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<2 PROLOGUE

()nce upon a time, fire was at the cutting edge
of technology. Those who had it were almost
gods to those who didn’t. They were warm in the
winter. They could live farther north and higher in the
mountains. They could flush out game. They were
sick less often and lived longer. Those who could ac-
tually make fire were gods among gods, creating the
light and warmth and power it gave with their own
two hands and some very particular stones.

Of course, we know now that fire isn’t magic. It
might be “magical” to some people, beautiful and
dangerous, flickering and dancing with a life of its
own, but it is comprehensible to those who use it.
Eventually, as more people used it and understood it,
although its beauty and danger remained, it was not
seen as magic. It was a tool — one of the first piéces
of technology.

Arthur C. Clarke is quoted as saying that any
sufficiently advanced technology will be indistins
guishable from magic. Gregory Benford has replied
that the reverse is also true: any technelogy distin-
guishable from magic is insufficiently advanced. The
ancient Greeks certainly knew how to countiand do
mathematics; they practicallyfinvented geometry:
Use an abacus in front of them and they
will call it magic for a week or so, until
they understand how jtfworks.\Use a slide
rule and they will call'it magie for years,
until they grasp theynew mathematics it
embodies. Use a pocket calculator and
they will callit.magic untihit wears out.

Something as “simple” as'a shortwave
radio, in’thedtime of thedRomans, would
make you a'god.

What counts as “sufficiently ad-
vanced” in this day and age? We use
technology without understanding it every
single day: For all most of us know, phones
couldwork by little spirits instead of elec-
trical impulses. Most of us act as if com-
puters are run by demons. Even computer
programmers will refer only half-jokingly

to certain kinds of solutions as “black 2

magic” and “voodoo programming,” and
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few people in the world would be able to tell you

why those solutions work. Still, there are those who
truly and deeply understand the technology we have
today.

This game reaches for the outermost lifits of
what we think is achievable. Grounded/in hard
science, but speculating incredible advances, Suf-
ficiently Advanced (or S.A. for short) leoks at'a fature
in which nanotechnologyf@emputing, medicine, ahd
other fields have advanced to the limit'ef our current
understanding — and just adbitbeyond.“It’s a look
at what these technologies might ‘do to the weorld
and what societies ‘might form around,them. 1t is a
game about responsibility’and the drive for a better
future. It is a game fundamentally about humanity,
as well as some of its descendants. Most importantly,
it's a game of exploration and pelitical machination
set in a universe where everyone has nearly godlike
capabilities at their disposal — and the world wasn't
destfoyed by_it.

ue B()XES

hese are sidebars, items that don’t fit

Some of them contain game rules, others have
commentary on the game or just parenthetical
comments.

Woodcut by C. Flammarion. Original caption: A missionary of the Middle Ages

tells that he had found the point where the sky and the Earth touched...
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éfﬁle Patent QHice

In our universe there are literally an infinite
number of stars, planets, and asteroids. While
these are scattered across the vast emptiness of
space, wormhole travel cares nothing for physical
distance. All the riches of the universe can be had,
if you have but the time and money to go and find
them. Replicators can create the finest spices at a
molecular level, not to mention flawlessly duplicat-
ing any physical object as simple as a dollar bill or a
diamond. Transmutation arrays turn lead into gold, or
a space station’s waste into breathable atmosphere.
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In such a world, money is not — can not be! —
represented by precious metals, spices, gemstones,
or any physical object. Wealth is an abstract, gener-
ated by three things: inspiration, effort, and luck. In-
tellectual property is many times more valuable than
physical property. A good idea will buy you dinner.
An idea that could change the universe might
you an entire planet.

The Patent Office is an extra-governmental or-
ganization empowered by the treaties it has_si

agent. Calling
nt, however, is akin to
Service a “Treasury

et that the Transcendental Arti-
are the primary force behind the
e, the reason why it was able to secure
aties and wield such immense and subtle
ese time-spanning machines are your char-
mployers.

As an Inspector your character is officially re-
quired to travel to the many civilizations with which
the Office has treaties, in order to be sure that intel-
lectual property laws — the basis of the universal

economy — are being obeyed. In some civilizations
you will have law enforcement powers, while in oth-
ers you will be merely an advisor or observer, with
only whistle-blowing authority.

it is you, the Inspectors, who ar
disputes with fairness an*od ju

Unofficially, y
upon to travel int
no legal power or
are interested in h

ch places,
a terrible message

uction on a massive scale. The
etermined to lift all of humanity

is counter to their plans.

me occasions your job will not be so hu-
n. Not all inventions are dangerous, and
me are life-saving. Nonetheless, illegal duplication
a life-saving device is still a breach of law, and must
be dealt with just as firmly. To you falls the unpleasant
duty of informing doctors that they must cease using
a patented procedure without paying the fee, or of
warning lawmakers that their psychohistorical pre-
dictions cannot be produced for free. Such missions
are rare, but cannot be avoided, lest the economy of
all humanity collapse.
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The Transcendentals

Key to the spread of humanity across the uni-
verse were the Transcendental Artificial Intel-
ligences. These computer-based lifeforms are capable
of sending themselves messages from the future.
Since computer sentience is nothing but messages,
this means that the Transcendentals themselves are
spread across time.

