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WHAT 15 NETBARATTLERS &

NetBattlers is a tabletop roleplaying game meant to capture
the color, creativity, and optimism of Capcom’s Mega Man
Battle Network series. It imagines an almost utopian
world in which every electronic device is controlled by
networked computers. Smartphones and PDAs have
evolved into PETs, handheld devices containing
personal assistants known as NetNavis. NetNavis
are artificial intelligencies with personalities and
thoughts of their own. They can perform errands,
delete Viruses, and provide companionship.

The games follow a group of grade-schoolers, all
around 11 years old, and their fantastic exploits.
It mixes elements of ordinary childhood life — field
trips, parent-child relationships, and homework — with
extraordinary feats of courage and heroism.

NetBattlers seeks to create a rules-light gateway to roleplaying
in MMBN's world. Instead of emulating the nuts and bolts of the
games, NetBattlers focuses on creating concise, flexible rules and
letting players focus on the fantasy first.

This is the core rulebook of NetBattlers. For supplemental content,
like Liberation Missions, rules for playing as adults or famous
Officials, Crossover Content, and more, check out NetBattlers
Advance, the supplemental side-book. You can find it in the Latest
Releases online folder or on the Discord server, where you can
stay up-to-date on the latest version, find other people to play with,
and talk about all things NetBattlers: https:/discord.gg/KfhWxpe

Have fun fighting evil with your Navi and fellow NetOps!
Make friends, be brave, and turn in your homework on time!



https://drive.google.com/drive/folders/1uIMLWCDMQ46ab-p9zgnlem9aYONt-o0Y
https://drive.google.com/drive/folders/1uIMLWCDMQ46ab-p9zgnlem9aYONt-o0Y
https://discord.gg/KfhWxpe

THE SETTING

I's the year 200X, and the world has developed into a technological
utopia. Every house, watch, and car has been computerized and
internet-connected. And to help humans control these devices and
browse the new 3D internet, everyone has an Internet Navigator —
Navi for short. People who use Navis are called Network Operators,
or NetOps.

Navis are more than helpful programs - they’re digital people with
their own thoughts, feelings, and ways of expressing themselves.
While some NetOps just treat their Navis as tools, many consider
them friends, or even family.

NetOps carry their Navis with them in PETs (PErsonal Terminals)
— handheld devices similar to smartphones. By plugging their PETs
into ports on all kinds of electronics (called jacking in), NetOps can
transport their Navis into cyberspace. Cyberspace in the year 200X
is like an alternate reality of the real world: Navis run along twisting
digital roads with equivalents of real-world landmarks, jovial Progs
(programs) perform everyday tasks, and net cafés sell piping-hot

coffee to Navis.

While cyberspace and the real world are separate, they can affect
each other. A NetOp could jack their Navi into a runaway car to find
out why the brakes are broken, and a Navi jacked into a thermostat
could be frozen solid if you turn the temperature down too far! Nearly
everything has a jack-in port if you look closely.

Despite how far the world’s come, danger is still afoot! Destructive
Viruses roam the internet, infecting towering mega-servers and
home appliances alike. No smarter than the average animal, they
steal data, sabotage equipment, and attack Navis. That's why
everyone is taught Virus Busting — even school kids!

NetOps are taught to work with their Navis to delete Viruses using
a combination of a Navi’s special powers and BattleChips, small
data storage devices that contain powerful tools and weapons. By
slotting BattleChips into their PET, NetOps can turn the tide of net-
battles and keep their Navis safe.

There are still many questions left unanswered. Who makes Viruses,
and for what purpose? How deep does the internet go? And who’s
that mysterious Navi people are talking about? Be brave, work as a
team, and you just might find out!



EXAMPLE:
ROLLING ACTION

MegaMan wants to slide under
a lowering gate. The GM says
this will be a Speed roll at
Normal difficulty. MegaMan
has a Body of 2 and a Speed
of 1, so MegaMan’s player
adds them together and rolls
that many dice: 3 dice.

The dice come out as [ [JE3.
(On a Normal difficulty roll, any
dice that come out as a [ or
are a hit.) MegaMan got two
hits, which means the result is
a full success. MegaMan skids
across the floor, sparks flying
as his boots scrape across the
digital metal plating. The gate
shuts behind him with a clang.

How Ta PLAY

NetBattlers is played with six-sided dice (at least eight dice, preferably
more), one Game Master (GM), and up to four players.The GM is
responsible for describing the world, kickstarting the narrative, and
controlling all non-player characters (NPCs). Players are responsible
for describing what their characters do, making exciting choices,
and playing off of each other. Everyone is responsible for making a
memorable story that’s fun for the whole group.

Each player has two characters: a schoolkid, called a NetOp, and a
digital partner, called a Navi.

Each character has three stats and nine skills (see next page).
Each stat has three related skills. (For example, the stat Body has
the skills Strength, Speed, and Stamina.) Each character has at
least one point in each stat, and points in several skills.

ROLLING DICE

When characters try to overcome a challenge with an uncertain
outcome, they roll dice to see what happens. The GM determines
the appropriate skill and difficulty. There are three levels of difficulty:

- Easy: Dice that read [J(E3 are hits. Failure is easy to avoid.
+  Normal: are hits. Success is not a guarantee.
« Hard: Only 8l is a hit. Proficient characters may still struggle.

The player adds their skill and the related stat, then rolls that many
dice. They then count the number of hits to see how well they did:

« 0 Hits - Failure: Something bad happens. This could mean the
character fails to achieve their goal, or they accomplish it at a
high cost, like a dangerous outcome that affects their allies too.

« 1 Hit - Mixed Success: Success with drawbacks, like new
threats, lost resources, or bad luck. Expect tough choices.

« 2 Hits - Full Success: A success without complication.

« 3+ Hits - Critical Success: A stylish success with extra benefits.

Circumstances may make a roll harder or easier, called upshifting
and downshifting a roll, respectively.

Roll difficulties reflect the difficulty of the task at hand, irrespective of
the character acting: an Easy roll is Easy for everyone, for example.

You only need to roll if it’s interesting. If it doesn’t matter, or if it'’s
obvious the character could clear the obstacle, don’t bother rolling.



STATS AND SKILLS

Sense Info Coding
Study your surroundings, Possess knowledge and Program, hack, and rewire
find jack-in ports, and take aim expertly wield BattleChips

Strength Speed Stamina
Lift, throw, and punch Run, jump, and roll Endure pain and danger

SOUL

Charm Bravery Affinity
Sweet-talk, feign innocence, Resist fear, intimidate enemies, Manipulate your Navi element,
and gain allies and inspire your allies and sync your NetOp & Navi
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MR. FAMOUS'S
FAMOUS TIPS

Teamwork makes the dream
work! Help your allies to down-
shift their rolls, making them
easier. If you want to get by
in the darkest parts of the net,
support your friends!

When multiple characters directly compete with each other, they
make an opposed roll. Everyone rolls at the same time, using
whatever sKkill is appropriate. For example: two characters staring
each other down roll Bravery; three characters hacking into the
same device all roll Coding; someone sneaking past a guard rolls
Speed, and the guard rolls Sense.

The GM can upshift or downshift rolls to represent advantages and
disadvantages. For example: if kids are having a footrace and one
is distracted, they would upshift their roll to Hard. If one drank an
energy drink, they would downshift their roll to Easy.

