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Andromeda 2D SRD

ANDROMEDA OPEN LICENSE 1.1

Copyright © 2026 Late Gaming

Permission is granted, free of charge, to any person obtaining a copy of the
Andromeda System Reference Document(“the SRD”) to use the SRD for any
purpose, without restriction.

You may copy, reproduce, modify, adapt, translate, expand, shorten, remix,
publish, distribute, transmit, perform, display, sublicense, and sell the SRD, in
whole or in part, in any medium or format, including as part of commercial
products.

You may create games, supplements, adventures, settings, software, electronic
tools, translations, derivative systems, or any other works based upon the SRD.

You may release your work under any licence you choose, including a proprietary
or closed licence.

You are not required to:

e pay royalties or fees;

. seek permission;

e publish your own material under this licence;

. make your source material available;

e identify which portions you have changed; or

e  provide attribution.
If you wish to provide attribution, the suggested wording is:
“Based on the Andromeda System SRD.”

Trademarks and Product Identity

This licence applies only to material contained in the Andromeda System
Reference Document.

It does not grant permission to use any trademarks, logos, trade dress, product
titles, setting names, characters, fiction, artwork, illustrations, maps, graphic
design, or other material specifically identified as excluded from the SRD.

The name Andromeda System may be used solely to truthfully state compatibility
with, derivation from, or use of the Andromeda System SRD.

You may not state or imply that your product is published, approved, endorsed,
sponsored, or officially supported by the copyright holder unless you have
separate permission to do so.
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No Warranty

THE SRD IS PROVIDED “AS 1S”, WITHOUT WARRANTY OF ANY KIND, EXPRESS
OR IMPLIED, INCLUDING BUT NOT LIMITED TO WARRANTIES OF
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, AND NON-
INFRINGEMENT.

IN NO EVENT SHALL THE AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR
ANY CLAIM, DAMAGES, OR OTHER LIABILITY ARISING FROM THE USE OF THE
SRD OR WORKS BASED UPON IT.

Irrevocability

The permissions granted under this licence are perpetual and irrevocable for every
copy of the SRD distributed under this licence.

Later versions of this licence do not revoke or restrict permissions already granted
under this version.

In Short

Take it. Use it. Change it. Publish it. Sell it.
You do not need our permission, and you do not owe us anything.
Just do not claim that your work is an official Andromeda product.
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CORE SYSTEM
1. The One Roll

Every contested moment in play resolves the same way, whether a character is
picking a lock, arguing with a port official, flying through a debris field or shooting
at someone.

Roll 2D6. Add your characteristic DM. Add your skill level. Apply situation
DMs. Compare the total to 8.

A total of 8 or higher succeeds. Anything lower fails. That single target number
never moves. Difficulty lives entirely in the modifiers, which keeps the arithmetic in
one place and lets a referee eyeball a task without consulting anything.

Never roll unless failure changes the fiction. If the character is competent,
unhurried and unopposed, they simply do the thing.

2. Characteristics

Six characteristics, each rated 0 to 15, each converting to a dice modifier.

Score DM
0 -3
1-2 -2
3-5 -1
6-8 0
9-11 1
12-14 2
15 3

The referee names the characteristic that fits the approach rather than the task.
Forcing a hatch is Strength. Timing the same hatch to open as a patrol passes is
Intelligence. Two players can attempt the same obstacle through different
characteristics, and should.

3. Skills

Skills run from 0 to 5. Level 0 means trained but unremarkable, and adds nothing
to the roll beyond permission to attempt the task without penalty. Each level above
that adds its number.

Attempting a skill you lack takes DM -3. For tasks any adult could reasonably try,
the referee may soften that to DM -1.
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4. Difficulty

Difficulty DM
Simple 6
Easy 4
Routine 2
Average 0
Difficult -2
Very Difficult -4
Formidable -6
Impossible -8

Situation modifiers stack on top of difficulty, and the referee can probably cap at
+6, however if there has to be a roll and the higher levels of Effect are needed, do
not cap.

5. Effect

Effect = total minus 8.

Effect is the mechanism for Quality of Success. It grades the outcome, it feeds the
next task in a Cascade, and it scales Damage.

Effect Outcome
+6 or more Superb. Better than intended, and faster or cleaner too.
+1to +5 Clean. The stated goal, achieved.
0 Barely. It works, but nothing is left over. Expect a cost.
-1 Near miss. Failure by a hair. The attempt can be resumed.
-2to-5 Setback. Failure that closes off the easy route.
-6 or less Ruinous. Failure that creates a new problem.
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6. Snags and Edges

Read the faces of the dice, not just the total. Each die showing a 1 is a Snag.
Each die showing a 6 is an Edge.

Snags and Edges normally do not alter the total. They are narrative currency, spent
after the outcome is known, and they are entirely independent of skill and
modifiers. A veteran and a novice generate them at the same rate: roughly a three
in ten chance of at least one of each, per roll.

That independence is the point. It means a Clean success can still cost you
something, a Ruinous failure can still hand you a scrap, and a 6 and a 1 together
produce the most interesting result on the table.

There is one important exception. On an opposed roll where both sides achieve the
same Effect, Snags and Edges break the tie. For each side, subtract the number of
Snags from the number of Edges. The higher result wins the opposed task. If those
results are also equal, the contest is genuinely tied.

The symbols still resolve normally afterwards. An Edge that helped break a tie can
still produce an advantage, and a Snag that cost someone the contest can still
make the aftermath worse.

Resolve them in this order:

1. Read the Effect. That decides success or failure.

2. On an opposed Effect tie, compare Edges minus Snags to determine the
winner.

3. Spend Edges. The player narrates, subject to referee veto.

4. Spend Snags. The referee narrates, or offers the player a choice of two.

5. Two of a kind means one that hurts or helps twice as much.

Edge menu
* Learn one useful fact about the situation beyond what the task asked.
* Finish one time step faster.
* Extend the benefit to one ally.
* Leave no trace, no witness, no noise.
* Bank it as +1 to the next task in the Cascade.

Snag menu

* Cost. Ammunition, fuel, a consumable, a favour called in.

* Time. One time step slower, and something is now closing in.
* Exposure. Someone notices, or a record is created.

*  Wear. The tool, weapon or vehicle takes -1 until repaired.

* Debt. Bank it as -1 to the next task in the Cascade.

A Snag should complicate, never negate. If the referee finds themselves cancelling
the success, they are spending it wrong.
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7. Cascades

When one task genuinely enables another, link them. Convert the Effect of the
completed task into a modifier for the next.

Cascade DM = Effect halved, rounded toward zero, capped at +3.

So a Superb reconnaissance roll of Effect +6 hands the infiltration that follows a
+3. A Setback of Effect -4 hands it a -2. Marginal results in either direction hand
over nothing, which is exactly right for a Barely.

Three rules keep Cascadess from collapsing into a single die roll that decides the
mission:
*  Link only where the fiction links. The forged transit papers help the customs
conversation. They do not help the gunfight afterwards.
* Three links is the ceiling. Beyond that, start a fresh Cascade at zero.

*  Failure moves the Cascade forward. A failed link passes its negative DM
along and play continues. The Cascade only stops when the fiction says
the door is shut for good.

Banked Edges and Snags add to the Cascade DM, which is where the two
subsystems meet. A team that reconnoitres well and rolls a pair of 6s doing it can
walk into the next task at +4 or better.

8. Opposed and Cooperative Tasks

Opposed

Both sides roll against 8. The higher Effect wins, and the margin between
the two Effects becomes the winner's Cascade DM into whatever follows.

If both sides have the same Effect, Edges and Snags decide it. Subtract
each side's Snags from its Edges and compare the results. The higher
result wins.

If that is also tied, neither side gains ground and the situation deteriorates
for both, each suffering a -1 DM.

This means the faces of the dice can matter when raw competence
cannot separate the contestants. Two equally successful negotiators may
be divided by the Edge one of them found. Two equally poor pilots may
be divided by the Snag that finally catches one of them.

Cooperative

One character leads. Every other character who can plausibly contribute
may choose to help.
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Each helper rolls the relevant task at Average Difficulty. If successful, they
add their Effect, halved, to the Cascade. If they fail, they actively hinder
the task.

This makes cooperation a decision rather than an automatic bonus. A
highly skilled character may be more useful supporting someone whose
characteristics or position make them the natural leader. A poorly suited
character may accomplish nothing except introducing another chance for
trouble. Sometimes the best help is not helping.

Edges rolled by helpers belong to the characters who rolled them and
may be spent on the cooperative task normally.

All Snags rolled during a cooperative task are assigned by the leader. The
leader decides which participating character bears each Snag, including
themselves. Several Snags may be assigned to the same person.

The fiction still limits how many people can help. Three engineers can
work around an engine room. Three surgeons cannot all hold the scalpel.
Crowding a task remains a real risk, and the normal limits on situation
modifiers still apply.