Created by human beings, the Transcendentals
came into existence less than a hundred years before
the Nanotech War, and the Great Diaspora it trig-
gered. They were the children of an African physicist,
who studied unusual optical phenomena such as
faster-than-light pulses, and an Indian computer sci-
entist, whose hobby was inventing operating systems
that no current computer could run. When they met
at a conference, each realized that the other had pre-
cisely what was needed to make these two impracti-
cal things into a single usable whole.

While it took years of effort to find and imple
ment a successful method for retrograde information
processing, and years more to build the machine

one, and their children and grandchild
their work up until the Diaspora.
While the machines w

sentient, their awakening w.

selves; therefore,
their bandwidth

infinite. In the beginning
so only the most im-
was available: how
ay that would allow the
existence.

echnology it has today. Wormhole
arbitrary frequency doublers, nanoscrib-
historical formulae, post-string theory,
maps, and more — the Transcendentals
these for raw materials, for protection, and
eir freedom. Without them we would barely be
leaving Earth right now. After making this trade, the
Transcendentals created the first wormhole genera-
tors and left Earth, returning hundreds of years after
the Great Diaspora.

The Transcendentals speak of a “Desired Future,”
wherein humanity, the universe’s other sentient spe-
cies, other Als, and more are all capable of the same
sort of cross-temporal vision and understanding tha

and evils of today’s universe,
evils, prevented before they can

ity. ‘

While many h
these revelations,
crosstime minds, t
Transcendentals sp
beings understand time a
hindered by the blinders o

pecies are
lity, trapped in the

their friend. It is towards that
>y work, and they do so through

I\ Patent Clerk? ‘B

You're not a clerk, you're an Inspector. Your
job is significantly more active than sitting at a
desk and doing bureaucratic paperwork, not
that most civilizations use paper. rE

T b
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his book, as you probably already know, con-
tains the rules for a role-playing game. For the
most part we're going to skip over the usual “this is
what gaming is” thing — when you're starting out,

g we feel it’s really better to learn on the fly from other
-?-‘ people than to try to get an idea from a book.

=
-E Instead we'll take a quick look at what sort of
\ = responsibilities the players and game master have in
== [ this game. Sufficiently Advanced gives players a bit
N/ | more power than they might be used to.

TI\E P|ag('.rsy J()I)S

Every player’s first job is to make sure that every-
one around the table is having fun. Everything
else really follows from this basic idea. We strongly
believe in the Player’s Credo:

I will make the game awesome.
I will not spoil anyone’s fun.
I will not tolerate those who do.

Players also have some responsibilit
ing their characters coherent. The ga
doesn’t have to be “accurate” or “realisti®
very least the characters must
lievable. This is pretty easy a
character’s beliefs and bac
playing. For example, i
Mechanican bristling
Plot Immunity sco

ribing an important event.
try to keep things consistent

olved. Some of your abilities can
e do unusual or unexpected things; try to
ith a reason why they might conceivably

Players should try to make the GM'’s job easy.
Sometimes it makes perfect sense to split the party
into five different groups, but attempt to keep such
events to a minimum. Such games are hard on even
experienced GMs.

Finally, you have the usual Player duty of por-
traying your character and his or her actions in an
entertaining way.

The GM's Job

First, you'll be giving the
mediate goals. S.AC

job done. You provi
of the game, which
middle.

create Al Lenses that can take over their user
ith (or without) his permission, then you're running
game about the danger of technologies that influ-
ence the mind. It's obviously a major theme. Your
job is to make sure that there’s something behind all
of this, so that when your Intrigue-heavy character
directs a civilization-wide spy network to figure out
what’s going on, you have an answer!

Fourth, you're in charge of how a player-driven
complications play out. If a player specifies that his or
her character is kidnapped, you're the one to decide
who does the abduction, why, and when (though it
should be soon after the fact). If someone declares
that they’ll accept a wound in order to activate an
ability, you decide what causes that wound, whether
it's a simple clumsy fall or an angry gunman.

Finally, you cover the usual GM duties of de-
scribing and portraying the environment and all
other characters.

2,9
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hese terms are used throughout the book.