Everyone rolls at the same time, and whoever gets the most hits
wins. If they tie, the characters are stuck neck-and-neck, and a third
party must break the tie by aiding (or interfering) successfully.

Opposed rolls do not have mixed or critical successes.

BARsICS RECAP

NetBattlers uses several six-sided dice. One person is the Game
Master (GM), who controls the world and NPCs. Each player controls
two characters: a NetOp and a Navi.

NetOps can plug their Navis into all kinds of computers, called
jacking in. Jacked-in Navis can explore cyberspace and affect real-
world electronics.

Every character has three stats and nine skills. To resolve conflict,
roll as many dice as the relevant stat + skill.

- Easy: Dice that read EJE-]E3 are hits. Failure is easy to avoid.
«  Normal: are hits. Success is not a guarantee.
+ Hard: Only d is a hit. Proficient characters may still struggle.

The more hits you roll, the better:

+ 0 Hits - Failure: You don’t get what you want.

+ 1Hit-Mixed Success: Success with drawbacks or complications.
+ 2 Hits - Full Success: A success without complication.

+ 3+ Hits - Critical Success: A stylish success with extra benefits.

When two or more characters directly compete, they all roll at the
same time, and whoever gets the most hits wins. In the event of a
tie, a third party can roll to break the tie.
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HIT POINTS

Hit Points, or HP, measure how fighting fit a character is. Maximum
HP starts at Body + Stamina + 5. (When a character’'s Stamina or
Body is temporarily changed, their HP is unaffected.)

When a human’s HP hits zero, they pass out. When a Navi hits zero
HP, the attacker picks if they’re KO’d, forcibly jacked out, or deleted.

Deletion can mean different things depending on the story, ranging
from permanent death to the inconvenience of getting backup data.
Everyone at the table should be OK with deletion’s repercussions,
including getting a say about if/when their Navi faces deletion.

RANGE BANDS

There are three range bands used to measure distance between
targets: Close, Near, and Far. Moving a range band only requires a
Speed roll if it's especially dangerous and/or time-sensitive.

Close: Arm’s reach. Melee attacks can only land in Close range.
Near: Speaking distance. Ranged attacks land normally when Near.
Far: Shouting distance. Ranged attacks are upshifted at Far range.

An item/power’s listed range is usually the maximum range. (E.g. The
BattleChip LavaBall’s range is Near: it can hit Near and Close targets.)

ATTACKING AND DEFENDING

Attacks are opposed rolls. Any Navi can roll Sense for a ranged
attack or Strength for a melee attack. When Navis defend, they roll
the most appropriate skill — typically Speed for dodging or Stamina
for weathering blows. If the attacker wins, the defender loses HP
equal to the difference between the rolls. Otherwise, the defender
weathers the attack without taking any serious harm.

EXAMPLE: DEALING DAMAGE

MegaMan fires his buster at the Canodumb Virus. Because it's a
ranged attack, he rolls Sense. The Canodumb tries to resist with
its armor, so it rolls Stamina. Both roll at the same time. MegaMan
gets 4 hits, and the Canodumb gets 1. 4-1=3, so the Canodumb
takes 3 damage. MegaMan’s shots blow the Virus’s armor to bits!
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RESISTING COMPLEX ATTACKS

Some attacks have secondary effects, like stunning or moving the
target. When defending, rolling equal to the attack’s damage will
still trigger the effect, even though all damage was resisted. The
defender must roll an extra hit to resist the full attack, effect included.

Some attacks hit multiple times. These are called multi-hit attacks.
When defending against a multi-hit attack, the defender rolls once
and uses that value to defend against each hit. (In this book, multi-
hit attacks are written as [hit damage]x[number of hits]. For exam-
ple, if something is written as “1x4 damage” that means it deals 1
damage 4 times.)

PARRYING

A character can try to resist a melee attack with a melee attack of
their own, called a parry. Both parties roll using the appropriate
skill, likely Strength. Whoever has the most hits wins, and the loser
takes damage equal to the winner’s roll. This damage is not reduced
by how many hits the loser rolled. (Note: parries are affected by
anything that modifies either attacking or defending.)

If the two characters tie, they have a choice: back out or escalate.
Both parties must declare this simultaneously. If both back out,
nobody takes damage and the parry ends. If one escalates and
the other backs out, the parry ends and the one that backed out is
the loser. If both parties escalate, roll to melee attack each other
again. Whoever rolls higher is the winner, unless they tie; in which
case, the cycle continues until someone comes out on top.

Unless both back out, when the parry ends, the loser takes damage
equal to the winner’s strongest attack. However, if the loser backed
out, they take half the damage, rounded up. Secondary effects (e.g.
stuns) do not activate until after the parry resolves.

TARGETING
TERMS5

When chips, NCPs, and such
describe what they can affect,
they use these terms:

Target: Anything but you.
Someone: Any living being.
Object: An inanimate thing.
Ally: Anyone alive you’re co-
operating with.

Enemy: Anyone alive you're
directly opposing.

Note: Only Navis & Viruses
can count as allies or enemies.

; f T
STACKING RULES

Unless specified otherwise,
identical effects don’t stack —
meaning they don’t compound
if used multiple times. For a
more thorough explanation,
see Page 90.
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CHIP ATTACK
EXAMPLE

MegaMan is fighting a Mettaur
Virus. Lan slots in the chip
TankCannon, which deals 3
damage to a Near target. The
Mettaur rolls Speed to defend,
and gets 1 hit. 3-1=2 damage.
MegaMan’s arm transforms
into a bulky green cannon and
blasts the Mettaur, turning it
into an explosion of junk data.

WHAT NEGATIVE
TAGS CANDO

Awkward: Usage while multi-
tasking could hurt you too.
Dangerous: This can break
objects and injure or impede
those nearby, including allies.
Be careful when using them
to avoid more trouble.

Slow: Use it without wind-up
time and you might misfire —
or fail to get it out at all!

BRATTLECRHIPS

BattleChips (“chips” for short) are small data cards that NetOps slot
into their PETs to help their Navi. Their effects vary widely; they can
fix structures, make single-use weapons, let Navis fly, and more.

When a Navi attacks with a BattleChip, the Navi doesn’t roll; the
target defends against the chip’s damage value. If the chip inflicts a
negative effect without damage, targets roll to resist it like an unop-
posed roll (i.e. 1 hit = mixed success; 2 hits = full success). Unless
otherwise noted, BattleChips cannot hit beyond their listed range.

When a NetOp slots in a BattleChip, it is used immediately unless
otherwise listed. Because chips are physically slotted into the
PET, a NetOp may need to make a roll to slot in a chip when under
pressure — typically Info, Speed, or Affinity.

THE FOLDER

Navis can only use a list of pre-selected chips: their Folder. You
can only modify your Folder when jacked out. A Navi’s Folder size
equals their Info + 5. Folder size is unaffected by temporary Info
changes. Folders cannot hold duplicate chips.

When you jack in, you can use chips in your Folder in any order.
You can use each chip once before jacking out. When you jack out,
all chips are refreshed for use next time you jack in. Chips outside
of your Folder are unusable. If you acquire a BattleChip while jacked
in, you can only add it to your Folder if your Folder is not full.

EATTLECHIP TAGS

Some BattleChips have tags to explain some of the chip’s effects.
Guard: Only one Guard can passively benefit the user at a time.

Accurate [Accu]: Defending against this with Speed is upshifted.
Piercing [Prcn]: Defending against this with Stamina is upshifted.
Simple [Simp]: The chip’s effects happen instantly, and can be
used while performing other actions.