9. Time and Pressure

Tasks sit on a ladder of time steps: instant, one round, one minute, ten minutes,
one hour, six hours, one day, three days, one week.

Take one step longer for +1, or two steps longer for +2. Rush one step shorter for
-1, or two steps for -2. Anything faster than that is not a rush, it is a different and
worse plan.

10. Conflict

Conflict uses the same roll, with no separate combat subsystem.

Initiative is 2D + the higher of Dexterity DM or Intelligence DM, acting in
descending order, rerolled only when the situation changes shape.

An attack is an Average task using the relevant weapon skill, modified for range,
cover, movement and light. On a success, damage equals the weapon dice plus
the Effect, and armour subtracts from the result.

Snags in combat can be really problematic. A jammed action, a spent magazine, a
shot that goes somewhere expensive, a position given away by muzzle flash.
Edges buy suppression, a better firing position, or a wound that drops the target
without killing them.

Everything else, social conflict, chases, hacking, repair under fire, runs as a
Cascade of linked tasks with a stated stake. No extra rules needed.
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Quick Reference

*
*
*
*
*

*

*

Roll 2D6 + characteristic DM + skill + situation against 8+.

Effect = total - 8.

Each 1 on a die is a Snag. Each 6 is an Edge.

On an opposed Effect tie, compare Edges minus Snags. Higher wins.

Cascade DM = prior Effect halved toward zero, capped +3, maximum three
links.

Cooperative helpers roll individually. Success adds the helper's skill level;
failure gives -1.

The cooperative leader decides which participant bears each Snag.
Untrained is -3. Longer is +1 per step, faster is -1 per step.
Damage = weapon dice + Effect, minus armour.
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Weapons and Armour

Andromeda treats weapons in broad functional categories rather than attempting
to distinguish every model of sword, pistol or rifle. A particular setting may provide
named examples, but all human-scale weapons are built from the same ratings.

Every weapon has three important values:
* Damage measures how much physical harm it causes.
* Penetration (Pen) reduces the protection provided by armour.
*  Trauma modifies any Ciritical Injury caused by the attack.
Some weapons also have one or more Traits.

Damage
On a successful attack:

Damage = 2D + Weapon Damage + Cascade Effect (Half of Effect from Attack
Roll)

Armour is then subtracted from this total.

Damage Rating Typical Weapons
-3 Very weak attack, thrown stone
-2 Unarmed strike
-1 Knife, small improvised weapon
0 Club, short blade, light bow
1 Sword, spear, axe, powerful bow
2 Great weapon, crossbow, light handgun
3 Service handgun, shotgun, submachine gun
4 Rifle, battle rifle
5 Heavy rifle, machine gun, large creature
6 Anti-materiel weapon, enormous creature
+7 or more Beyond normal human-scale weapons

Damage normally comes off the target's physical characteristics as described in
the core rules. A character can therefore survive considerable punishment, but any
sufficiently good or damaging hit may also cause a Critical Injury.
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Critical Hits
An attack causes a Critical Hit if any of the following apply:
*  The attack achieves Effect +6 or more.
* Both attack dice show 6, generating two Edges.
* 10 or more points of damage remain after armour.
* A weapon Trait or special rule causes a Critical Hit.
When a Critical Hit occurs, roll 2D + Trauma on the Critical Injury table.
Only roll once even if several conditions triggered the Critical Hit.

Critical Injury
2D + Trauma Result
2-4 Shock. -1 on the character's next action.
5.6 Staggered. Knocked down, driven back or momentarily stunned. Lose
the next action unless an Average END task succeeds.
7-8 Wounded. -1 to physical tasks until the injury receives treatment.
9-10 Disabled. A limb, sense or significant bodily function is temporarily
disabled, as appropriate to the attack.
11-12 Incapacitated. Immediately unable to continue fighting.
13-14 Mortal Wound. Incapacitated and dying without timely medical
treatment.
15 Killed. The injury is immediately or effectively fatal.

Critical Injury is additional to ordinary characteristic damage. A character may
therefore have substantial attributes remaining but still be incapacitated by a single
well-placed bullet, sword thrust or magical attack.
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Trauma

Trauma represents how likely a weapon is to cause catastrophic injury when it hits
something important.

Trauma Weapon Type
-1 Fist, small club, low-energy attack
0 Knife, sword, ordinary melee weapon, light projectile
1 Axe, heavy melee weapon, bow, light handgun
2 Service handgun, crossbow, shotgun
3 Rifle, battle rifle
4 Heavy rifle, machine gun, massive creature attack
5 Anti-materiel weapon or equivalent

This rating replaces the need for extra damage dice. A rifle does not need to roll 4D
or 5D to be frightening. It inflicts more damage, penetrates armour better and is
substantially more likely to produce a catastrophic Critical Injury.

Penetration

Penetration reduces the target's Armour before damage is applied.

Effective Armour = Armour - Penetration, minimum 0.

Pen Typical Capability
0 Fists, clubs, cutting weapons
1 Spears, picks, arrows
2 Crossbows, heavy piercing weapons, low-powered firearms
3 Handguns, carbines
4 Military rifles
5 Heavy rifles and machine guns
6 Dedicated anti-armour weapons

Penetration affects protection, not Trauma. An armour-piercing bullet may
penetrate armour extremely well without necessarily producing a more destructive
wound than another projectile once inside the body.
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Generic Melee Weapons

Weapon Damage Pen Trauma Traits
Unarmed -2 0 -1 Stun
Small improvised weapon -1 0 -1 Improvised
Knife -1 0 0 Concealable
Club 0 0 -1 Stun
Short blade 0 0 0
Sword 1 0 0 Balanced
Axe 1 0 1
Spear 1 1 0 Reach
Warhammer / pick 1 2 1
Great sword 2 1 1 Two-Handed
Great axe 2 0 2 Two-Handed
Polearm 2 1 1 Reach, Two-Handed

The categories are deliberately broad. A katana, sabre and longsword can all
simply be Sword unless a setting has a reason to distinguish between them.

Generic Ranged Weapons

Weapon Damage Pen Trauma Range Traits
Thrown weapon 0 0 0 Short
Short bow 0 0 0 Short
War bow 1 1 1 Medium Two-Handed
Crossbow 2 2 2 Medium Reload
Light handgun 2 2 1 Short Concealable
Service handgun 3 3 2 Short
Heavy handgun 3 3 3 Short Heavy
Submachine gun 3 3 2 Short Automatic
Shotgun 3 1 2 Short Scatter
Carbine 3 3 2 Medium
Rifle 4 4 3 Long
Battle rifle 4 4 3 Long Heavy
Machine gun 4 4 4 Long Automatic, Heavy
Heavy rifle 5 5 4 Long Heavy
Anti-materiel rifle 6 6 5 Long Heavy
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Weapon Traits

Automatic: Can fire bursts or sustained fire. Rules for suppression and multiple
targets depend on the setting's combat detail.

Balanced: Particularly suitable for attack and defence in melee.
Concealable: Easily hidden beneath ordinary clothing or carried unnoticed.

Heavy: Requires two hands and is awkward to use while moving or in confined
spaces.

Improvised: A Snag may damage or break the weapon.
Reach: Particularly effective at keeping opponents outside Personal range.
Reload: Cannot normally fire every combat round without spending time reloading.

Scatter: Particularly effective at close range but loses effectiveness rapidly with
distance.

Stun: Critical Injury results of Mortal Wound or Killed normally become
Incapacitated instead.

Two-Handed: Requires both hands to use effectively.

Individual settings may introduce additional Traits without changing the underlying
weapon system.
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Magical Weapons

