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is higher, the test fails.
Though you want to roll equal to or under the target number, you 

also want to roll as high as possible in order to get a superior success 
(p. XX) or to beat your opponent in opposed tests (p. XX).

WHO ROLLS?
Players roll the dice when making tests for their characters; GMs 
roll for NPCs. Sometimes the GM makes tests for PCs in secret, so 
as not to alert players to something their characters wouldn’t know, 
like whether or not they spot a clue. It’s a good idea for GMs to keep 
a copy of the PC character sheets on hand.

Treat multiple characters engaging in the same activity—such as 
a group searching a room or someone attempting to calm an angry 
mob—as a single entity. In this case, simply roll once for the group, 
using the highest skill among them—or the lowest, if the group is 
an impediment. If the result may separately impact multiple char-
acters, however, have them roll individually. If a group of characters 
actively cooperates on a test, use the teamwork rules (p. XX).

DIFFICULTY AND MODIFIERS
Fixing a common glitch in your favorite robot isn’t as difficult as 
repairing an unknown malfunction on an unfamiliar model. These 
degrees of difficulty are represented by modifiers—adjustments that 
raise or lower the target number. An easy test provides a positive 
modifier, increasing the target number. A difficult test inflicts a 
negative modifier.

Modifiers are assigned in multiples of ten, ranging from +10 to 
+30 and –10 to –30, as noted on the Modifiers table.

In addition to the test’s inherent challenge level, various situa-
tional aspects may also influence the test, such as high-quality 
gear, poor environmental conditions, or the health of the character. 
These factors are also represented as modifiers based on their level 
of severity, as noted on the Modifiers table.

GMs assign modifiers as appropriate to the situation. If multiple 
circumstances affect a test, we strongly suggest the GM assess the 
situation as a whole and apply a single modifier based on the overall 
net effect, rather than taking the time to itemize individual modi-
fiers. No set of multiple modifiers should impact a test by more than 
+/–60.

SUPERIOR RESULTS: THE 33/66 
RULE
Sometimes you will rock your test with flair, sometimes you will 
fumble it like a noob. On a roll of 33 or more that succeeds, you get 
a superior success. On a roll of 66 or more, you get two superior 

HOW TO PLAY
Eclipse Phase is played as a collaborative story-telling project that 
takes place in the players’ imaginations. The gamemaster (GM) 
details the setting, portrays the NPCs, adjudicates rules, and sets 
the stage for the adventure scenario. The players take on the role of 
their characters and describe their actions. Each character is defined 
by a set of characteristics—skills, traits, etc.—listed on their char-
acter sheet. When the characters encounter difficulties or engage in 
conflicts with NPCs, dice are used to determine the outcome.

DICE BASICS
Eclipse Phase uses two ten-sided dice for skill tests and most other 
rolls. Rolled dice are read as percentiles (d100), with the first die 
serving as the tens digit and the second as the ones digit. Percentile 
dice rolls result in a number between 0 and 99 (00 is read as zero). A 
roll of 5 and 3, for example, is read as 53. Use different colored dice 
to note which one to read first or use ten-siders made for percentile 
rolling as pictured.

For some other rolls (damage, stress, refreshing pools), Eclipse 
Phase uses both six-sided (d6) and ten-sided (d10) dice. These dice 
are added together, sometimes with a modifier, to get the result. A 
2d10 + 3 damage roll of 5 and a 3 would result in an 11.

In a few rare cases, the rules may call for division. In this case, 
always round normally (i.e., a result of 1.5 or higher is rounded to 
2).

WHEN TO ROLL THE DICE
Roll the dice when the results may influence the plot or have other 
consequences, when the situation is challenging, when a character 
is unskilled, or when a character is opposed by another force. Don’t 
make tests for mundane, everyday tasks. A skill of 40 or more 
assumes a professional level of competency. You don’t need to roll 
every time your character pilots a ship, looks up something basic 
online, or talks to an NPC—to speed things along, you and the GM 
should assume characters breeze through the easy stuff. Save the 
dice rolling for situations with dramatic stakes.