Awkward [Awkd]: These chips require undivided attention to use.
Dangerous [Dngr]: This chip tends to cause collateral damage.
Slow: It takes extra time for this to activate. Using it at a moment’s
notice is difficult or impossible. Plan ahead!
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BATTLELCHIFS, CONTINUED

ELANK BATTLECHIPS

Blank BattleChips let NetOps get new chips mid-battle by
downloading the powers of Viruses they defeat. Blank chips do
not need to be in a Folder to use. Unless the GM says otherwise,
NetOps always have plenty of blank chips available.

After deleting a Virus, a Navi can try to capture its attack data. To do
so, the Navi takes a blank BattleChip and rolls Coding. Any success
often results in acquiring new BattleChip data, but depending on the
roll result and scenario, they may also (or instead) get information
kept in the Virus’ code or Zenny — the global currency in 200X.

Difficulty of the roll depends on three factors:

* The Navi began to process the Virus immediately after deletion.
* The Virus was deleted quickly.

* The Virus did minimal damage.

If all three factors apply, the roll is Easy; if two, Normal; and only one,
Hard. If none are true, the blank BattleChip cannot piece together
anything usable. (Circumstantial upshifts may still apply.)

SAMPLE VIRUS
DATARESULTS

Full success:
* Get a chip listed under the
Virus’s drops

Mixed success:

e A chip the Virus drops, but
it needs a day to debug

e 500z and some useful info

Critical success:

e The Navi chooses which of
the Virus’s chips to recieve

e Get one of the Virus’ listed
drops, immediately usable

Failure:
e A mixed success result, but
something bad happens...

BEATTLECHIP CATEGORIES

Hazard

These chips alter the environment,
either by creating new terrain or
destroying what'’s already there.

Shot

Powerful projectile attacks. Shot chips
can be fired beyond their listed range,
though the defense roll is downshifted.

Blade

Razor-sharp, hard-hitting attacks with
a focus on melee weapons. Navis can
parry with these chips.

Fiush

Chips that let Navis move extra fast.
Downshift the defense roll if used
closer than maximum range.

Thrown

Projectile weapons that carry situational
and dangerous but devastating effects.

=Spport

Support chips boost the Navi’s abilities
and create debilitating effects.

For a full list of BattleChips, see Page 51.

[mpact

Melee-focused chips that often carry
debilitating effects or alternate uses.
Navis can parry with these chips.

SUMMon

These create something to assist the
Navi, whether it be a tool, a specialized
program, or a piece of cover.

Waywe

Broad attacks that hit everything Close
to the main target, potentially including
the user.
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ACTION
FLOWCHART

. The GM makes the scene’s

Spotlight Checklist

The GM details the scene
The GM asks who wants to
go first (or picks a player)
Twol/three threats progress
The spotlight player acts
Mark the spotlight player
off the Spotlight Checklist.
If every player is marked
off, the checklist refreshes.
The spotlight player picks
who goes next

Return to Step 4

1l

i

oy Tl

MR.

FAMOUS'S
FAMOUS TIPS

Keep action scenes fast and
cinematic! Don’t worry about
exactly where or how far away
everything is. It's way more
important to stay creative and
have fun describing your Navi
leaping through the air and
blasting a Virus with an earth-
shaking KABOOM!

When a scene involving fast-moving and complex action starts, the
GM creates the Spotlight Checklist: a checklist with each player’s
name on it. The Spotlight Checklist's used to keep track of which
player's most recently acted.

After describing the scene, the GM asks the players who’d like to
act first. The GM then asks the player what they’d like to do as their
character takes the attention of the scene. The spotlight lasts for a
few moments — generally only enough time for a single roll or chip.

Once they’ve used their time in the spotlight, the GM marks them
off the Spotlight Checklist, and the player that just acted suggests
another player to go next. They can only choose players not yet
marked off on the Spotlight Checklist. Once all players are marked
off, the Spotlight Checklist refreshes, removing all marks.

If a character is hindered by something like failing a jack-in roll, the
GM can say they cannot be chosen to take the spotlight. When
choosing who goes next, the player can confer with the others to
see who’s interested, but if the discussion starts to drag on, the GM
can choose for them. Players cannot pick themselves to act next.

INTERRUPTING THE CHECKLIST

There are situations in which player actions do not mark them off the
Spotlight Checklist. Being acted upon by an outside force (e.g. rolling
to defend) does not advance the Spotlight Checklist. The few effects
that allow players to act immediately (e.g. the Support BattleChip
called Reflex) do not advance the Spotlight Checklist either.

GMs may encounter players that want to hop in on other players’
Spotlight turns to assist them. While players cannot circumvent the
Spotlight Checklist, they can instead spend their time in the spot-
light preparing narrative assets to assist their allies. (e.g. tossing a
critical item to whichever player comes next; prepping a lightshow
to dazzle the opposition.) GMs should encourage players to set up
resources for their allies so, when players outside the spotlight want
to help, they can point to things already in the scene instead of inad-
vertently trying to steal the spotlight.
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THREAT PROGRESSION

As the Spotlight Checklist progresses, enemies, hazards, and other
threats will also act. When a new player takes the spotlight, before
they act, the GM describes how two or three threats progress with
Ready, Aim, and Fire.

* Athreat is Ready when the GM has clearly introduced it into the
scene. GMs can introduce new threats into the scene at the start
of a player’s turn by describing its entrance, making it Ready.
Threats only need to be Ready once.

* A threat is Aimed when it foreshadows an action it's about to
take. Aiming can be as simple as describing how a Swordy Virus
raises its blade, ready to strike one of the player’s allies. When
a GM makes a threat Aim, players should know it's immediately
important, even if the exact details are obscured. Threats cannot
Aim if they are not Ready. Players can interrupt Aimed threats to
set them back to Ready. (For Viruses and other animate threats,
simply taking damage is not enough to interrupt an attack.)

* Athreatis Fired when it acts, interrupting the player’s spotlight to
directly threaten one or more players. If a Virus Aims to attack a
player, when it Fires, it makes the attack roll. If an environmental
hazard Fires, it forces the targeted player to immediately react
on the defensive. Threats cannot Fire until they Aim. After Firing,
threats are no longer Aimed.

A single threat cannot progress multiple times in the same player
turn. When players are forced to roll due to threats Firing, it does not
mark them off the Spotlight Checklist.

Occasionally, a single character can create multiple threats.
However, even in these cases, the Game Master should try to
differentiate how the character is preparing the threats. (e.g. the big
villain is charging up their shoulder-mounted cannons as they throw
a chunk of scenery at a player.)

When the action ends, the GM can stop using the Spotlight Checklist.

DR. HILY'S
WICKED TRICKS

Game Masters: Readying and
Aiming a threat doesn’t mean
you need to show all your
cards! Have a sinister Navi
hunting the players? When
they hear footsteps clickity-
clacking down the hall, that
counts as Readying! And
when they see a tall shadow
start to round the corner, they
know something bad’s about
to happen: that threat’s Aimed!
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EXAMPLES

Answers:

Bust all the Viruses
Escape the magma flood
Disable the Torment Nexus

Complications:

Instead, the Viruses flee
You escape, but drop the
evidence into the magma
The Nexus self-destructs,
endangering you all

At the core of every conflict is a question with an unclear answer.
Will the Navis stop the Viruses from sabotaging the upload? Can our
heroes escape the flood? How will they infiltrate the enemy base?