Weapon Damage Pen | Trauma Range Enchantment / Traits
Elven Dagger 0 1 0 Personal Arcane, Concealable
Elven Longblade 2 1 1 Close Arcane, Balanced
Dwarven
Warhammer 2 3 2 Close Arcane, Heavy
Goblin Hex-Knife 0 0 1 Personal | Arcane; Snag may curse target
Silvered Sword 1 0 0 Close Arcane against supernatural
creatures
Flaming Sword 2 0 1 Close Arcane, Fire; ignites flammables
Frost Axe ° 1 ° Close Arcane, Cold; Edge may slow

target

Arcane, Heavy; Edge may
knock target down

Spear of Piercing 1 3 1 Close Arcane, Reach

Arcane; Edge may restore 1
Attribute point to wielder

Arcane, Critical; Snags favour
the weapon

Arcane; +1 Damage against

Thunder Hammer 3 2 3 Close

Vampiric Blade 1 1 1 Close

Demon Blade 3 2 3 Close

Giant-Killer Sword 3 2 2 Close
Large creatures
Moon Bow 2 2 1 Long Arcane; creates its own arrows
Bow of Flame 2 1 2 Medium Arcane, Fire
Storm Bow 3 3 2 Long Arcane, Lightning
Returning Axe 2 1 1 Short Arcane, Returning
Wand of Fire 2 1 1 Short Arcane, Fire
Wand of Lightning 3 3 2 Medium Arcane, Lightning
Staff of Winter 3 2 2 Medium Arcane, Cold, Two-Handed
Staff of Ruin 4 4 3 Medium Arcane, Heavy
Witchfire 1 3 1 Medium Arcane; ignorgs mundane flame
resistance
Ghostly Blade 1 0 1 Close Arcane; '%’:;rgﬁrm“”da”e
Disintegration Ray 5 6 4 Medium Arcane, Critical
Hellfire 4 3 4 Medium Arcane, Fire, Critical
Basilisk Gaze 3 5 3 Short Arcane; Critical may petrify
rather than wound
Giant's Club 4 1 4 Close Heavy, Brutal
Troll Claws 2 1 2 Personal Natural
Demon Claws 3 2 3 Personal Arcane, Natural
Wyvern Sting 2 2 3 Personal Natural, Venom
Dragon Claw 4 2 4 Close Natural, Brutal
Dragon Bite 5 3 5 Close Natural, Critical
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Dragon Breath 6 4 5 Medium Arcane, Area, Fire, Critical
Ancient Dragon 7 5 6 Long Arcane, Area, Fire, Critical
Breath
Trait Effect

Counts as magical for creatures or defences that distinguish

Arcane between mundane and magical attacks.
Area Attacks everything within the defined area rather than one target.
Brutal +1 Trauma on Effect +4 or better.
Critical +1 Trauma when a Critical Hit is caused.
Fire May ignite combustible material; an Edge can start a persistent fire.
Cold An Edge can impose -1 on the target's next physical action.
. . Conductive armour or surroundings may worsen the attack at the
Lightning o .
referee's discretion.
Natural Part of the creature; cannot normally be disarmed.
Returning Returns to the wielder after being thrown.
A successful hit may require an END roll against the poison's own
Venom effect.
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Future Weapons
Weapon
Gyrojet Pistol
Gyrojet Rifle
Smart Gyrojet Rifle
Smart Flechette Gun
Gauss Pistol
Gauss Carbine
Gauss Rifle
Gauss Sniper Rifle
Needle Rifle
Heavy Needle Rifle
Laser Pistol
Laser Carbine
Laser Rifle
Heavy Laser
Pulse Laser

Maser

Heavy Maser
Graser Pistol
Graser Rifle
Heavy Graser
Particle Beam Rifle
Heavy Particle Beam
Plasma Carbine

Plasma Rifle
Heavy Plasma Gun
Fusion Gun

Antimatter Projector
Disruptor
Molecular Disassembler

Gravity Lance
Neural Disruptor

Andromeda 2D SRD

Damage Pen @ Trauma
3 3 2
4 4 3
4 4 3
3 2 3
3 4 2
4 5 3
5) 6 4
6 7 5
2 B 2
3 6 3
3 4 2
4 5 3
B 6 4
6 7 5
B 5) 4
4 3 3
5 4 4
5 7 4
7 9 6
9 11 8
6 7 5
8 9 7
6 4
7 5 6
9 7 8
10 8 9
12 10 10
6 8 6
8 10 7
7 7 7
1 2 6
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Range
Medium
Long
Long
Medium
Medium
Long
Long
Extreme
Long
Long
Medium
Long
Long
Extreme
Long

Long

Extreme
Medium
Long
Extreme
Long
Extreme
Medium

Long
Long
Medium

Long
Medium
Short

Long
Medium

Traits
Gyrojet
Gyrojet

Gyrojet, Smart
Smart, Scatter

Silent

Silent

Silent

Heavy, Precision
Silent, Precision
Silent, Precision

Laser

Laser

Laser

Heavy, Laser
Automatic, Laser

Microwave,
Invisible

Heavy,
Microwave,
Invisible

Graser, Critical
Graser, Critical

Heavy, Graser,
Critical

Particle, Critical

Heavy, Particle,
Critical

Plasma, Fire

Plasma, Fire,
Critical

Heavy, Plasma,
Area, Critical

Heavy, Fusion,
Area, Critical

Heavy, Area,
Critical

Disruptor, Critical

Disintegrate,
Critical

Gravity, Critical
Neural, Stun
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Sonic Projector 2 1 3 Short Sonic, Area, Stun
EMP Rifle 0 6 0 Medium EMP
Nanite Weapon 3 4 4 Short Nanite, Persistent
Exotic Matter Gun 10 12 10 Long Exotic, Critical
) . Area, Gravity,
Man-Portable Singularity 12 12 12 Medium Critical,
Weapon )
Nightmare
Future Weapon Traits
Trait Effect
. Projectile accelerates after leaving the barrel. -1 Damage at Personal
Gyrojet ) ) )
range, +1 Range band compared with an equivalent firearm.
Smart Guided ammunition or fire control. Ignore up to -2 of range, movement or
cover penalties.
Silent Produces little or no conventional muzzle blast.
Precision An Edge may be spent to increase Trauma by +1.
Penetration is unaffected by most flexible armour. Smoke, fog and
Laser ) ) .
ablative protection may reduce effectiveness.
Microwave Particularly effective against electronics and unshielded biological tissue.
Invisible The attack cannot normally be seen in flight.
Gamma-ray laser. Ordinary transparent materials offer no useful
Graser . . .
protection; treat most mundane armour as -2 before Pen is applied.
Particle Particle beam. Particularly effective against electronics/dense material.
Superheated matter. May ignite targets and surroundings; armour may
Plasma .
become hazardous after a hit.
. Extreme thermal and radiation effect. Armour struck by a successful
Fusion .
attack may suffer permanent degradation.
Disruptor Damages matter structurally rather than by ordinary impact. Ignore 2

Disintegrate

Gravity

Neural

Sonic

EMP
Nanite
Persistent

Exotic

Nightmare

points of Armour after Penetration.

Critical Injury results of Disabled or worse may remove the affected body
part or destroy the struck object outright.

Ignores conventional ballistic assumptions. Cover only helps if it
physically blocks the effect.

Trauma represents nervous-system disruption rather than tissue
destruction. Mortal Wound and Killed normally become Incapacitated
unless the setting says otherwise.

Reduced by sealed or purpose-built acoustic protection rather than
conventional armour.

Damage applies to electronics. Organic targets normally unaffected.
Damage may continue each round until countermeasures are applied.
Causes additional consequences after the initial hit.

Ignores conventional material assumptions. Only specially designed
armour works at full value.

Referee permission required. The weapon exists mainly to make everyone
reconsider the decisions that led to its deployment.
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Armour

Armour subtracts damage after Penetration has been applied.
Effective Armour = Armour - Penetration, minimum 0.

The remaining Armour is subtracted from the attack's damage.

Armour does not normally reduce Trauma. Once an attack penetrates sufficiently to
cause a Critical Hit, the Critical Injury roll represents what happened to the person
beneath the armour.

Armour Rating Typical Examples
None 0 Ordinary clothing
Minimal 1 Heavy clothing, padded protection
Light 2 Leather armour, stab vest
Medium 3 Mail, scale, light ballistic vest
Heavy 4 Heavy historical armour, substantial body armour
Very Heavy 5 Full plate, heavy tactical armour
Ballistic 6 Hard ballistic plates
Exceptional 7 Bomb armour, advanced combat armour
Extreme 8 Powered or supernatural armour

Armour Traits

Armour may also have Traits which modify its effectiveness in particular
circumstances.

Ballistic: +2 Armour against bullets and similar high-velocity projectiles.
Rigid: +1 Armour against cutting attacks.
Flexible: +1 Armour against blunt attacks.

Ablative: Particularly effective initially, but loses 1 point of Armour after absorbing
a sufficiently powerful attack.

Sealed: Protects against environmental hazards such as gas, contamination or
vacuum where appropriate.

Arcane: Protects against magical attacks which would otherwise ignore mundane
armour.

Bulky: Applies -1 to tasks where freedom of movement is important.
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Examples:

Armour Armour Traits
Padded clothing 1 Flexible
Leather armour 2

Mail 3 Flexible
Scale 3 Rigid
Breastplate 4 Rigid

Full plate 5 Rigid, Bulky

Stab vest 2 Rigid

Soft ballistic vest 3 Ballistic

Tactical body armour 4 Ballistic

Hard ballistic plates 6 Ballistic, Bulky

A character in full plate therefore has excellent protection against most medieval
weapons, but a modern rifle with Pen 4 reduces Armour 5 to only 1 before damage
is applied.

Conversely, a soft ballistic vest may provide Armour 5 against firearms because of
its Ballistic Trait, yet only Armour 3 against a sword or axe.