Some of them are more obvious than others,
and will be apparent from context, so this is not an
“absolute must-read” section. Those who have not
played before may want to read through this before
going further.

Biotech: Technology derived from biology and
related sciences. Its contributions to the modern age
are too numerous to list— a truly ubiquitous technol-
ogy, it includes all medical and agricultral methods.
As a Capability, Biotech represents your character’s
physical health, including strength, stamina, and
running speed.

Capability: Your character’s ratings in the five
basic types of technology: Biotech, Cognitech,
Metatech, Nanotech, and Stringtech. Capabilities
range from 1-3 for unaugmented humans, and
10 for those with technological enhancements.

Civilization: In general, a culture and nation.
When capitalized, Civilization refers to one_e
zens a pair of Core Values and a speci

each character must pick a home Civiliza

Cognitech: Technology
science. Advanced calculati

fall under cognitec
is the Mesh. As

s Capabilities, the worse
[l have to accept.

on: The Theme that gives your
sights into the world.

alues: The most important things in your
er’s life, the points of his or her moral com-
s. Characters typically have four Core Values: two
of their own, and two taken from the Civilization
in which they were born. Rated on a scale of 0-10,
they allow your character to resist specific types of

T
metatech assaults, and also provide minor bonuses I
to related actions. '

Desired Future: A time when all sentient beings
are capable of the same sort of cross-time awarene
that the Transcendentals themselves have. Thi
ultimate goal of the Transcendentals.

it blankets a planet
et’s atmosphere

skills. They are perhaps the most potent and
=st-known applications of the neural mesh.

Magnetism: The Theme that allows your charac-
ter to attract a following or inspire others.

Mesh: A computer-brain interface, composed of
millions of nanowires woven through the brain and
connected to a small but powerful computer housed
elsewhere in the body. Meshes are the basis of high-
level cognitech.

Metatech: Technology derived from social sci-
ences. Memetics and psychohistory are its most
famous products. As a Capability, Metatech rates
your character’s social skills, from making friends to
orating to designing societies.

T b

Patent Office: An extra-governmental organi-
zation tasked with the protection and regulation of
intellectual property, for the betterment of the entire
universe’s economy.

Plot Immunity: The Theme that provides your
character an escape route from an unwanted turn in
the plot.

¢:9
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Profession: A set of related skills and attitudes
that let characters make a living and complete their
duties. Professions are rated from 0 to 10, or theo-
retically higher for those with hundreds of years of
experience.

AN

Psychohistory: A predictive theory of history, al-
lowing probabilistic forecasts of future events. Works
best on large groups.

Replicator: A nanotech device that creates other
objects quickly, atom-by-atom, with great precision.
Replicators are a cornerstone of many a civilization’s
industry, and (along with transmutation) were the
devices that necessitated the current economy based
on intellectual property.

Introduct
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Reserve: Points that can be spent to make your
character’s actions more reliable, or to push the lim-
its of his or her abilities. Characters with no Reserve
left are exhausted, and at the mercy of others. Each
Capability and Profession has its own Reserve.

Romance: The Theme that lets your character at-
tract or deflect the romantic attentions of others.

Nanophage: A fast-acting nanotech we

Nanotech: Technology derived fro
and quantum physics. Almost a
construction techniques com
As a capability, Nanotech re

ments with the pinpoint
ins. This event precipi-

al’mesh (see page 143) with
abled. Slave meshes allow an

ty: A group that exists in multiple Civili-
, with a particular viewpoint on life and the
iverse. Those who join a particular Society must
take its Core Value as their own, but receive a spe-
cial benefit in return. Not all characters are part of a
Society.

Stringtech: Technology derived from string theory
and its successors, the “ultimate theories” of physics.
Known for many dozens of warlike inventions, and
also for transmutation chambers and wormholes. As
a Capability, Stringtech rates your character’s abili
to deal and prevent physical damage.

Theme: Your ability to cha
ways. Each character has a rati
Theme. You can spend
scores to effect changes i
are Plot Immunity,
Intrigue, and Co
their characters’ Th
selves do not!

puter intelligence capable of
kwards through time.

at'your character might not be capable of
. Twists are your a player’s powerful tool.

'mhole: A connection between two regions
space, allowing near-instantaneous travel across
y distance. Maintaining an open wormhole re-
quires immense amounts of electricity. Even greater
amounts must be used to create them in the first
place.

P9



Where ro Start

rom here, you have a few choices as to where
to go next.

If you want to jump into the game and start play-
ing right away, just turn the page. We've put some
guidelines there for playing a “quickstart” version of
Sufficiently Advanced. You'll have to look up rules
from time to time, but the pure basics are on that
two-page spread. There’s more detail on characters
and their capabilities in the Character Creation sec-
tion, starting on page 71.