Everyone should know, broadly, what question is at the center of
each conflict. Some may be so obvious they don’t need to be spoken
aloud, but the GM should always know exactly what the question is.
Once the answer is obvious, the conflict should end.

Sometimes, however, the question reaches a foregone conclusion
before the action ends. For example, a two-sided battle with an
obvious winner... except the losing side is hanging on with a thread,
dragging out the inevitable. In these situations, the GM can call for a
Finale Roll to draw the conflict to a speedy conclusion.

ANSHER AND COMPLICATION

Once the GM calls for a Finale Roll, they identify which side of the
conflict has the upper hand. (If it's unclear, it may be too early to
call a Finale Roll.) The side with the upper hand then outlines what
outcome they want from the conflict — what answer they want for
the question at the conflict’s core. This should be consistent with
what their actions have been driving the conflict towards.

Next, the other side to the conflict presents a complication. Like a
mixed success, a complication is a caveat to the other side’s answer
— a “yes, but” or “no, however” that stays close to the spirit of the
answer but with a negative twist.

THE FINAL SHOWDOMWN

Once the answer & complication are established, everyone makes a
final action to see which outcome comes to pass. To do so, everyone
first explains their approach — a single action that pushes for their
desired outcome. Each approach is trying to generate as many hits
as possible; whichever side gets the most hits overall wins.

The simplest approach is to pick a skill or roll power to roll. Any
justifiable skill or power can be used. For example, a Navi helping
bust a group of Viruses could roll Speed to cut off the exit. As usual,
GMs may downshift rolls for exceptionally useful/clever solutions
and upshift rolls that do a poor job of achieving the desired outcome.
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Another approach is using a BattleChip or Cost Power. The number
of hits it provides is decided by how relevant and useful its effects
are (see Fixed Hits on the right.) If a chip‘s damage is relevant to the
desired outcome, the GM may use that number for the hits instead.

If one side is an environmental hazard instead of a living being, it
instead has Hazard Hits — a fixed pool of hits relating to its severity.
For sample hazards, see Hazards in Part 5: The Net on Page 32.

Once all approaches are prepared, clash! Everyone rolling rolls
together. The side with the most hits total wins, and their desired
outcome/complication comes to pass. (In a tie, victory goes to
the side with the upper hand.) Everyone involved describes their
contribution, starting with the losing side and ending with the winners.

EXTRASIDES

Occasionally, conflicts have three or more sides. There should still
be only one side with an upper hand. If a side without the upper hand
wins, only their complication happens. In the event multiple sides
without the upper hand tie, the side with the upper hand chooses
which one will win.

VIRUS MOVES:FIGHT AND FLIGHT

When a Finale Roll happens for combat with Viruses that do not
have the upper hand, they can make a special complication: fight
and flight. In this complication, each Virus independently chooses
between two special approaches: Fight or Flight.

Fight: Roll Bravery or what you would normally roll to attack. At
the end of the Finale Roll, you are deleted by your opponents, no
matter what. If your side wins the Finale Roll, deal every hit you
rolled as damage to a target of your choice; they cannot roll to resist
the damage. You can downshift your roll by letting the other side
choose who among them takes the damage instead.

Flight: Roll Bravery, Speed, or whatever else could help you escape.
If your side wins the Finale Roll, you slip away to safety. You should
have a plan or goal for what to do after escaping (e.g. sound the
alarm; set a trap). You can downshift your roll by dropping your
BattleChip Data behind — you can do this only once.

FIKEDHITS

1 Hit: An iffy tool for the job
2 Hits: Relevant & effective
3 Hits: A perfect fit for the job

HAZARD HITS

2 Hits: A Light hazard
4 Hits: A Normal hazard
6 Hits: An Extreme hazard

v

DR. HILY'S
WICKED TRICKS

Game Masters: Unless your
players are in big trouble, “Will
the players bust the Viruses?”
isn’t an interesting question!
We all know those brats will
delete those digital dolts. In-
stead, ask “What will it cost to
defeat the Viruses?” or “How
will they defeat the Viruses?”
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ELEMENTS

Every Navi has an element — an iconic theme summed up in a
word or two. They include classic natural phenomenon like Fire and
Ice, media-inspired themes like Cinema and Unicorns, and oddball
concepts like Sandwiches, Blending, and Teeth. Whether simple or
abstract, elements affect the digital world. Elements often relate to
the Navi’s appearance, personality, and NetOp.

Navis roll Affinity to summon or manipulate their element. Navis
can only summon and manipulate tangible manifestations of their
element: emotions, sensations, or abstract concepts (like Luck or
Chaos) cannot be directly summoned or manipulated. However,
summoned objects may be able to manipulate abstract ideas. (For
example, using a summoned clock to slow time.) When an element
directly modifies a physical object (e.g. the element Snapping break-
ing a stick in half), that counts as a tangible manifestation.

Every element has limitations — many of which apply to all elements.
Navis have a harder time using them in greater quantities or
distances. Broadly-defined elements have a harder time performing
specific actions. For example, it is harder for the element Sound to
imitate voices than the element Voice. Exceptionally destructive or
otherwise powerful elements always have limitations or drawbacks.
For example, the element Acid may be dangerous or risky, and the
element Gravity may only be able to manipulate weight, not to fling
anyone sky-high.

A few things are able to give a Navi temporary access to multiple
elements at once. When that happens, they can summon and ma-
nipulate them together. (However, doing so in one roll while keeping
them separate will likely upshift the roll difficulty.)

For a table of 216 sample elements, see Page 96.

EXAMPLE ELEMENTS

* Plants: Sow seeds, spread spores, summon vines.

e Sun: Blind people, brighten areas, overheat the area.

* Ribbons: Tie things up, slingshot, swing away.

* Rotation: Flip things over, make something spin.

* Weights: Pin things, create quakes, anchor yourself.

* Greed: Make an illusory temptation, reveal someone’s desires.

MR. FAMOUS'S
FAMOUS TIPS

Trying to think of an element
for your own Navi? Focus
on what you want it to do —
what should summoning and
manipulating it look like? Your
NetOp’s interests can be a
good jumping-off point, too!
Summing it up in a word or
two is the last step. If you can’t
fit it, you need to simplify!
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LRARGE

When Navis go above and beyond, that energy doesn’t go to waste.
Instead, it gets converted into Charge and stored for later, keeping
it in reserve to push themselves & their allies later.

When you roll hits that have no narrative consequence, convert the
extra hits to Charge. (Deleting a Virus/Navi with a BattleChip that
dealt more damage than necessary also grants 1 Charge per extra
point of damage.) Each Navi can store up to 3 Charge at a time.

Examples of scenarios that can grant Charge include:

e Attacks (rolled or chips) whose damage exceeds the target’'s HP.

e Defense rolls that exceed the attack’s damage.

* Non-combat opposed rolls where one side wins by 2+ hits

e Critical successes, especially with 4+ hits. (Whether to grant a
narrative benefit or Charge is always up to the Game Master.)

Immediately after a Navi rolls, they can spend 1 Charge to increase
the result of a die by 1. Multiple Charge can be spent on a single
roll. When a Navi assists another Navi’s roll, in addition to potentially
downshifting the roll, they can spend Charge. NetOps can also spend
charge if their player explains how their Navi is assisting them.

