
a successful check (DC 20), you can get
the feeling from another’s behaviour that
something is wrong. Likewise, you can
get the feeling that someone is trustwor-
thy and honourable.
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Detect Hidden Message: You can use
Sense Motive to detect that a hidden
message is being transmitted via the Bluff
skill (DC equal to the Bluff check result
of the sender). If your check result beats
the DC by 5 or more, you understand
the secret message as well. If your check
fails by 5 or more, you misinterpret the
message in some fashion.

Try Again?: No, though you may
make a Sense Motive check for each bluff
made on you.

Special: You can take 10 when mak-
ing a Sense Motive check, but you can't
take 20. A character with the Attentive
feat gets a +2 bonus on all Sense Motive
checks.

Time: A Sense Motive check may be
made as a reaction to another character’s
Bluff check. When that’s the case, your
GM may roll your Sense Motive check
in secret, so you don't necessarily know
someone’s trying to bluff you. Using
Sense Motive to get a sense of someone’s
trustworthiness takes at leagt 1 minute.

Sleight of Hand

(Dexterity)
Trained Only; Armour Penalty

You can lift a wallet and hide it on
your person, palm an unattended
obje&, hide a small weapon in your
clothing, or perform some feat of adroit-
ness with an object no larger than a hat
or loaf of bread.

Check: A check against DC 10 lets
you palm a coin-sized, unattended
object. Minor feats of sleight of hand,
such as making a coin disappear, also
have a DC of 10 unless an observer is
concentrating on noticing what you
are doing. When you perform this skill
under close observation, your skill check
is opposed by the observer’s Spot check.
The observer’s check doesn't prevent you
from performing the action, just from
doing it unnoticed. When you try to take
something from another person, your
opponent makes a Spot check to detect