This allows armour from radically different eras to coexist on the same numerical
scale without pretending that all protection works equally well against every threat.
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Advanced Armour

Protection
Advanced ballistic vest
Tactical armour
Hard combat armour
Ablative laser armour

Powered combat
armour

Assault exosuit

Battle dress

Heavy battle dress

Exotic-material armour

Warform shell

Armour

4
5
6
6
8

9

10

12

14

16

Armour still works normally:

Protection = Armour + Field
Effective Protection = Protection — Pen, minimum 0

Andromeda 2D SRD

Traits Typical Use
Ballistic, Light Police, civilian security
Ballistic, Sealed Military/security
Ballistic, Rigid, Sealed Infantry
Ablative, Laser Energy-weapon environments
Powered, Sealed Heavy infantry
Powered, Sealed, Heavy Shock troops

Powered, Sealed,

Hardened Advanced military

Powered, Sealed,

Hardened, Heavy Assault troops

Hardened, Sealed Very advanced technology

Powered, Hardened,

Barely personal-scale
Sealed yp

Then subtract Effective Protection from damage.

A soldier in Armour 8 with a Field 5 has Protection 13. A Pen 7 weapon reduces

that to 6.

That makes combined defences powerful without requiring another subsystem.

Personal Force Fields

A personal force field adds directly to Armour while active.

Field Field

Civilian screen
Security screen
Military screen
Combat screen
Assault screen
Battlescreen
Exotic field
Fortress field

2
3
4
5
6
8

10
12

Typical Description

Emergency impact/projectile protection
Police and bodyguard field
Standard battlefield protection
Advanced infantry field
Heavy military field
Powered-armour integrated field
Extremely advanced personal defence
At the limit of something still called personal
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So:

Tactical Armour 5 + Military Screen 4 = Protection 9.

Against a conventional rifle with Pen 4, that leaves Armour 5.
Against a laser rifle with Pen 6, it leaves Armour 3.

Against a graser rifle with Pen 9, it offers no effective protection unless better
equipment is available.

Field Overload

Fields should not be infinite armour.

Whenever an attack penetrates a force field and inflicts damage, reduce the Field
rating by 1.

A Ciritical Hit which is completely stopped by a field does not cause a Ciritical Injury
to the wearer. Instead, reduce the Field by 1.

Two Edges against a field may be spent to reduce its rating by another 1.
A field reduced to 0 collapses and requires recharging or repair.

This gives firefights an interesting dynamic. Sustained fire strips screens away
before the killing shots arrive.
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Specialised Fields

Protection Field Traits

Ballistic Screen 4 +2 against kinetic weapons

Laser Screen 4
Radiation Screen 3
Plasma Screen 5 +2 against plasma and thermal attacks
Gravitic Screen 5
Broadband Screen 5
Military Multiphasic Screen 7

+2 against lasers
+3 against lasers, grasers and radiation

+2 against kinetic attacks and gravity effects
No specialisation
Hardened

Exotic Screen 10 Hardened, Exotic

Specialised bonuses add to the Field rating only against the appropriate attack.

So a Laser Screen 4 provides 6 protection against lasers, but only 4 against

bullets.

Armour Traits

Trait
Ablative

Ballistic
Hardened
Laser
Powered

Reactive

Sealed
Heavy

Exotic

Effect

+2 Armour against energy attacks, but lose 1 Armour after such an attack
penetrates.

+2 Armour against conventional projectiles.
Ignore the first point of armour degradation or field disruption in an encounter.
+2 Armour against laser attacks.
Armour supports its own mass. Does not impose normal penalties for bulk.

+2 Armour against explosive or high-energy kinetic attacks, but the protection
is expended after use.

Environmental protection appropriate to the setting.
-1 on tasks where mobility or agility matters.

Ordinary weapons cannot reduce its protection below 2 unless they possess
Exotic or equivalent technology.
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Static Force Walls

Static fields are where the numbers can become substantially larger because they
are powered by generators rather than something worn on a belt.

Force Wall Armour Typical Scale
Portable barricade 8 Doorway or firing position
Tactical force wall 10 Squad position

Heavy force wall 12 Fortified emplacement
Vehicle field 14 Vehicle-sized protection
Fortress barrier 16 Building entrance or bunker
Heavy fortress field 20 Major installation
Strategic field 24 Large building or compound
Exotic barrier 30 Plot device territory

A static force wall is treated as an intervening target.

An attack must penetrate the wall before it can affect anything behind it.
Damage that does not exceed the wall's effective Armour is stopped completely.
If damage exceeds it, the excess continues through to the target behind the wall.

So a weapon producing 18 damage against a force wall with effective Armour 12
sends 6 damage through.

Overloading Force Walls

Static fields have vastly larger power supplies, so don't reduce them after every
penetrating shot.

Instead:

If a single attack exceeds the field's Armour by 6+, reduce the field by 1.

If it exceeds it by 10+, reduce the field by 2.

This gives heavy weapons an actual job. Infantry lasers may hammer uselessly
against a fortress screen, while a plasma cannon begins stripping it apart.

Portable Force Wall Generator

Device Armour Coverage
Personal projector 6 One person
Portable wall 8 2 metre frontage
Squad projector 10 5 metre frontage
Heavy projector 12 10 metre frontage
Vehicle projector 14 Vehicle or small position

Deploying a portable wall normally takes one combat round. Once placed, it
cannot move without being shut down and redeployed.
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Cover
Cover Armour

Interior wall 2
Heavy furniture 3
Car body 4
Brick wall 5
Sandbags 6
Reinforced wall 8
Bunker wall 10
Heavy bunker 12
Static force wall 10

Examples:

modern soldier: Armour 5

future infantry: Armour 6 + Field 4 = 10
battle dress: Armour 10 + Field 8 = 18
fortress field: 20+

Against:

rifle: Damage +4 / Pen 4
laser rifle: +5/ Pen 6
graser rifle: +7 / Pen 9
plasmarifle: +7 / Pen 5
fusion gun: +10 / Pen 8

That looks like a scale that can run from a bloke hiding behind a sofa to powered
infantry sheltering behind a force wall while someone fires a graser at them,
without changing the core rules.
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Modern/SF Skill List

These are the core skills for modern and science-fiction Andromeda games.

Skill

Admin

Animals

Art

Astrogation

Athletics

Broker

Carouse

Computers

Cybernetics

Deception

Diplomacy
Drive

Electronics

Engineering

Explosives

Firearms

Gunnery

Covers

Bureaucracy, procedures, institutions,
regulations and paperwork

Handling, training, riding and caring for
animals

Creating visual, written or composed
works

Plotting courses and navigating through
space

Running, climbing, swimming, lifting and
physical movement

Trade, markets, valuation, contracts and
commercial negotiation

Socialising, drinking, gossip, making
informal contacts and fitting in

Software, programming, data systems
and computer intrusion

Installing, repairing and understanding
augmentations and implants

Lying, disguise, impersonation, forgery
and misdirection

Formal negotiation, protocol and
managing sensitive relationships

Operating ground and surface vehicles

Electronic systems, communications,
control systems and instrumentation

Designing and operating major technical
systems

Explosives, demolition, mines, bombs and
controlled charges

Personal ranged weapons

Vehicle, spacecraft, artillery and
emplacement weapons
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Government, Corporate,
Military

Riding, Training, Veterinary

Writing, Visual Art,
Composition

Interplanetary, Interstellar

Strength, Endurance,
Coordination

Trade, Finance

Drinking, Gambling,Gossip

Programming, Hacking, Al

Medical, Interface,
Enhancement

Disguise, Forgery

Political, Corporate,
Intercultural

Wheeled, Tracked, Grav

Comms, Control, Electronic
Warfare

Power, Drives, Structures

Demolition, Ordnance

Pistols, Rifles, Automatic,
Energy

Artillery, Turret, Energy



Heavy Weapons

Investigate

Jack-of-All-
Trades

Language

Leadership

Law

Mechanic

Medicine

Melee
Navigation

Performance

Persuade

Pilot

Recon

Robotics

Science

Security

Sensors

Stealth
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Machine Guns, Launchers,

Man-portable support weapons Plasma

Searching for evidence, research,

. . . Criminal, Forensic, Research
interviewing and reconstructing events

Improvising with unfamiliar skills and
reducing untrained penalties

Speaking, reading and understanding

Individual languages
languages

Command, morale, coordination and
getting people to act under pressure

Legal systems, courts, regulation and

Criminal, Civil, Corporate
legal argument

Repairing and maintaining machines and

. Vehicles, Industrial, Small Craft
mechanical systems

Diagnosis, treatment, emergency care and Emergency, Surgery,
surgery Psychiatry
Unarmed combat and hand weapons Unarmed, Blades, Blunt,
Polearms
Finding routes across planetary surfaces Land, Air, Sea

Acting, music, dance, comedy and live

entertainment Acting, Music, Dance

Convincing, bargaining with or influencing
individuals informally

Operating aircraft and spacecraft Aircraft, Small Craft,

Spacecraft
Observation, scouting, surveillance and _
spotting danger
Operating, programming, maintaining and Drones, Industrial,
directing robots and drones Autonomous

Scientific theory, experimentation and

. Life, Physical, Planetary, Social
analysis

Locks, access systems, alarms and

) Physical, Electronic
protective systems

Detection systems, scanners, targeting

) . Planet Tactical
systems and interpreting sensor data anetary, Space, Tactica

Moving, hiding and operating without
being detected
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Hospitality, passengers, etiquette and

Steward . -
personal service
) Criminal society, illicit contacts, black
Streetwise . —
markets and informal networks
. Staying alive in hostile environments with Wilderness, Desert, Arctic,
Survival L
limited resources Ocean
Tactics Plannlng and gnderstand!ng combat at Ground, Space, Naval
the immediate operational level
Operating safely in pressure suits,
Vacc Suit spacesuits and hostile-environment EVA, Hazard Suit
equipment
Boats, ships, submarines and other Small Craft, Ships,
Watercraft . ’
waterborne vehicles Submersibles

Specialities

A character with Skill 0 understands the whole field at a basic professional level.
Specialities become relevant at higher levels where the setting needs the
distinction.