Unlike most things, Charge does not reset immediately upon jacking
out. It gradually reduces over time, draining from full to empty over
a few hours outside of high-tension scenarios.

CHARGE EXAMPLE

MegaMan is sparring with GutsMan. GutsMan rolls 1 hit to attack,
and MegaMan rolls 3 hits to defend. With two extra hits, MegaMan
gains 2 Charge: the friendly competition was invigorating! Later,
GutsMan is moping about and being a sore loser. MegaMan rolls
Charm to cheer him up — four dice on an Easy roll. He gets 3, 2,
1, and 4, then spends 1 Charge to increase the first die’s 3 to a 4,
giving him two hits total instead of just one.

CHARGE AND NPC5S

Most NPC Navis do not keep track of Charge. Game Masters can
track Charge for important Navis anyway, but it's only recommended
when it's relevant and exceptionally useful.
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NANI CUSTOMZER

The Navi Customizer (NaviCust) is cutting-edge tech that allows
NetOps to modify their Navi with software called Navi Customizer
Programs (NCPs). NCPs can improve Navi skills, expand Folders,
grant special abilities, and more. The NaviCust is the primary form
of Navi progression. Some campaigns may begin with each Navi
having a NaviCust, while other campaigns may introduce it later.

NaviCusts begin with 3 Exabytes (EB) of space. Navis canfindmorein [

expensive shops, dangerous networks, and the remnants of deleted
Navis. Each program has a size, with most between 1 and 3 EB. While
jacked out, a NetOp caninstall, remove, and swap a Navi’'s NCPs. The
total EB of installed programs cannot exceed the NaviCust’s capacity.

SKILL AND 5TAT NCP5

Some NCPs allow the user to choose from a group of Navi Powers,
skills, or stats. Instead of being named LockOn, Sense+1, or Mind+1,
they will be named [MindPower], [MindSkill]+1, or [Stat]+1. So long
as it falls under the listed category, you can decide which skill to
increase or power to gain. The decision is permanent.

Navi stats cannot exceed 4, and Navi skills cannot exceed 5.
Additionally, stats cannot be reduced below 1, and skills cannot be
reduced below 0 by any means.

EXAMPLE NAVI CUSTOMIZER USE

Lan got a NaviCust for MegaMan and two NCPs: Bravery+1 and
[BodySkill]+1.Both of them take 2EB. Lan sets [BodySkill]+1 to
Speed+1 (a permanent choice), then installs it. Since NaviCusts
start with 3EB of space, and Lan just used 2EB for Speed+1, he
can’t install Bravery+1. Lan makes a note to buy more memory
the next time he goes to Higsby’s.

TYPES OF NCPS

Skill+1 [2]
Increase the listed skill by 1.
(e.g. Strength+1, Bravery +1)

Stat+1 [5]
Increase the listed stat by 1.
(e.g. Mind+1, Body+1)

Navi Power [3]

Grants the listed Navi Power.
See Page 26 for the list of
Navi Powers.

Unique NCPs [?]

Can change many aspects of
a Navi. See the full list of them
on Page 62.



SAMPLE GOALS

* Develop a rivalry with Dex

e Turnthe abandoned server
into a clubhouse

* Get Chaud to finally open
up about his past

e Learn that you can’t trust
everyone — the hard way

* Win back Mayl/’s trust

MR. FAMOUS'S
FAMOUS TIPS

Keep in mind, goals are what
you want to happen with your
character — it doesn’t have to
be what your character wants!
Character growth can come
from hard times, and it can be
fun to put your character in a
bad spot and see how they
overcome it.

GoOALS

During character creation, every player writes 3 goals for their
character. Goals are simple statements, usually just a sentence,
that describe how the player wants their character’s story to evolve
in the near future. When players write goals for their characters,
they communicate with their GM to make sure the GM can integrate
those goals into the story moving forward. (If a goal directly involves
another player character, players should be sure to discuss how
they feel about the goal.)

The best goals are about relationships, character motivations, and
personal growth. Try to avoid goals that are just about increasing
power (e.g. “get five more battlechips”) or overly general and not
about the specific character (e.g. “defeat the main antagonist”).
When writing a goal, refer to the three questions below — the more
you can answer “yes” to, the better a goal it is.

* Does it make the world a more interesting place?
* Does it give the character depth or growth?
* Does it make the story more fun for everyone?

Completing your goals should always have a meaningful impact
on everything involved, especially your character. If you're not sure
whether you’ve completed a goal, ask yourself if pursuing this goal
has meaningfully changed your character, the setting, or the plot;
if so, you can probably mark it as complete. Completing a goal
normally takes multiple sessions. As long as every individual goal
has a meaningful impact on the story, players are able to progress
multiple goals at once.

You can change your goals between sessions. However, players
should always be sure to talk with their GM about changing goals.
The GM should be using the players’ goals to influence their sessions;
not telling your GM when you change your goals can make it harder
for them to help your character shine.

When you complete a goal, write a new one and choose one skill to
increase by 1. NetOp skills cannot exceed 5. If one or more player
characters played a critical role in helping you complete your goal,
you can pick one and increase your shared Bond Level by 1.
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Bonns

Bonds are connections forged through shared experiences. Bonds
are measured in Bond Levels, starting at 0 and going up to 3. Bond
Levels are shared — getting a Bond Level with a friend increases
their Bond Level with you. During character creation, each NetOp
picks another player to have a Bond Level with.

Spend time off with a NetOp to gain Bond Points (BP) equal to your
Bond Level with them. Time off could be a lazy afternoon, going
shopping, or a beach trip, for example. While time off can happen
in between sessions, making them part of sessions can help break
up the action and give the characters time to speak from the heart.

When you gain a Bond Level, you also gain 1 BP. You cannot have
more Bond Points than your Bond Levels combined.

EOND POUERS

Bond Points can be spent on Bond Powers, unique abilities that
allow players to harness the power of their relationships. Each Bond
Power’s cost is listed next to its name. When using a Bond Power,
describe how it looks and what memory you draw on to activate it.

When a description lists two things in brackets, add them. (e.g.
[NetOp Bravery + Navi Bravery] = those two skills added.) Nobody
other than the user can dispel or mitigate the boosts Navis get from
Bond Powers.

Introduce a helpful (but not overwhelmingly powerful) narrative
DestinvSpark "1, element into the scene with a twist of fate. (e.g. A friendly NPC; a
news bulletin; a brief distraction.) Navis and NetOps can use this.

Temporarily gain the energy of the Navi of a friend you have 2+
Bond Level with. You can use their element as well as your own.
In addition, you can replace one of your stat scores and two of
your skill scores with theirs. Ends after your Navi makes 5 rolls.

CrossSoul Tia,

Add your NetOp’s stats + skills to your Navi’s. The Navi can use the
Full Swnchira T4 NetOp’s Talent as an Element. When one loses HP, so does the
other. Ends after [NetOp Soul + Affinity + 3] rolls, or if one hits 0 HP.

This Bond Power is used automatically. When you would be
e load "1+ deleted, consume all remaining Bond Points. You are left with 1
HP. Gain full Charge. Your next roll is Easy, no matter what.
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MAakIiNG Yadrk NETOE

Every player creates a NetOp and a Navi, and the process for
making them is very similar. Click here for a blank character sheet.
Creating a NetOp takes five simple steps:

1. Name, personality, and appearance
2. Stats and skills 3. Starting BattleChips
4. Starting Bond 5. Talent

NAME. PERSONALITY. APPEARANCE

Give your NetOp a name, appearance, and basic personality.
NetOps are normally all fifth-graders going to the same elementary
school. Give them fun, colorful strengths and flaws! In addition, think
about a signature (not too useful) item on their person.