MAKING TESTS
When the GM calls for a test, roll percentile dice and compare 
the result to the target number. The target number is based on the 
character’s skill, aptitude check, or rep network score. If the result is 
equal to less than the target number, the test succeeds. If the result 

THE ULTIMATE RULE  
All of the mechanics presented in this rulebook should be consid-
ered guidelines. We’ve done our best to provide a balanced system 
that can handle most of the things that will come up in a game, 
but your individual preferences and play style may differ, and we 
can’t cover everything. If you don’t like a rule, change it. If you 
can’t find a rule quickly, wing it and look it up later. If you disagree 
on a rule’s interpretation, take a vote or flip a coin. Never let the 
rules and dice rolls get in the way of a good story. Just make sure 
everyone in your gaming group is on board with the changes and 
having fun.

MODIFIERS
Difficulty Situational Factor Modifier
Effortless Major Bonus +30
Simple Moderate Benefit +20
Easy Minor Boost +10
Average +/–0
Difficult Minor Hindrance –10
Challenging Moderate Impediment –20
Hard Major Drawback –30
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successes. On a roll of 66 or less that fails, you get a superior fail. On 
a roll of 33 or less, you get two superior fails.

For each superior result, choose one of the following. For two 
superior results, you may choose two of the following or one twice 
for double the effect:

• Quality: The work is more exact (success) or more sloppy (fail). 
This may affect subsequent tests by +/–10.

• Quantity: The test consumes fewer (success) or more (fail) mate-
rials or produces fewer or more results.

• Detail: You acquire much more in-depth/nuanced (success) or  
false (failure) information.

• Time (Task Actions only): The action takes a shorter (success) or 
longer (fail) amount of time, by +/–25%.

• Covertness: The action is less (success) or more (fail) obvious or 
draws less or more attention (+/–10 as appropriate).

• Damage: Successes inflict more (+1d6) damage (fails miss).

Use superior results for extra style and oomph factor when 
making tests. Superior results may not apply to every dice roll; a 
binary success/fail is often enough to move the story forward. This 
is especially true for tests that fail—the consequences may be severe 
enough without needing to know how badly the character screwed 
up. The GM decides when to apply superior results.

CRITICALS
When you roll doubles on a test—00, 11, 22, etc—you score a 
critical result. If you roll a critical and succeed, you get a critical 
success. If you roll a critical and fail, you score a critical failure. A 
roll of 00 is always a critical success, a roll of 99 is always a critical 
failure, no matter the target number.

Criticals have more impact than superior results. They represent 
“Wow!” moments where you stun onlookers with your proficiency 
or ineptness. They provide extra bonus effects/penalties, as deter-
mined by the GM. Here are some examples:

• A critical hit either doubles the damage or reduces the target’s 
armor by half (GM/player choice)

• Carry +/–20 forward to the next test you make
• Take an extra action (critical success) or lose your next action (crit-

ical failure)
• Break a weapon/tool (critical failure)
• Regain 1 expended Insight, Moxie, or Vigor point (crit success)

You are encouraged to devise creative critical results as appro-
priate to the situation. If a critical is also a superior result, only the 
critical applies.

DEFAULTING
If you lack the skill you need to make a test, you can rely on your 
character’s innate talents and default to the skill’s linked aptitude 
instead (see Aptitudes, p. XX). For example, if you lack Guns 
skill, you can still shoot using your Reflexes aptitude as the target 
number.

There is no modifier for defaulting, but critical successes are 
ignored.

In some cases, the GM may allow you to default to a related skill. 
For example, someone trying to repair a gun without any Hardware 

skills could default to their Guns skill. In this case, a –10 to –30 
modifier applies, depending on how closely the skills are related.

Some skills are so complex or require such training that they 
cannot be defaulted on, as noted on the Skill List (p. XX).

TEAMWORK
Multiple characters may cooperate on a test, such as pushing open 
a door or repairing a robot together. These collaborators must 
reasonably be able to communicate and work together in an efficient 
fashion. Only one character rolls for the test (usually the one with 
the highest skill). Each additional contributing character provides a 
+10 modifier, up to a maximum of +30.

For tests involving Knowledge, Technical, or Vehicle skills (p. 
XX), collaborating characters must possess the tested skill at 40 or 
more to provide a teamwork bonus.