Someone with Firearms 0, for example, can use ordinary firearms competently. A
character with greater training might be described as Firearms 2 (Rifles) without
suddenly becoming incapable of using a pistol.

Specialities should provide description and differentiation rather than create
another layer of untrained penalties.

Jack-of-All-Trades

Jack-of-All-Trades is unusual. It is not added to task rolls.

Instead, each level reduces the normal untrained penalty by 1, to a minimum of
zero.

Jack-of-All-Trades Untrained DM
0/ none -3
1 -2
2 -1
3 0

Jack-of-All-Trades never substitutes for training where the task genuinely requires
specialist knowledge. It lets someone improvise effectively; it does not let them
perform neurosurgery because they are good at figuring things out.
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Future Background and Careers

Characters do not begin adult life as blank slates. Before careers, deployments,
disasters and bad decisions, they had families, schools, neighbourhoods, hobbies
and expectations.

Background Skills represent that experience.

Background Skills are normally gained at Skill 0. They indicate familiarity and basic
competence rather than professional expertise. A character who grew up on a farm
may know how to handle animals and repair machinery without ever having worked
as a farmer. Someone raised aboard an orbital habitat probably knows how to use
a vacc suit even if they eventually became an accountant.

Background Skills are chosen before Career Skills.

Choosing Background Skills

Choose one Background from the table below.

The character gains the Automatic Skill at level 0 and chooses two more skills at
level 0 from that background's Skill List.

If the Automatic Skill is inappropriate to the character, replace it with another skill
from the same list.

A Background Skill already possessed at level 0 does not normally increase to level
1. Choose another appropriate skill instead. Backgrounds are intended to broaden
a character rather than provide advanced training.

The Referee may allow a character to exchange one Background Skill for another
where it clearly fits the character's upbringing.

Background Automatic Skill  Choose Two
Admin, Art, Computers, Investigate, Language,

Academic Science 0 Lo Getemes
) . Athletics, Drive, Mechanic, Navigation, Survival,
Agricultural Animals 0 Watercraft
Sormaraie Admin 0 Broker, Computers, Deception, Diplomacy,
Persuade, Steward
o . Carouse, Deception, Drive, Melee, Security,
Criminal Streetwise 0 Stealth
Industrial Mechanic 0 Athletics, Drive, Electronlcs, Engineering, Heavy
Weapons, Robotics
Medical Medicine 0 Admin, Animals, Investigate, Science, Persuade
. . . Admin, Drive, Firearms, Leadership, Recon,
Military Family | Athletics O Tactics
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Computers, Diplomacy, Investigate, Language,

Professional Admin 0 Law, Persuade
. Animals, Athletics, Drive, Mechanic, Navigation,

Rural Survival 0

Recon

. Carouse, Deception, Investigate, Melee,

Street Streetwise 0 Persuade, Security
Technical Electronics 0 Co.mputers, Englneerlng, Mechanic, Robotics,

Science, Security

. Admin, Mechanic, Navigation, Pilot, Steward,

Transport Drive 0 Wateroraft

Art, Broker, Diplomacy, Language,
HiElinyg Caruez U Performance, Steward
Wilderness Survival 0 Animals, Athletics, Navigation, Recon, Stealth,

Watercraft

Science-Fiction Backgrounds

In science-fiction settings, the following backgrounds may also be available.

Background Automatic Skill  Choose Two

Animals, Drive, Electronics, Mechanic,
Navigation, Recon

Admin, Computers, Electronics, Engineering,
Mechanic, Sensors

Cybernetics, Electronics, Robotics, Science,
Security

Astrogation, Electronics, Engineering,

Colony Survival 0
Habitat Vacc Suit 0

High Technology Computers 0

Spacer Vace Suit 0 Mechanic, Pilot, Sensors

Admin, Broker, Carouse, Language, Streetwise,
Starport Steward 0 Vace Suit
Voidborn Vace Suit 0 Athletics, Computers, Electronics, Mechanic,

Pilot, Sensors

These backgrounds should be interpreted according to the setting. A Spacer in a
system without interstellar travel might have grown up aboard orbital stations, lunar
transports or asteroid vessels. Astrogation would then mean orbital and
interplanetary navigation rather than plotting faster-than-light voyages.

Education

Background describes where a character came from. Education describes what
they were taught.
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Characters who received substantial secondary, technical or higher education may
select one additional Background Skill at level 0 from the following list:

Admin, Art, Computers, Electronics, Investigate, Language, Law, Medicine,
Performance, Science.

The Referee may expand this list for a particular setting. A vocational school might
offer Mechanic, Drive or Engineering; a military academy might offer Leadership or
Tactics.

This additional skill should represent genuine education rather than incidental
exposure.

Languages
A character choosing Language 0 knows one language other than their native
language well enough for ordinary conversation.

Further levels or specialities represent greater fluency or additional languages,
depending upon how languages are handled in the campaign.

In settings where multilingualism is normal, the Referee may simply give every
character one or more appropriate languages without requiring the Language skill.

Backgrounds Are Not Careers

A Background says where somebody came from, not necessarily who they
became.

A character with Criminal background need not have been a criminal. They may
simply have grown up around black markets, gangs or illicit commerce. A Military
Family character may never have enlisted. A character with an Academic
background may have left school as soon as possible but still absorbed more than
they realised.

Players should feel free to interpret backgrounds broadly.

Creating New Backgrounds

New backgrounds are easy to create.
Choose:

One Automatic Skill, representing something almost everyone from that
background would know;

and

six or seven optional skills, representing the range of experiences someone from
that environment might plausibly acquire.
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Keep Background Skills at level 0. If a background seems to justify several skills at
level 1, it is probably describing a career rather than a background.

For example:

Coastal Community: Watercraft 0; choose two from Animals, Athletics, Carouse,
Mechanic, Navigation, Survival.

Police Family: Investigate 0; choose two from Admin, Drive, Law, Persuade,
Recon, Streetwise.

Orbital Construction Habitat: VVacc Suit 0; choose two from Athletics, Electronics,
Engineering, Mechanic, Robotics, Sensors.

The important question is not whether every member of that community possesses
exactly those skills. It is whether a person raised there could reasonably have
picked them up before beginning adult life.
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Soldier

1D6
1

o O WN

Aptitude
+1 STR
+1 END
Athletics
Melee
Carouse
Recon

Andromeda 2D SRD

Professional
Firearms
Heavy Weapons
Recon
Survival
Drive
Vacc Suit
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Advanced
Leadership
Tactics
Explosives
Medicine
Gunnery
Electronics



Pilot
1D6

'y

o o~ W N

Aptitude
+1 DEX
+1INT

Athletics

Carouse

Mechanic

Navigation
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Professional
Pilot
Navigation
Sensors
Electronics
Drive

Vacc Suit
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Advanced
Astrogation
Engineering
Computers

Gunnery

Leadership

Jack-of-All-Trades



Scientist

1D6
1

OO~ WN

Aptitude
+1 INT
+1 EDU
Computers
Language
Investigate
Admin
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Professional
Science
Investigate
Computers
Electronics
Robotics
Medicine
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Advanced
Science
Engineering
Cybernetics
Medicine
Astrogation
Jack-of-All-Trades



Entertainer

1D6
1

OO WN

Aptitude
+1 SOC
+1 DEX
Carouse
Athletics
Art
Persuade
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Professional
Performance
Art
Deception
Persuade
Streetwise
Steward
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Leadership
Diplomacy
Computers
Broker
Language
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Technical
Engineers, mechanics, tradespeople, industrial workers and technicians all sit here.
1D6 Aptitude Professional Advanced
1 +1 INT Mechanic Engineering
2 +1 STR Electronics Robotics
3 Athletics Engineering Cybernetics
4 Drive Computers Sensors
5) Mechanic Robotics Science
6 Carouse Security Explosives
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Medic

1D6 Aptitude Professional Advanced
1 +1 EDU Medicine Medicine
2 +1 END Medicine Science
3 Persuade Science Cybernetics
4 Investigate Electronics Leadership
5 Science Steward Computers
6 Admin Investigate Diplomacy

A second Medicine result can represent deeper training or a speciality such as
Emergency Medicine, Surgery or Psychiatry.
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Police, intelligence officers, investigators, detectives and security personnel.