STATS AND SKILLS

NetOp stats start at 2 by default. Choose one stat and set it to 1.
NetOp skills start at 0 by default. Choose two skills and set them to
2. Choose two other skills and set them to 1.

STARTING BATTLECHIPS

Every NetOp starts with a few BattleChips. Pick 4 starter BattleChips
from the next page. This is separate to your Folder size. You cannot
pick the same BattleChip multiple times. Your GM may allow you to
forgo one or more starting BattleChips for 500 Zenny per chip.

STARTING BOND

Choose another player's NetOp to have a Bond Level with (Page
21). Because Bond Levels are two-way, this will also give them a
Bond Level with you. Think of what history your characters share.
You cannot get a Bond Level of 2+ in character creation.

TALENT

NetOps get one Talent. Talents can be any area of expertise or
interest. They should be general enough that they could organically
come up (e.g. “Theater,” not “Ancient Opera”), but not so general that
they apply more often than they don’t (e.g. “Judo,” not “Fighting”).
Once a session, a NetOp can turn a failure/mixed success into a full
success if it falls under their Talent. This only applies to NetOp rolls.

REMINDERS

Stats and skills:

Mind: Sense, Info, Coding
Body: Strength, Speed, Stamina
Soul: Charm, Bravery, Affinity

Max HP:
Body + Stamina + 5

Folder size:
Navi Info + 5

SAMPLE NETOPS

See Page 99 for a selection of
premade characters.


https://docs.google.com/spreadsheets/d/158iI4LCpfS4AGjV5EshHkbKUD4GxogJCiwZCV6QzJ5s/edit?usp=sharing

=4
STARTING BARATTLELRIFS

v

-

Sword Flasma Dashfittack
2 Damage, Close, Piercing [Blade] 2 Damage, Close [Impact] 2 Damage, Near [Rush]
Slash with a bright, razor-sharp blade. It lights Two orbs of electricity orbit the Navi, Fly through the air Close to the target!
up Near surroundings for a few seconds. striking all enemies in range.
- L

. O]
>

firshot Cannon
1 Damage, Near [Shot] 2 Damage, Near [Shot] 2 Damage, Near, Accurate [Shot]
Pushes the target back one range band. Creates a cloud of soaking, vision-obscuring Transforms a part of the Navi
bubbles around the target. into a high-velocity cannon.

HeatShot fapRing Rackﬂube

2 Damage, Near [Shot] 1 Damage, Near [Shot] Close [Summon]
Creates an explosion of flame around the target. Stuns the target for one second. Summons a large cube of stone in front of the
Navi.

fttack+] Barrier Repair
Simple [Support] Guard, Slow [Support] Near [Support]
Add one hit to your next non-BattleChip attack. Next time you fail to defend against an attack, Fix a broken structure.

a barrier nullifies all damage and effects.



MAkING YadRk NARN

Creating a Navi takes four simple steps, similar to NetOps:
1. Pick a name, personality, and appearance

2. Set your stats and skills

3. Choose an element

4. Pick your Navi Powers (see next page)

NAME. PERSONALITY. APPEARANCE

Think of your Navi’'s name, appearance, and basic personality. Navis
can be mentors, siblings, pals, or even emotionless tools! Consider
how your Navi and NetOp relate and get along. Let your imagination
run wild: Navis can look, feel, identify, and act however you like.

STATS AND SKILLS

Set one stat to 1, one to 2, and one to 3.
Navi skills start at 0 by default. Choose two skills and set them to 1.
Choose two skills and set them to 2. Set another skill to 3.

CHOOSING AN ELEMENT

Pick an element for your Navi and work with the GM to decide what
summoning and manipulating it can do. No player’s element should
dominate the spotlight.

Unless using the Navi Power Control, damaging elements are
hazards (Page 32). Without GM assent, elements only act as defined
on Page 17 and player elements do not get special rules.

SAMPLE NAVI

Folaris. EXE "uUrsine owversear - ha/thewv,
Mind 1 Body 3 Soul 2 Chips Attack+1, Barrier, RockCube, Sword, ZapRing
Skills 2 Strength, 1 Speed, 2 Stamina, 3 Bravery, 1 Affinity | Element Astrology
HP 10
Navi Powers  Skill Type Description

GravArmor Stamina Move along or stick to any Close surface, or stick any Close object to you.
Reflect Stamina Parry a direct ranged attack, rolling Stamina. Reflects secondary effects.
BodyGuard Bravery [ @ Pickan ally. Next time they're attacked & Near, step in to take the attack instead.

Polaris is a towering bear-like Navi wearing armor decorated with all the sky’s constellations. A result of their operator’s “medieval
fantasy” phase and starwatching hobbies, he’s exceptionally intimidating... unless you’ve seen all his “Star Wizards” cosplays.



=k NANI POWLERS

All Navis have Navi Powers: special abilities they can use at any time. There are two types of powers:
Cost Powers (noted by (=) reduce the relevant skill by one to use them. No roll is required. Cost
Powers cannot be used if the skill is 0. All reduced skills are restored to normal on a successful jack out.
Roll Powers (noted by () roll the relevant skill to use them. Roll difficulty depends on the circumstances.
(Navis using Roll Powers are recommended to have at least 4 dice in the power’s stat + skill.)

Powers have no limits to how many times they can be used overall, though Cost Powers need to be
replenished by jacking out. If the power name contains @, activating the power happens instantly,
though it cannot be used to interrupt others’ actions. Targets can defend against Navi Powers that

directly impede them (e.g. Disruption and Glare; not Analyze).

When creating a Navi, choose any three Navi Powers.

Sense

Bl indMode

Find a target with extrasensory means
(e.g. thermal imaging, echolocation).

Info

fnalwvee

Learn what makes the target (pick 1):
dangerous; happy; valuable; vulnerable.

Loding

Disruption

Pick a Near target; disables their last
used power/NCP until they roll 3 times.

LockDn B ®

Pick a target — the next rolled attack
on them is guaranteed Easy.

Sp lash

Roll once to attack a Near target.
Damages everything Close to the target.

Feconfig H ©

Trade your unused Folder chips with
your allies’ Folder chips and your pack.

CloneTool

Copy a Close object. You can store it in
an empty Folder slot. Expires on jack-out.

MapEdit [

Generate a Near simple structure that
is either hard, large, or hidden.

Firewall

Put a temporary door on a Near
entrance that blocks known enemies.

Mol lew O

Reroll your next attack roll twice
and take the best outcome.

Tracker

Identify hidden trails and inconsistent
parts of the environment.

Faefresh B ©

Pick a used BattleChip in your Folder.
It is now usable again — once per chip.

Memo rvScan

Scan a Close Virus/object to reveal the
target’s recent memories/interactions.

PropHunt =

Disguise yourself or a Close ally as a
similarly-sized object. Movement ends it.

MaClip

Pass through a thin structure
(walls, floors, pipes, etc).
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NANI POUERS, CONTINUED

“trendth

Gut sy

Launch a Close target one
range band in any direction.

Spead

FlowState

Reshape your body to fit in tight or
oddly-shaped spaces. (Not a disguise.)

“tamina

ArmorChange

Your body is briefly (pick 1) superhot; icy;
superheavy; camouflaged; or luminous.