TYPES OF TESTS
There are two types of tests in Eclipse Phase: success tests and 
opposed tests.

SUCCESS TESTS
Success tests are the most common type of test. Use them whenever 
your character acts without direct opposition. Most skill tests, rep 
network tests, and aptitude checks are handled as success tests and 
require a quick or complex action (p. XX) to complete.

Success tests are handled exactly as described under Making Tests 
(p. XX).

TRYING AGAIN
If you fail a test, you may try again, but with a cumulative –10 
modifier. So your first re-try will be at –10, your second at –20, 
your third at –30, and so on. In some cases, the GM may rule that 
re-attempts are not possible, such as situations where you have only 
once chance to succeed before circumstances change. In certain 
situations, however, extra time may be of no help, and so the GM 
may rule that no modifiers apply.

OPPOSED TESTS
Opposed tests are called for when you are directly opposed by an 
NPC or other force. Negotiating, arm-wrestling, pickpocketing, 
and combat are all examples of opposed tests. Opposed tests are 
more difficult, because you must not only succeed but also beat your 
opponent.

When making an opposed test, both sides make a test as 
described above. If any modifiers apply to the situation, they should 
be applied to whichever side gains an advantage only (i.e., a nego-
tiation where one party has inside information) or to both sides if 
equally affected (i.e., two runners competing on a slippery surface).

If one opponent succeeds and the other fails, the successful one 
wins the contest.

If both sides succeed, whomever rolls highest wins.
If both sides tie or fail, either the opponents remain deadlocked 

or the highest roll wins (GM’s choice).
Note that critical successes trump high rolls on opposed tests. 

If both sides succeed, but the lower roller gets a critical, they 
manage to pull an upset victory from the clutches of defeat. If both 
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opponents roll criticals, the higher roll critically succeeds, the lower 
critically fails.

POOLS
Your character acquires points in several pools during character 
creation and upon sleeving into a morph. These pools reflect your 
character’s transhuman capabilities: your augmented intelligence, 
your enhanced physical prowess, your elevated charisma. They 
boost your inherent talent and enable you to face down challenges, 
overcome obstacles, and achieve impressive feats.

Each pool is linked to a different group of aptitudes and skills and 
may be used in unique ways to modify your rolls or provide other 
bonuses to your character.

Insight pool is linked to mental capabilities: Cognition, Intuition, 
and their linked skills.

Moxie pool is linked to social interactions: Savvy, Willpower, and 
their linked skills. It may also be used for Networking Tests.

Vigor pool is linked to physical efforts: Reflexes, Somatics, and 
their linked skills.

Flex pool is a wild-card pool. It can be used to affect dice rolls for 
any tests and for narrative control.

USING POOLS
You may spend points from your pools to affect the tests you make. 
Each pool may only be used for tests that use their linked skills or 
aptitudes (i.e., a Vigor point can be used on a skill test or aptitude 
check linked to REF or SOM). Flex my be used on any tests.

• Before rolling: Ignore all negative modifiers to the test.
• Before rolling: Add +20 to the test’s target number.
• After rolling: Flip-flop a d100 roll. For example, 83 becomes 38.
• After rolling: Upgrade a success to a superior success.
• After rolling: Downgrade a critical failure to a regular failure.

USING INSIGHT
Your mental pool may also be used for the following effects:

• Take an extra quick or complex mental or mesh action in an action 
turn. This action may only be taken after everyone else has gone. If 
multiple characters choose this option, they go in Initiative order 
after everyone else has taken their turn.

• Acquire a clue through investigation, research, or analysis of the 
facts at hand, without needing to make a test.

• Avoid making an Infection Test when using a psi sleight (asyncs 
only).

USING MOXIE
Your social pool may be used to affect Rep Tests and also for the 
following effects:

• Ignore the effects of 1 trauma.
• Refresh rep network favors at a cost of 1 point per favor level 

(refreshing Level 3 favors would cost 3 points).
• Acquire a clue by gathering information via social interactions 

without needing to make a test.
• Negate a player’s social gaffe that the character wouldn’t make.

