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THE YEAR IS 2050 . . .. 
NIGHT ON THE TOWN .. 
AND SO IT CAME TO PASS . 
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Trlbuladons . 
The Sixth World . 
The Dance. 
The Indian Quesdon 
Treaty of Denver . . 
Gobllnlzadon . . 
Magic and the Matrix . 
Crash of '29 . . . . 
The Superpowers . 
Independence fever 
New Violence . 

GAME CONCEPTS . . 
Roiling the Dice . 

Rule of One 
Rule of Six 
Success Tests 
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ResistedjUnresisted Tests 
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Dice Pools 
Modifications . . 
Other Conventions . 

Deftnldons 
Characters 
Skills. 
Magic 
Matrix . . 

MET AHUMANITY 
Dwarf . 
Elf . .. 
Human 
Ork 
Troll . 

CHARACTER GENERATION. 
Attributes . 

Attribute Ratings . 
Other Dlsdncdons 

Skills. 
Gear . 
Cyberware 
Spells . . 
Contacts. 

Generadng Characters 
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Archetypes . . . . . . 
ARCHETYPES . . . 
DEVELOPING THE CHARACTER . 

SkIlls. . . 
Dice Pools. 

Astral Pool 
Defense Pool . 
Dodge Pool 
Hacking Pool . 
Magic Pool . 

Money . 
Languages . 
Condldon Monitors . 
Allergies . 

Substances . . . 
Severity. 

finishing Touches. 
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Metahumans . 
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COMBAT . . 
Combat Tum Sequence . 

Initiative Results 
Extra Actions . 

Acdons 
Interception . 

Pursuit 
Dice Pools . . 
fire Combat . 

Target Number . 
Target Modifiers 
Success Test Roll 
Calculating Damage 
Reducing Damage 
Applying Damage 
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