Charm

Harmless

Avert hostile attention from yourself.

Brasery

Commandl ine

Create a minion with one purpose.
(One at a time; it has no stats/skills.)

O £ i it

Ailt

Use the element of the last Near deleted
Virus. Max 3 uses; also ends on jack-out.

BreakCharge & ©

Your next attack roll ignores Guards and
upshifts the target’s next 4 Body rolls.

Shatter

Destroy a Close structure or
piece of terrain.

Aftarimages [ @

Reroll your next 3 defense rolls, taking
the best outcome each time.

Jumpets

Launch a range band in any
direction off of a surface.

Clear H ©

Cure all negative secondary effects from
outside sources. Usable on Close allies.

Grawvirmar

Move along or stick to any Close surface,
or stick any Close object to you.

Model|Edit &

Look like a Virus or Navi you've met
(appearance only).

Hvpnot | ze

For 3 rolls, a calm Close target is (pick 1):
drowsy; forgetful; paranoid; loopy.

Bodwauard B ©

Pick an ally. Next time they’re attacked &
Near, step in to take the attack instead.

Glare

Momentarily stun a Near target
(once per target until jack-out).

Codelnjection H ©®

Your next rolled attack covers the
target with your element.

Control

Make a ranged attack with your
element if it is present.

Fol lowthrough B ©

Your next melee or Strength roll hits
any number of targets in range.

Shockwawve

Aranged attack that only moves through
surfaces. It can hit one Near target.

Warp B ©

Instantly move up to one range band.

Sneakrun

Slip past an inanimate threat
(e.g. traps, sensors).

Fegenaerate = ®

The next 5 times you roll or use a Battle-
Chip, heal 1 HP. (Damage comes first.)

Faflact

Parry a direct ranged attack, rolling
Stamina. Reflects secondary effects.

Crvarwrite H
Trick a hostile Virus into helping you.
The bigger the ask, the shorter it lasts.

Flavback

Imitate someone else’s voice.

Fallv B ©

Add two dice to someone else’s
Soul roll (before they roll).

SwstamCal |

Convince one or more Near targets to
focus their hostile attention on you.

Save =

If your element is present,
heal someone for 3 HP.

Shift E3

Swap places with an abundance
of your element in line of sight.
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JACKING IN

When a NetOp jacks their Navi into immediate danger, the NetOp
rolls Affinity to synchronize with the Navi. On a full success, the Navi
can act immediately. On a mixed success, the Navi’s data transmits
with a brief delay, hindering their ability to react. On a failure, the
Navi is vulnerable to attackers with barely any time to react.

When the Navi returns to the PET by jacking out, under normal
circumstances, it returns to full health, all temporary effects (e.g.
skill reductions) are removed, and all used BattleChips are returned
to usable condition (see BattleChips: the Folder, Page 10).

Jacking out under pressure also requires a NetOp Affinity roll. On a
full success, the Navi jacks out without complications. On a mixed
success, the Navi may take longer to jack out, or they may not have
their health, skills, or BattleChips immediately returned to normal.
On a failure, at least one of those complications occurs, if not more.

JACK-INPOINTS

On normal servers, each physical jack-in port places Navis in a
specific part of the server. Nearby ports tend to go close to each
other — if a group of NetOps jack into adjacent ports, their Navis will
likely enter the server standing together. Some servers have jack-
in ports in hidden or hard to access places. Finding these can lead
Navis to similarly secretive parts of cyberspace.

Normally, as long as their PET is still jacked into the server, Navis
can jack out from anywhere in cyberspace. However, some high-
security servers require Navis to return to their jack-in port to leave.
Navis are typically able to tell when this is required.

DR. HILY'S
SAMPLE SECRET JACK-INPORTS WICKED TRICKS

* Inside the squirrel statue’s mouth — climb it to jack in! Game Masters: If your players

¢ Locked in the maintenance panel — got the password? expect a server to have hidden

¢ |n the teacher’s lounge — sweet-talk your way in! jack_-in ports, you Cé_m give the
g Y Y obvious port downsides! Does

e Buried under messy cables — can you spot it? it lead to an an ambush? Or

* |n the back of the doghouse — but what about the dog?! does it limit how many PETs
are connected at once, forcing
players to connect separately?
Foreshadow it, then have fun!



SERNER FERTURES

EXAMPLE
EDHTRDLFﬂHELE

A series of dials and
levers in a hidden room
Holographic screens
protected by Viruses
The desk in the cyber-
skyscraper’s CEO suite

EXAMPLE
EXT CONSOLES

A dusty keyboard &
screen in the basement
A jet cockpit’s worth of
buttons and lights

A security booth with live
maps of the server

EXAMPLE
SERVER LOGS

Records of who jacked in
and out, and when
Unauthorized access alerts
Security camera footage,
archived weekly

CONTROL PANELS

Most computers primarily exist to manage real-world objects. These
computers often contain control panels — digital terminals that
typically let users access data about the server and control the real-
world object. When trouble’s afoot, these are often what Navis are
looking for in a server — and because of how much control they
offer, they are often hidden, guarded with force, and/or unable to
access without authorization (or a successful Coding roll).

EXTERIOR CONSOLES

The real-world equivalent of control panels, exterior consoles are
another way for NetOps to directly affect digital spaces. They are
typically well-protected, with physical access restricted and login
credentials (or Coding skills) required for use.

Exterior consoles can have a wide variety of uses. Some show the
server in different angles (e.g. maps; cameras), some manipulate
the server’s layout, and others enable and disable features to help
Navis inside. Exterior consoles with a wide variety of uses may
have an overwhelming number of (poorly-labeled) controls, making
experimentation at best unproductive and at worst dangerous.

SERVER LOGS

Server logs are records of server activity, typically housed within a
control panel. They can contain a wide variety of information, with
more complex and critical servers typically recording more data (but
keeping that data even more heavily protected). Navis investigating
who was where and when typically turn to server logs for clues.

SERVER DEFENSES

Even the simplest system has security defenses — for a schoolkid’s
homepage, keeping the admin zone behind a simple passcode-
locked door is enough! But as networks have advanced, so has
cybersecurity. Major networks have to mix varied layers of security
to ward off hackers. Sure, a smart Virus can crack any password in
minutes — but can it find the hidden passageway, cross the chasm,
outrun the snake trap, and solve the riddle leading up to it?



SERNER FERTURES,

MIRROR DATA

Many servers contain Mirror Data — objects linked to real-world
equivalents. Mirror Data may look exactly like its real-world
counterpart, or it may be a more abstract representation (like a real-
world lamp affecting all the lighting in a server). Some servers have
Mirror Data to make controlling the counterparts easier, while others
may inadvertently use it as a byproduct of the server’s structure.
(Not to mention servers that install it for decoration!)

Mirror Data is typically two-way; affecting it in one world will always
affect its counterpart. By searching for objects linked to Mirror Data,
NetOps can indirectly assist their Navis (and vice-versa).

PROGS

Progs are peppy little workers that keep the world’s computers run-
ning. They’re designed for all kinds of purposes, with most everyday
things containing multiple Progs. A single vending machine could
have half a dozen Progs inside — it’s a lot of work to manage inven-
tory, perform maintenance, and say “thank you for your purchase!”

Due to their one-track minds, they’re often naive and oblivious.
However, they’re still individuals with their own quirks — and often
their own hats!