1D6
1

o o~ W N

Aptitude
+1 INT
+1 DEX

Athletics

Deception
Streetwise

Persuade

Professional
Investigate
Firearms
Recon
Security
Stealth

Drive

Page 39 of 66

Advanced
Leadership
Law
Tactics
Computers
Diplomacy

Electronics



Merchant
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Businesspeople, traders, executives, entrepreneurs and commercial operators.

1D6
1

o gk WN

Aptitude
+1 SOC
Carouse
Persuade
Language
Admin
Jack-of-All-Trades
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Professional
Broker
Admin

Persuade
Steward
Streetwise
Computers

Advanced
Broker
Law
Diplomacy
Leadership
Computers
Admin



Spacer
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Merchant crews, naval auxiliaries, station personnel, orbital workers and
professional spacefarers.

1D6
1

o O~ WN

Aptitude
+1 END
+1 DEX
Athletics
Carouse
Mechanic
Vacc Suit

Professional
Vacc Suit
Engineering
Electronics
Pilot
Sensors
Steward
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Astrogation
Gunnery
Computers
Robotics
Leadership
Medicine



Explorer
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Scouts, survey personnel, field scientists, archaeologists, journalists and
expedition members.

1D6
1

oo~ W N

Aptitude
+1 END
Athletics
Language
Carouse
Recon
Survival

Professional
Survival
Navigation
Recon
Science
Pilot
Animals
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Science
Investigate
Medicine
Sensors
Astrogation
Jack-of-All-Trades
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Professional

Lawyers, academics, administrators, civil servants, consultants and other educated
professions.

1D6 Aptitude Professional Advanced
1 +1 EDU Admin Leadership
2 +1 SOC Law Diplomacy
3 Language Investigate Science
4 Persuade Computers Broker
5 Carouse Science Language
6 Investigate Diplomacy Jack-of-All-Trades
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Thieves, smugglers, gang members, hackers, fixers and organised criminals.

1D6
1

[©)RN¢) RIE-RN ¢ RN V]

Aptitude
+1 DEX
+1 INT

Athletics

Carouse

Deception
Streetwise

Professional
Stealth
Security
Streetwise
Deception
Drive
Melee
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Firearms
Computers
Explosives
Broker
Leadership
Security
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Esper

Espers are people with trained or naturally developed psychic abilities. They are
commonly recruited by intelligence agencies, covert programmes, military research
organisations, corporations and clandestine services.

A character entering the Esper career automatically gains Esper 0.

This represents the basic psychic training required to function within the career and
is gained before any term skill rolls are made.

1D6 Aptitude Professional Advanced
1 +1 INT Esper Deception
2 +1 SOC Investigate Stealth
3 Recon Persuade Security
4 Deception Computers Investigate
5 Athletics Recon Firearms
6 Carouse Diplomacy Leader
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Fantasy Skill List

Skill

Alchemy

Animals

Archery

Athletics

Broker

Carouse

Craft

Deception

Diplomacy

Drive

Healing

Investigate

Jack-of-All-Trades

Language

Leadership

Lore

Covers

Potions, compounds, poisons, acids
and magical substances

Handling, training and caring for animals

Bows, crossbows and similar ranged
weapons

Running, climbing, swimming, jumping
and feats of strength

Trade, valuation, bargaining and
commercial dealings

Drinking, gossip, making friends and
navigating informal social situations

Making and repairing ordinary objects

Lying, disguise, impersonation, forgery
and misdirection

Formal negotiation, etiquette, protocol
and relations between groups

Carts, wagons, chariots and animal-
drawn vehicles

Diagnosis, first aid, surgery and non-
magical medicine

Searching, gathering evidence,
questioning and reconstructing events

Improvising when using skills in which
the character has no training

Speaking, reading and understanding
languages

Command, morale and organising
people under pressure

Knowledge of history, creatures, ancient
places and obscure subjects
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Typical Specialities

Potions, Poisons,
Transmutation

Training, Husbandry,
Falconry

Bow, Crossbow

Strength, Endurance,
Coordination

Trade, Finance

Smithing, Carpentry,
Leatherworking,
Masonry

Disguise, Forgery

Court, Mercantile,
International

Wagon, Chariot

Physic, Surgery,
Herbalism

Criminal, Research

Individual languages

History, Monsters,
Arcane, Heraldry
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. Casting Spells, Dreams and Tradition may vary by
Magic .
Enchantments setting
Melee Fighting unarmed or with hand weapons Unarmed, Blades, Blunt,
Polearms
Navigation Finding routes over land and interpreting Land, Underground
maps, stars and landmarks
Performance Mus!c, actmg,. storytelling, dance and Music, Aptmg,
public entertainment Storytelling
Persuade Qonvmgmg, bargaining with and )
influencing people personally
Observation, scouting, surveillance and
Recon ;
spotting danger
Religion Theology, ritual, religious institutions, Individual faiths or
9 spirits and sacred traditions traditions
Riding Riding and controlling mounts Horse, Exotic Mount
Seclity Lock§, traps, alarms and physical Locks, Traps
security
. Sailing, rowing, ship handling and Sailing, Boats,
Seamanship working aboard watercraft Navigation at Sea
. Pickpocketing, palming objects, Pickpocket,
Sleight . :
concealment and manual trickery Legerdemain
Stealth Moving, hiding and acting without being
detected
Steward Hougehold management,.hos'pltallty, el Gan
service and courtly organisation
. Criminal society, illicit contacts, local
Streetwise
gangs and black markets
. Staying alive in wilderness and hostile Forest, Desert,
Survival ’ . .
environments Mountain, Arctic
Tactics Planning and understanding small-unit Infantry, Cavalry, Siege
combat
Thrown Javelins, throwing I.(nlves, slings and Sling, Javelin
other manually projected weapons
Trade Running businesses, organising supplies Merchant, Caravan,

and understanding markets Shipping
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Magic
Magic is the core supernatural skill. It is used for Spells, Enchantments and
Dreams unless a setting specifically introduces another magical tradition.

A character does not automatically possess Magic simply because magic exists in
the setting. Careers such as Wizard can grant Magic 0 on entry in the same way
that the Esper career grants Esper 0 in a modern/SF game.

Alchemy, Lore and Religion can assist magical work without replacing the Magic
skill.

Jack-of-All-Trades

Jack-of-All-Trades works exactly as in the modern/SF rules. It is never added
directly to a task.

Jack-of-All-Trades Untrained DM
None -3
1 -2
2 -1
3 0
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Fantasy Background and Careers
Before becoming adventurers, mercenaries, scholars, wanderers or heroes,
characters had ordinary lives.

They grew up in villages, temples, workshops, castles, ports, caravans and city
streets. They learned what the people around them knew and acquired skills
simply by living there.

Background Skills represent this experience.

Background Skills are normally gained at Skill 0. They represent familiarity and
basic competence rather than professional expertise.

A character raised among hunters may know how to track game and survive
outdoors without ever having been a professional hunter. Someone raised in a
noble household may understand etiquette and administration without possessing
wealth, rank or political influence of their own.

Background Skills are selected before Career Skills.
Choosing Background Skills
Choose one Background from the table below.

The character gains the Automatic Skill at level 0 and chooses two more skills at
level 0 from that background's Skill List.

If the Automatic Skill does not suit the character, replace it with another skill from
the same list.

A Background Skill already possessed at level 0 does not normally increase to level
1. Choose another appropriate skill instead. Backgrounds are intended to broaden
characters rather than provide advanced professional training.

The Referee may permit a character to exchange one Background Skill for another
when it clearly suits their upbringing.