USING VIGOR
Your physical pool may also be used for the following effects:

• Go first in an action turn. If multiple characters choose this option, 
they go in Initiative order before everyone else.

• Take an extra quick or complex physical action in an Action Turn. 
This action may only be taken after everyone else has gone. If 
multiple characters choose this option, they go in Initiative order 
after everyone else has taken their turn.

• Ignore the effects of 1 wound.

USING FLEX
Your wild-card pool may be used for narrative control:

• Introduce a new or existing NPC to a scene. Their presence must 
be plausible. You may define one aspect of this NPC: their morph, 
factional allegiance, a noteworthy skill, a specific trait, etc. The GM 
determines the other details.

• Introduce an item to a scene. Its presence must be plausible. The 
item cannot be offensive (no weapons) and cannot have a Major, 
Rare, or Restricted Complexity. It can be a useful tool, a necessary 
piece of gear, or even a clue. The GM determines its placement 
within the scene and the nature of any clues.

• Introduce an environmental factor to a scene. Its presence must be 
plausible. It should provide a new detail that does not drastically 
alter the scene. Examples include hiding spots, cover, distractions, 
shelter, or exploitable elements such as a ladder or window.

• Introduce a new, plausible relationship between your character and 
an existing NPC. This connection should be more loose or minor 
than close or serious. For example, you may have a common friend, 
shared history, or old but minor rivalry. You may define the rough 
basics, but the GM determines the finer points and the NPC’s atti-
tude towards your character.

REFRESHING POOLS
You recover the points you have spent from pools by taking a rest 
action. You can’t increase a pool above its original rating; unspent 
points are lost. There are two types of rest actions: short rests and 
long rests.

• Short Rest (2/day): Short rests are a task action with a timeframe 
of 10 minutes. You may take two short rests a day. Each short rest 
restores 1d6 pool points; you decide where to allocate them. Some 
gear or psi sleights may provide bonus refreshed points.

• Long Rest (1/day): A long rest is a task action with a timeframe of 4 
hours (8 for flats and other biomorphs without biomods). You may 
only take one long rest per 24-hour period. A long rest completely 
restores your pools to their full value.

While resting, you may only engage in light, non-strenuous activity: 
eating, browsing the mesh, talking, taking watch, etc. Rest time-
frames may not be shortened or interrupted.

ACTIONS AND TIME
Do you have time to leap across the micrograv module and defuse 
the bomb? Can you get your vacsuit on before the hole in the ship 
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vents all the air? Most of your actions in game will be handled in a 
free-form manner, with the GM only loosely tracking time. When 
timing and the order of actions becomes important, however, 
Eclipse Phase uses action turns to measure time during important 
scenes. The type of actions you can make each turn break down into 
four types—automatic, quick, complex, and task actions.

ACTION TURNS
An action turn represents roughly 3 seconds. There are 20 action 
turns per minute. During each action turn you may undertake one 
of the following:

• 1 complex action and 1 quick action
• 1 task action and 1 quick action
• 3 quick actions

Additionally, you may take any number of automatic actions 
per action turn. The GM may allow you to make additional quick 
actions, depending on their nature.

Note that basic movement such as walking or running does 
not require an action (Movement, p. XX). More complex forms 
of movement, however, may require quick, complex, or even task 
actions.

AUTOMATIC ACTIONS
Automatic actions are always “on,” reflexive, or otherwise require 
no effort from the character to initiate. They also include base and 
full movement.

Examples: Base move, basic perception, breathing, defending 
against an attack, dropping prone, dropping something, full move, 
resisting damage, speaking a simple sentence or two.

QUICK ACTIONS
Quick actions are accomplished in a fraction of a second or require 
so little cognitive effort that you can do them while undertaking 
something else.

Examples: Activating or deactivating a device, conveying 
complex information, detailed perception, drawing a weapon, 
ducking behind cover, gesturing, jumping, opening a door, picking 
something up, pulling something from an accessible pocket, 
standing up, taking a drug.

COMPLEX ACTIONS
Complex actions require a few seconds of concentration and effort.

Examples: Aiming, attacking in melee, examining, finding some-
thing in a bag, full defense, non-standard movement, reloading a 
weapon, rushing, shooting a gun, using a complex device.