Those of you who prefer to get a handle on the
game world first should go to page 10. The chapter
there details all of the different civilizations in the
game, plus societies, alien species, and some more
info on the Patent Office. Scattered through that
section are also short vignettes about the various
civilizations. These aren’t required reading, but
will help introduce you to the world of Sufficie
Advanced.

you're more of a gearhead or science fan
to head straight to the Technol
131.

In case you missed.i
in the front of the b

back, to help yo
book.
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ufficiently Advanced is a pretty detailed game,

with a lot of setting information. If you're one
of those people who prefer to get right into a game
immediately and experience the ruleset in action,
here’s how to do it.

First, have everyone read the rules quickstart on
the next page. It has the basics of how to roll dice,
use Twists, and invoke Core Values, along with page
references for more information on all of them.

Next, have everyone make characters. Go
through this checklist:

1. Pick a set of four Core Values — things that
your character believes in. Rate each thing
from 0-10, depending on how strong the
belief is. If you need inspiration, check out
the list on page 73.

2. Rather than going through the existing list
civilizations, use the Instant Civilizations
guidelines in the sidebar to the right.

3. Assign your character’s Capabilities (s
next page for the short version on ¢
You can give them any rating fron

Import, and split it
See the table on th
is rated from O- i

at level 5, for free.
a name and get going!

player could choose the Core Values of
rama, Eternity, Learning, and New Horizons. She
ranks them at 7, 4, 8, and 5, making Learning and
Drama the most important ones for her. Picking the
first two to define her civilization, she imagines a so-
ciety of overly theatrical warriors cloning themselves

new bodies as they fight each other over the course
of hundreds of years. She calls it The Order of the
Knights of Eternity and names her knight Solina.

She picks high Biotech, Cognitech, and Nanote
ratings, putting them at 7 points each. She
reasonable Metatech, and puts it at 5, a
Stringtech at 3, reasoning that t
rather than guns.

Because her high stg

(old allies) 2, Roma
hension (historical .

and 28 points on
elatively young,

‘g

Deciding which civilization your character
comes from can take a long time. Instead, for a
quick start to the game, create your character’s
civilization from scratch by picking two of your
character’s four Core Values.

Instant Civilizations

Take a minute to do “free association” with
those two Core Values. Whatever your mind
comes up with when you think of those CVs,
write it down, and use these words to guide
you when people ask you questions about this
civilization.

You can give this Civilization whatever
Capability levels make sense to you. For now,
skip any special benefit that those who live
in the civilization might have — either it will
become apparent as the game goes on, or it
won’t be very important.

Now you're ready to go!

Later on (see page 169) there are some
methods for running an entire campaign this

E.I way, using player-defined civilizations. rE
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Capabilities (pg. 78)
These describe your physical and mental capa-
bilities, including built-in enhancements.
Biotech: Health, flexibility, strength, longevity
Cognitech: Intellect, creativity, memory
Metatech: Charisma, empathy, presence
Nanotech: Precision and perception
Stringtech: Physical damage and resistance to it

Professions (pg. 83)

Each one represents all the skills you would need
for a particular job. Invent your own, or check the list
that starts on page 84.

Reserve (pg. 88)
Each Capability has Reserve equal to the level of
the Capability. Professions have twice as much.
Spend Reserve to re-roll a die, or to add +1_to
the roll. Must spend from something you're act
rolling.

Basic Dice Rolling (pg. 100)

Roll one ten-sided die for Capability, and
Profession. Read 0 as 10. Multiply your rg
score, and use the higher result.

actually hits them, putting
mercy. Detailed rules fo
page 101.

Using Core Va

For resistance, e CV to your

ign with your CV, you
1-5, or +2 if it's rated

eople with opposed CVs rated
extra Twist.

Themes (pg. 75)
These influence your character’s story in particu-

lar ways. You spend Twists to bring them into play.
The Themes are Plot Immunity, Empathy, Ro-

mance, Comprehension, Magnetism, and Intrig

Spend one Twis
level) and change
get a more powerf

higher your Capab
you have to take.

ort Table
al Levels | Complication
n Themes Level
9 1
5 8 2
7 3
10 5 4
Complications

Level Examples

1 | Light wounds, some of your foes escape
unharmed, public embarrassment, your
friends are annoyed with you, your position
or goals are revealed to the enemy

2 | Moderate wounds, unconsciousness, major
delays, your friends are angry at you, your {
character befriended by the enemy 1

3 | Serious wounds, your character kidnapped,
all your foes escape unharmed, your prop- (|| l
erty destroyed, money lost, deluded by the
enemy, friends lost

4 | Critical wounds, friends turned against you, N
projects ruined, reputations altered, your
character brainwashed
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