Background Automatic Skill Choose Two

Admin, Art, Broker, Investigate,

Artisan Household Mechanic 0 .
Persuade, Science
N Animals, Broker, Carouse, Language,
Caravan Navigation 0 Recon, Survival
. Animals, Athletics, Carouse,
Coastal Community Watercraft 0 Mechanic, Navigation, Survival
Court Household Steward 0 Admin, Art, Deception, Diplomacy,
Language, Persuade
Criminal Quarter Streetwise 0 Carouse, Deception, Investigate,

Melee, Security, Stealth

Athletics, Mechanic, Navigation,

Farming Community Animals 0 Survival, Watercraft
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Frontier

Guild Household
Hunter Community
Merchant Household
Military Household
Monastic Community
Noble Household
Nomadic

Rural Village
Scholarly

Temple

Urban

Wealthy

Wilderness
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Survival 0
Broker 0
Recon 0
Broker 0
Athletics 0
Science 0
Diplomacy 0
Animals 0
Survival 0
Investigate 0
Persuade 0
Streetwise 0
Carouse 0

Survival 0

More Unusual Backgrounds

Animals, Athletics, Melee,
Navigation, Recon, Stealth

Admin, Art, Carouse, Mechanic,
Persuade, Streetwise

Animals, Athletics, Navigation,
Stealth, Survival

Admin, Carouse, Diplomacy,
Language, Persuade, Steward
Admin, Leadership, Melee, Recon,
Tactics

Admin, Art, Investigate, Language,
Medicine, Persuade

Admin, Animals, Art, Carouse,
Language, Steward

Athletics, Navigation, Recon,
Survival, Watercraft

Animals, Athletics, Carouse,
Mechanic, Navigation, Recon
Admin, Art, Language, Law,
Medicine, Science

Admin, Art, Investigate, Language,
Medicine, Science

Admin, Carouse, Deception,
Investigate, Persuade, Security
Art, Broker, Diplomacy, Language,
Performance, Steward

Animals, Athletics, Navigation,
Recon, Stealth, Watercraft

Fantasy settings often contain environments with no close historical equivalent.

These backgrounds may be available where appropriate.

Background

Dwarven Hold
Elven Enclave
Great Library

Mage's Household

Automatic Skill

Mechanic 0
Art 0
Investigate 0

Science 0

Choose Two

Admin, Art, Engineering, Melee,
Science, Survival

Animals, Language, Medicine, Recon,

Science, Survival

Admin, Language, Law, Medicine,
Science

Admin, Art, Investigate, Language,
Medicine
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Animals, Athletics, Medicine, Melee,

Monster Frontier Recon 0 . .
Survival, Tactics
Riverfolk Watercraft 0 Anlmalg, Broker, .Carouse, Mechanic,
Navigation, Survival
Subterranean . Athletics, Mechanic, Navigation,
q Survival 0 .
Community Recon, Science, Stealth

Art, Carouse, Deception, Language,
Persuade, Streetwise

Animals, Athletics, Leadership, Recon,
Survival, Tactics

Animals, Athletics, Medicine,
Navigation, Recon, Stealth

Travelling Performers  Performance 0
Warrior Culture Melee 0

Wildlands Tribe Survival 0

These should be adapted to the setting rather than treated as fixed cultural
templates. A dwarven society centred on banking and bureaucracy would produce
very different backgrounds from one organised around mining and warfare.

Education
Background describes where a character came from. Education describes what
they were deliberately taught.

Characters who received significant formal education may choose one additional
Background Skill at level 0 from:

Admin, Art, Investigate, Language, Law, Medicine, Performance, Science.
The Referee may alter this list according to the setting.

An apprentice academy might teach Mechanic or Broker. A military school might
teach Athletics, Leadership or Tactics. A temple school might emphasise
Language, Medicine or Art.

This additional skill should represent sustained instruction rather than something
the character merely encountered while growing up.

Literacy

In some fantasy settings, literacy is common. In others it is a specialist ability.

If literacy is assumed to be widespread, all characters who speak a language may
also read and write it.

If literacy is uncommon, the Referee may rule that characters are literate only if
their Background or Education reasonably provides it.

Backgrounds such as Scholarly, Monastic Community, Temple, Court Household,
Noble Household and Merchant Household would normally provide literacy.

This need not require a separate skill.
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Languages

A character choosing Language 0 knows one additional language well enough for
normal conversation.

In multilingual regions, characters may know additional local languages
automatically. The Language skill is most useful when knowledge of foreign,
ancient, scholarly or otherwise unusual languages matters during play.

A character raised in a caravan travelling through several kingdoms, for example,
should not need to spend half their Background Skills merely to justify speaking
the languages they grew up hearing.

Social Position

A Background does not automatically grant wealth, rank or authority.

A character with a Noble Household background might be a noble, but might
equally be the child of a servant, groom, clerk, guard or tutor.

A character from a Temple might have been an acolyte, orphan, servant, gardener
or student.

A Military Household character may be the child of a soldier rather than a soldier
themselves.

Where social status matters, determine it separately.
Backgrounds Are Not Careers

Background describes the world that shaped the character.
It does not determine what they eventually became.

A character raised in a Farming Community might become a wizard. Someone
from a Great Library might become a thief. A character raised among Travelling
Performers might despise performing.

Background Skills represent what characters picked up along the way, not what
they are expected to do with their lives.

Creating New Backgrounds

New fantasy backgrounds are straightforward to create.
Choose:

One Automatic Skill, representing something almost everyone raised in that
environment would be exposed to;

and

six or seven optional skills, representing things someone growing up there might
reasonably learn.
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Keep these skills at level 0.

If a background routinely provides several skills at level 1, it is probably describing
an apprenticeship or career rather than childhood experience.

For example:

Mining Settlement: Mechanic 0; choose two from Animals, Athletics, Engineering,
Melee, Science, Survival.

Pilgrimage Town: Steward 0; choose two from Admin, Broker, Carouse,
Language, Medicine, Persuade.

Castle Servants: Steward 0; choose two from Admin, Animals, Carouse,
Investigate, Persuade, Security.

Fishing Village: Watercraft 0; choose two from Animals, Athletics, Carouse,
Mechanic, Navigation, Survival.

Occupied Province: Streetwise 0; choose two from Deception, Language, Melee,
Recon, Stealth, Survival.

The purpose is not to catalogue every possible childhood. It is to give players
enough structure to answer a much more useful question:

What did this character know before they became an adventurer?

Careers

Each fantasy career uses the same three skill tables as the modern/SF careers:

Aptitude represents broad personal development and abilities picked up through
life in the career.

Professional represents the everyday skills of the occupation.

Advanced represents specialist training, leadership, deeper knowledge and
unusual expertise.

Roll 1D6 on the appropriate table whenever a career grants a skill roll.
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Warrior

Warriors include soldiers, guards, mercenaries, knights, gladiators, raiders and
other professional fighters.

1D6 Aptitude Professional Advanced
1 +1 STR Melee Leadership
2 +1 END Archery Tactics
3 Athletics Athletics Riding
4 Carouse Recon Healing
5 Melee Survival Thrown
6 Riding Tactics Lore
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Wizard

Wizards include magicians, sorcerers, witches, occult scholars, ritualists and other
professional users of magic.

On entering the Wizard career, gain Magic 0 automatically.

1D6 Aptitude Professional Advanced

1 +1 INT Magic Magic

2 +1 EDU Lore Alchemy

3 Language Alchemy Lore

4 Investigate Investigate Religion

5 Craft Language Healing

6 Persuade Craft Jack-of-All-Trades

Repeated results of Magic increase the skill normally. The Professional table
represents practical magical work, while Advanced represents the deeper
knowledge required for difficult Enchantments, Spells and Dreams.
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Rogue

Rogues include thieves, burglars, spies, assassins, smugglers, confidence
tricksters and other people who live outside respectable society.

1D6 Aptitude Professional Advanced

1 +1 DEX Stealth Deception

2 +1 INT Security Security

3 Athletics Sleight Investigate

4 Carouse Streetwise Melee

5 Deception Deception Language

6 Streetwise Melee Jack-of-All-Trades
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Ranger

Rangers include hunters, scouts, guides, explorers, wardens, trappers and people
accustomed to surviving beyond settled lands.

1D6 Aptitude Professional Advanced
1 +1 END Survival Survival
2 Athletics Recon Healing
3 Animals Navigation Lore
4 Archery Archery Animals
5 Riding Animals Tactics
6 Recon Riding Jack-of-All-Trades
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Priest

Priests include clergy, monks, temple servants, theologians, shamans, prophets,
healers and custodians of sacred traditions.

1D6 Aptitude Professional Advanced
1 +1 SOC Religion Leadership
2 +1 EDU Persuade Religion
3 Healing Healing Lore
4 Language Steward Diplomacy
5 Persuade Lore Healing
6 Carouse Performance Magic*

Magic* is available only where the setting allows priests to perform genuine magic.

In settings where divine or religious magic does not exist, replace this result with
Leadership or Lore.

Priests do not automatically gain Magic 0. A religion may be entirely mundane,
while another setting might make magical training part of a particular faith.
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Courtier

Courtiers include nobles, merchants, diplomats, scholars, officials, entertainers,
household officers and others whose careers revolve around civilisation, wealth
and influence.