TASK ACTIONS
Task actions require more than a few seconds to complete. Each task 
action has a timeframe, the base amount of time required to finish 
the task. Timeframes may be measured in action turns, minutes, 
hours, days, or even months. The actual time you take to complete 
a task is equal to the timeframe adjusted by any superior results 
(p. XX) you score on the test. You may interrupt your work on a 
task and continue it later, unless the GM specifically rules the task 
requires uninterrupted effort.

For task actions with timeframes of one day or longer, it is 

assumed that eight hours of effort equals one day of work. If you 
spend more or less time per day, adjust the time taken accordingly.

Examples: Climbing, hacking, infiltration, medical examination, 
programming, repairing, scientific analysis, searching a room, 
swimming, thorough investigation.

TAKING TIME
You may take extra time to complete a test, gaining a bonus for 
proceeding carefully and methodically. For each minute you take 
completing a test that normally only requires a quick or complex 
action, apply a +10 modifier, up to a maximum of +60. At the GM’s 
discretion, you automatically succeed once your target number 
exceeds 100.

For task action (p. XX) tests that already require time to complete, 
the timeframe must be increased by +25% for each +10 bonus.

RUSHING THE JOB
You may try to finish a task action in less time by accepting a penalty 
to your test. For every 25% you reduce the timeframe, you incur a 
–10 modifier, up to a maximum 75% reduction (–30 modifier).

INITIATIVE AND 
ORDER OF ACTIONS
Timing in an action turn can be critical—it may mean life or death 
for a character who needs to get behind cover before an opponent 
draws and fires their gun. The order of actions between multiple 
characters within a turn is determined by Initiative.

Your Initiative stat is equal to (Intuition + Reflexes) ÷ 5. This 
score may be further modified by ware, drugs, psi, or wounds.

INITIATIVE ORDER
At the beginning of an action sequence, every character rolls for 
initiative. Roll 1d10 and add your Initiative stat. The highest roller 
goes first, followed by the other characters in descending order. In 
the event of a tie, characters go simultaneously. In Initiative order, 

ACTION SCENES AND 
ACTION TURNS   
Action scenes in Eclipse Phase are handled in bite-size chunks 
called action turns, each approximately 3 seconds in length. We 
say “approximately” because the methodical, step-by-step system 
used to resolve actions does not necessarily always translate real-
istically to real life, where people often pause, assess the situation, 
take a breather, and so on. A combat that begins and ends within 5 
action turns (15 seconds) in Eclipse Phase could last half a minute 
to several minutes in real life. On the other hand, the characters 
may be in a situation where their breathing environment decom-
presses to vacuum in 15 seconds, so every second may in fact 
count. As a rule, gamemasters should stick with 3 seconds per 
turn, but they shouldn’t be afraid to fudge the timing either when 
a situation calls for it.
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declare and resolve the actions you will take that action turn. 
Once everyone has gone, a new action turn starts, using the same 
Initiative order. When it is no longer necessary to minutely keep 
track of who goes when, you can drop out of Initiative order and 
return to free-form game time.

TAKING THE INITIATIVE
You may spend Vigor to go first in Initiative order. You return to 
your regular Initiative roll order the next round. If multiple char-
acters spend Vigor, they go in Initiative order first, followed by 
everyone else.

DELAYING ACTIONS
You may choose to delay until later in the Initiative order. You can 
specify when you want to act (before or after another character, 
for example), a specific condition that will cause you to act (i.e., if 
someone attacks you), or simply go on standby. If you delay, you can 
interrupt another character acting later in the Initiative order once 
they have declared their action and go before them.

If you delay, you must act before the end of the turn; you may not 
save your action for the next turn. If multiple characters delay and 
choose to act at the same time or wait until the end of the turn, the 
one with the lowest Initiative roll must declare their action first, and 
the higher Initiative character can choose to interrupt or go after.

EXTRA ACTIONS
You may spend Vigor or Insight for an extra physical or mental 
action each turn. These extra actions take place at the end of the 
turn, after everyone else has gone. If multiple characters take extra 
actions, they are handled in Initiative order. You may not take more 
than two extra actions in a single action turn.

MOVEMENT
Movement in Eclipse Phase is handled like other types of actions. 
The more complex the movement, the more effort it requires.

MOVEMENT RATE
It may be important to know not just how you’re moving, but how 
far. Every morph, shell, and creature lists a Movement Rate; this 
applies to whatever inherent form of locomotion it is capable of: 
walking, slithering, crawling, rolling, hovering, gliding, flying, 
vectored thrust, etc. Movement Rates list two numbers: your base 
move and full move, respectively, in meters per action turn. Most 
humanoid morphs, for example, have a Movement Rate of 4/20.

MOVEMENT ACTIONS
Each action turn, you declare one type of movement action (with 
the exceptions of jumping and standing up, which may be combined 
with others) at the beginning of your initiative. You may not act and 
then decide to move, for example, as you will have bypassed appli-
cable modifiers. You may cover distance with your move before, 
during, and/or after any other actions you take during the turn. 
Extra actions in a turn do not allow you to cover more distance, 
but you may finish any incomplete movements with those actions.

BASE MOVE (AUTOMATIC)

Base moves represent leisurely, unhurried motions analogous to 
casual walking. This is the maximum distance you may move in a 
single action turn without incurring a modifier.

FULL MOVE (AUTOMATIC)
Full moves are akin to running or moving with effort and speed. 
This is the maximum distance you may move in meters in a single 
action turn without rushing (see below). Full moves impede your 
aim and other physical tasks requiring coordination: apply a –20 
modifier as appropriate.

RUSHING (COMPLEX)
Rushing is going all-out to move as far as possible. It requires a 
complex action and an Athletics, Free Fall, or Pilot roll (as appro-
priate). If you succeed, increase your full move rate by your base 
move. For example, if your morph’s Movement Rate is 4/20, you 
move 24 meters when rushing. Increase this by an additional 
amount for each superior success.

JUMPING (QUICK)
You may jump with a quick action while also making another move-
ment action. You can cross 1 meter with a horizontal standing jump, 
3 meters with a running jump. Vertical jumping height is 1 meter. 
These distances are halved for small-size morphs and increased by 
half for large-size morphs.

If rushing, you can make an Athletics, Free Fall, or Pilot roll (as 
appropriate) to cross more distance with your jump. If successful, 
you cross an additional meter (running jump) or 0.25 meters 
(standing/vertical jumps), plus an additional amount per superior 
success.

STANDING UP (QUICK)
If you are prone, you may stand up with a quick action and take 
another movement action in the same action turn. However, your 
Movement Rate is reduced by half for that turn (i.e., 4/20 becomes 
2/10).

NON-STANDARD MOVEMENT (COMPLEX)
To climb, swim, belly-crawl, or otherwise move in a way that isn’t 
your morph’s typical method for getting around, take a complex 
action and move a distance equal to your base move. Certain ware, 
such as grip pads when climbing, may increase this to your full 
move. Note that some types of movement are simply impossible for 
certain morphs, depending on their design; most human morphs, 
for example, fly with the grace of bricks.

DIFFICULT MOVEMENT (TASK)
Some movement is far more challenging: climbing a sheer wall, 
sneaking quietly, swimming against strong currents, traversing 
a thin beam over a chasm, or navigating a maze of live wires in 
micrograv. Handle any movement that requires a test as a task 
action (p. XX) with a timeframe set by the GM. As a general rule, 
the timeframe should be double or more the time it would take the 
character to cross an equal distance by normal means.

MOVEMENT IN DIFFERENT GRAVITIES
The listed Movement Rates assume standard Earth gravity (1 g). 
If you’re moving in a low-gravity, microgravity, or high-gravity 
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environment (Gravity, p. XX), things change.
If you are climbing, pulling, or pushing yourself along in micro-

grav, you move at half your Movement Rate (i.e., 4/20 becomes 
2/10) as an automatic action. You may also jump any distance, 
though you cross at a rate equal to your movement action when 
you launched.

In low gravity (0.5 g and less), your full move increases by half 
(i.e., 20 becomes 30). You may also jump twice as far.

In high gravity (1.2 g and more), your Movement Rate is impeded 
at the GM’s discretion.