1D6 Aptitude Professional Advanced
1 +1 SOC Diplomacy Leadership
2 +1 EDU Persuade Diplomacy
3 Carouse Steward Lore
4 Language Broker Language
5 Persuade Performance Trade
6 Art Trade Jack-of-All-Trades

Courtier is deliberately broad. A merchant prince might favour Broker and Trade, a
noble diplomat Diplomacy and Leadership, a bard Performance and Carouse, and
a scholar Language and Lore, while all remain products of essentially the same
social career.
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Magic

Magic in Andromeda is physical, costly and dangerous. It is not a separate
resolution system. Magical actions use the normal 2D task roll, Difficulty, Effect,
Edges, Snags, opposed rolls and cooperative rules.

There are three broad forms of magic: Enchantments, which alter objects; Spells,
which produce immediate effects by drawing directly on the caster; and Dreams,
which are larger workings normally requiring ritual, preparation and favourable
circumstances.

Magic uses the Magic skill together with the characteristic appropriate to the
magical tradition. Intelligence and Education are common, but a setting might use
Social Influence for divine magic or Endurance for ecstatic or shamanic traditions.

Casting Magic

Roll normally:

2D + characteristic DM + Magic + modifiers against 8+.

The referee sets the Difficulty according to the scale of the effect.

Effect Difficulty Typical Scale
Minor Routine +2 Light, heat, movement, stoppmg bleeding, small physical
alteration
Standard Average +0 A useful physical effect affecting one person or object
Powerful Difficult -2 Serious healing, weapon-like attack, substantial

transformation

Deadly Very Difficult -4 Devastating attack, major healing, large area or several

targets
Extreme Formidable -6 Effects beyond ordinary human capability
Dream -6 or worse Large-scale, permanent or reality-changing effects

This is guidance rather than a spell construction system. Individual spells should
normally have their Difficulty, Attribute Cost and effects written down.
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Attribute Cost

Every Spell and Dream has an Attribute Cost.

The cost is paid from STR, DEX or END as specified by the spell. It is treated
exactly like damage and cannot be reduced by armour.

Examples might be:
Cost END 2

or:

Cost STR 1, END 2

The cost is paid whenever the caster attempts the spell, whether the spell
succeeds or fails. Beginning magic commits the caster to it.

This makes spellcasting inherently dangerous. A magician who is already injured,
exhausted or weakened may be perfectly capable of casting another spell, but
doing so may incapacitate or kill them.

As a rough guide:

Spell Difficulty Typical Attribute Cost
Routine +2
Average +0
Difficult -2

Very Difficult -4

Formidable -6

o 0w N =

Specific spells can vary. A particularly efficient spell might cost less; an
exceptionally violent or unnatural one might cost considerably more.

Attribute Cost is part of the spell, not part of its Difficulty. A magician can make a
spell easier to cast without making it safer.

Magical Edges and Snags

Edges and Snags work normally, but magic adds two possible spends.
Edge: Conservation. Reduce the Attribute Cost by 1.
Snag: Backlash. Increase the Attribute Cost by 1.

In cooperative magic, additional Attribute Cost caused by Snags is borne by
whichever participant the leader assigns it to, just like other Snags.
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Spells

Spells produce immediate physical effects. Healing wounds, throwing fire, calling
lightning, freezing water, breaking stone, creating light, moving objects and
temporarily changing living creatures are all Spells.

A Spell normally takes one minute to cast.

Casting Time DM
Instant -2
One combat round -1
One minute 0
Ten minutes +1
One hour +2

A magician can therefore throw a spell in combat, but doing so is more difficult.
Given ten minutes to draw signs, chant, concentrate or prepare components, the
same working becomes easier.

The Attribute Cost does not change with casting time.

Physical Attack Spells

Magical attacks use the normal weapon rules. Give them Damage, Penetration and
Trauma just like any other attack.

Magical Attack Damage Pen Trauma
Minor 0 0 0
Powerful 2 1 1
Deadly 4 3 3
Extreme 6 5 5

The nature of the attack determines its other qualities. Fire may ignite things.
Lightning may ignore some forms of protection. Ice may leave an area hazardous.
These are effects of the spell rather than reasons to introduce a separate magical
combat system.

A magical attack can therefore cause a Critical Hit exactly like a bullet, sword or
animal attack.

Resisted Spells

A spell directly imposed upon an unwilling living target is normally Opposed.
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Both sides roll normally. The target uses whichever characteristic and skill best
represents their resistance. Magic may oppose Magic, physical transformation
might oppose END, mental domination might oppose INT or another appropriate
combination.

The higher Effect wins. Edges and Snags break ties normally.

Enchantments

Enchantments alter physical objects. They may increase the ratings of weapons
and armour, add Traits, or give an object some other persistent magical property.

Enchantments cost time rather than Attribute points.
Each point of Enchantment normally requires one hour of work.
A point of Enchantment can normally:
* Increase Damage, Penetration, Trauma or Armour by +1.
% Add a straightforward magical Trait.
*  Produce an equivalent minor permanent alteration to an object.

The referee decides the value of more unusual effects.

Enchantment Difficulty
1 point Average +0
2 points Difficult -2
3 points Very Difficult -4
4+ points Formidable -6 or a Dream

A mundane object should normally hold no more than three Enchantment points.
Objects exceeding this are exceptional artefacts and may require a Dream to
create.

Enchantment Time

The normal working time is one hour per point.

Time per Point DM
One minute -2
Ten minutes -1

One hour 0
Six hours 1
One day 2

Thus enchanting a sword with Damage +1 and Pen +1 is a two-point
Enchantment. It normally takes two hours and is Difficult (-2).
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Trying to do the same work in twenty minutes gives another -1 DM. Spending
twelve hours on it gives +1 instead.

Failure wastes the time. A Snag may consume materials, damage the object, leave
a magical flaw or create an unwanted property.

Dreams

Dreams are magic too large, deep or permanent to be comfortably performed as a
Spell.

Changing the weather across a kingdom, opening a gate between worlds, raising
the dead, sinking an island, placing a curse on a bloodline, making an immortal
artefact or transforming a forest are Dreams.

Dreams are normally cast through ritual.

A Dream has a Difficulty, an Attribute Cost and a required ritual time. One day is a
reasonable default for a substantial Dream.

Ritual Time DM
One hour -2
Six hours -1
One day 0

Three days 1
One week 2

Dreams commonly have Attribute Costs of 6, 8, 12 or more points. During a ritual
these costs may be divided among successful magical assistants as the ritual
permits.

The cost remains real damage.
Casting a Dream Without Ritual

A magician may attempt to cast a Dream directly. This is possible but it is also an
extremely bad idea.

Casting a Dream without its ritual takes one minute, gives DM -6, and doubles its
Attribute Cost.

Normal Spell casting-time modifiers can then be applied if the magician wants to
attempt it even faster.

Someone can therefore stand on a battlefield, look at the approaching army and
attempt the Dream that calls down the storm.

They may even succeed.
They may also die doing it.
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Magical Advantages
All three forms of magic can be aided by Location, Timing, Assistance and
Offerings.

These are not requirements unless the specific magic says otherwise. They are
ways of making difficult magic possible.

Location

Places can possess magical significance.

Location DM
Favourable 1
Powerful 2

A favourable site might be a shrine, ancient stone circle, sacred grove or known ley
line.

A powerful location might be the conjunction of several ley lines, the heart of a
magical city, a place where reality is unusually thin or the actual site where the
magic originated.

Timing
Magic may be easier at the correct moment.
Timing DM
Favourable 1
Exceptional 2

Examples include sunrise, sunset, midnight, a full moon, a solstice, an anniversary,
an eclipse or a rare astronomical conjunction.

The timing must be meaningfully connected to the magic being attempted.

Offerings
An offering is something genuinely surrendered as part of the working.
Offering DM
Meaningful 1
Costly or rare 2
Extraordinary 3

An offering is consumed, destroyed, abandoned or otherwise lost.
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Its significance matters more than its monetary price. Burning a thousand credits is
not automatically magical. Destroying the only surviving letter from the person
whose ghost you are attempting to summon might be.

Assistance

Magic uses the normal cooperative rules.

One magician leads. Helpers make their own Magic rolls and successful helpers
add their Magic skill to the leader's roll. Failed assistance gives -1. The leader
decides who bears any Snags generated by the group.

An ordinary Spell can normally accommodate only one or two assistants. A Dream
ritual may involve dozens or hundreds where the fiction permits it.

A successful magical assistant may also voluntarily take one point of the spell's
Attribute Cost onto themselves.

Dream rituals can distribute much larger costs among participants if the Dream
specifically allows it.

Examples

Location, Timing and Offerings stack.

A magician attempting a Very Difficult (-4) Dream at an ancient ley nexus (+2),
during the correct lunar conjunction (+2), after making a significant offering (+1),
has turned an almost impossible working into something quite achievable.

The great works of magic should not usually happen because one magician
happens to have Magic-4. They happen because somebody finds the right place,
waits for the right night, gathers the right people, sacrifices something important
and performs the working properly.

Conversely, a desperate magician can ignore all of that and simply try.
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