MOVEMENT TYPES
The rules above are biased towards humanoid/walking morphs 
with limbs, but there are many morphs, shells, and creatures with 
different body plans and/or other mobility systems. The movement 
types below list the skill used to maneuver and a default Movement 
Rate, though GMs should adjust this as appropriate to account for 
size, bulk, extra limbs, etc.

BOAT (PILOT: NAVAL, 8/24)
Boats use sails, propellers, paddles, or similar systems to generate 
thrust to move across a liquid surface. 

HOPPER (ATHLETICS, 4/16)
Hoppers use two or more legs to propel the morph forward or up, 
like a frog or grasshopper. Double their jumping distance.

HOVER (PILOT: GROUNDCRAFT, 8/32)
Hovercraft impellers blast high-pressure air to repel off the surface 
below. Most hover a meter or so above the ground, but can tempo-
rarily levitate themselves higher. In microgravity, impellers function 
as a one-directional thrust vector.

IONIC (PILOT: AEROSPACE, 8/40)
Ionic shells use magnetohydrodynamics to levitate and fly, ionizing 
surrounding air into plasma to create lift and momentum while 
spinning for stability. This system does not work in vacuum, but 
an underwater version uses the same mechanics for propulsion in 
liquid environments.

MICROLIGHT (PILOT: AEROSPACE, 8/32)
This category encompasses all ultralight or lighter-than-air systems, 
such as powered paragliders, autogyros, balloons, aerostats, and 
blimps. Though they are popular in low-gravity habitats, these 
systems do not work in vacuum.

ROLLER (ATHLETICS, 8/40)
Rolling like a ball is an option for spherical shells, those that can 
adjust their shape into a sphere or circle, and limbed shells capable 
of a fast cartwheeling rotation. The shell rolls around an interior 
axle, propelled by a motor-driven pendulum. Most can unfold or 
extend limbs/lifts to clear stairs or other obstacles or to crawl along 
surfaces in micrograv.

ROTOR (PILOT: AEROSPACE, 8/36)
Rotating blades create lift, allowing the shell to move and hover 
like a helicopter. Most models use tilt-rotors or tilt-wings so that 
the rotorblades may be moved forward (for faster propeller-like 

propulsion) and for better maneuverability in zero g. Rotor systems 
do not work in vacuum.

SNAKE (ATHLETICS, 4/16)
Slitheroids and similar shells use lateral undulation, flexing their 
body from left to right and waving their frame forward. Such shells 
may also use sidewinding or a concertina motion (straightening 
forward, then retracting the rear) to move.

SUBMARINE (PILOT: NAVAL, 8/32)
Designed for undersea mobility, submarine shells use propellers or 
pumpjets to push through water.

SWIMMER (ATHLETICS, 4/24)
Swimmers use fins, limbs, or waterjets to propel themselves through 
water or similar liquids.

THRUST VECTOR (PILOT: AEROSPACE, 
8/40)
These shells use either turbofans or turbojets to create atmospheric 
lift, often with a set of wings. The engines may be maneuvered to 
point and generate thrust in different directions for vertical take-
offs/landings and better maneuverability in zero g. Rocket systems 
that use chemical reactions to eject reaction mass for thrust also fall 
in this category (default 12/60).

TRACKED (PILOT: GROUNDCRAFT, 4/16)
Tracked shells use smart rotating treads to work their way across 
surfaces that would bog down other ground vehicles. They can prop 
themselves up in order to overcome taller obstacles or to lay them-
selves down to bridge across a ditch or crevice.

WALKER (ATHLETICS, 4/20)
Walkers use two or more limbs to walk or crawl across a surface. 
Many use grip pads or magnetic systems to stick to surfaces.

WHEELED (PILOT: GROUNDCRAFT, 8/40)
Most wheeled shells feature smart spokes that allow the wheels 
to conform their shape to obstacles and even climb stairs. Some 
low-grav shells feature puncture-resistant and self-repairing 
compressed-gas tires.

WINGED (ATHLETICS, 8/28)
Primarily used by smaller shells, this system of four independently 
controlled wings allows the shell to hover or move rapidly in 
any direction. Wings require atmosphere and do not function in 
vacuum.