LINKS

In 200X, the internet is vast and labyrinthine — a pain for naviga-
tion! Links are a simple way to cut down on travel time, teleporting
Navis from one end to the other. Some are one-way, password-pro-
tected, or even linked between servers. They’re used by practically
everyone: best friends link each others’ homepages, like-minded
enthusiasts forge webs of mutual links called “WebRings,” and huge
corporate servers link their different areas for ease of maintenance.

OTHER DIGITAL FEATURES

* Viruses: Digital creatures, often trained to cause havoc [Page 65]
* Mystery Data: Odd scraps, like zenny, chips, and info [Page 95]
* Hotspots: Landmarks that radiate powerful energy [Page 104]

=31
CONT.

EXAMPLE
MIRROR DATA

* Afireplace that lights
torches in the server

* A faucet that affects digital
water flow

e A fan that creates wind
tunnels in the server

e A thermostat that can
bake or freeze the server

MX. PROG'S
PROTRIVIA

Hi, 'm Mx. Prog! It looks like

you’re learning about Progs.

I'll share some fun Prog facts!

* Many of us love riddles!

e Each Prog has a 1 in 8096
chance of being gold!

* These things on our heads
are hands! They stretch!




SAMPLE
HAZARDS

Light hazards

e Burning coals

* Freezing water

* Being thrown into a wall
e Falling out of a tree

Normal hazards

Electrified water

Towering flames

Clouds of poison gas
Being crushed by a boulder
Falling in a pit of spikes

Extreme hazards

* A giant pool of lava
Metal-melting acid

Falling down a skyscraper
Highly radioactive glitches

HAZARDS

Viruses aren’t the only dangers Navis face. Hazards are environ-
mental dangers, ranging from spooky vibes to spike pits. This list of
base templates is free for GMs to edit as they like, such as reducing
a hazard’s effects and adding another negative effect (e.g. upshift-
ing a stat/skill’s next 2 rolls; setting off an alarm; briefly freezing the
Navi). GMs should use these in conjunction with other challenges,
with their frequency roughly relative to their difficulty.

Players may suggest alternate ways of resisting hazards —these are
baseline rules for average contact with hazards. Normal upshifting/
downshifting rules apply to their difficulties.

PHYSICAL HARZARDS

Light hazards
Perform a Normal Stamina roll. On a failure, take 2 damage. On a
mixed success, take 1. On a full success, take 0 damage.

Most characters can withstand Light hazards. GMs can use these
frequently, either as a complication (e.g. the result of a failed roll) or
as a route players might willingly brave (e.g. a tanky Navi might run
over burning coals to punch a Virus hovering above it).

Normal hazards
Perform a Normal Stamina roll. On a failure, take 4 damage. On a
mixed success, take 2. On a full success, take 0 damage.

Normal hazards allow GMs to create environmental threats
that threaten players with meaningful (but not game-ending)
consequences. Few players will want to intentionally brave these,
and spending resources to traverse or nullify them is often worthwhile.

Extreme hazards

Perform a Normal Stamina roll. On a failure, take 6 damage. On
a mixed success, take 4. On a full success, take 2. On a critical
success, take 0 damage.

Extreme hazards are named for their high lethality. They should
have clear foreshadowing, easy ways around them, and few (if any)
ways to nullify them. GMs can use these occasionally to raise the
stakes and create serious tension.



HARZARDS, CONTINUED

MENTAL HAZARDS

Distractions

Perform an Easy Bravery roll. On a failure, upshift the next two
Mind rolls. On a mixed success, upshift the next Mind roll. On a full
success, nothing happens. Penalties fade if you take time to calm
down and recollect yourself.

Distractions, like other mental hazards, can be especially useful for
GMs running horror-themed sessions, though they can be effectively
used in lighthearted sessions too. Players should understand that
a Distraction’s effects can go away by briefly resting. Deciding
between acting quickly or resting should be a challenging decision.

Panics

Perform a Normal Bravery roll. On a failure, upshift the next two
rolls. On a mixed success, upshift the next roll. On a full success,
nothing happens. Penalties fade if you get away from the source of
the panic, take time to rest, and recollect yourself.

Panics can mechanically convey how scary a situation is, such as
making an enemy feel intimidating, or making an urgent scenario
feel overwhelming. Players can snap each other out of Panics —
doing so instantly could be the bonus effect of a critical success.

Freezes

Perform a Hard Bravery roll. On a failure, you freeze for several
seconds, too panicked to act. On a mixed success, you hesitate for
just a moment. On a full success, nothing happens.

Freezes are debilitating hazards specially kept for the most hair-
raising, pulse-pounding scenes. GMs should use them sparingly.

PLAYER-MADE HAZARDS

As discussed in Elements (Page 17), player elements are sometimes
able to make hazards, and dangerous elements should come with
matching limitations. Players should not be able to generate Extreme
hazards from their element; it’s hard to set balancing limitations that
don’t make them too deadly or too frustrating.

Other tools can also create hazards. Chips like LavaSeed can be
deadly; accordingly, GMs should be sure to highlight their limitations,
such as slow activation time or potential collateral damage.

MORE SAMPLE
HAZARDS

Distractions

Strange noises in the dark
A mysterious figure appears
Eerie events, like objects
moving by themselves

Panics

A terrifying enemy appears
Finding a horrifying scene
A countdown to server
self-destruction begins

Freezes

The spooky villain s

suddenly right behind you
An overwhelming number
of enemies appears

The evil organization has
taken your parents hostage
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GAME MASTERING BRSICS

In NetBattlers, the Game Master is a mix between narrator,
worldbuilder, and referee. Using the systems explained in earlier
parts, you can work with your players to make scenes of imaginative
exploration, thrilling combat, and touching emotion.

If it sounds like a lot of work, don’t be afraid! Between resources
like the Virus list, tips like the next section on Session Zero, and
checklists to help you learn how to construct scenes in NetBattlers,
this rulebook’s got your back. This section also includes a pre-
written one-shot!

Every GM has a different style, and NetBattlers can accomodate
many different kinds of play. However, there are a few general traits
that GMs for NetBattlers should keep in common.

GOOD GAME MASTERS...

Are fans of the players

The players and the GM are working together to tell a story. While
the GM controls the enemies and introduces challenges, the GM
themselves is not the enemy. The GM doesn’t “win” if the players
lose — everyone wins when they share a fun, memorable story.

Give players interesting choices

RPGs are about more than just rolling dice. Whether your players
love combat or roleplay, think about what engaging dilemmas you
can give them. Do you shoot the Virus or slide under the door? Do
you return the lost BattleChip or keep it for yourself? What do you do
with this love letter? Interesting choices make for interesting stories.

Know when to go hard and go easy

Like any story, managing the pacing of your campaign is important.
Don’t be afraid to cut away from scenes that are dragging on, and
don’t be afraid to throw a hearty challenge at your players — you
can always ease off if it's too much for them.

Treat everyone with respect

Sometimes, things don’t work perfectly. If you're having a problem
with your players or your game, speak to them about it and try to
come to a better understanding. Don’t make assumptions, and
definitely don’t “punish” them in-game. That being said, you are not
solely responsible for the group’s social dynamic — tell your players
to speak up if they feel there’s an issue.

DR. HILY'S
WICKED TRICKS

Do you ever feel overwhelmed
by having to describe so many
things? Here’s a wicked trick
to fix that: ask your players
to do it! Turn the tables and
ask them to say what’s on
that billboard, or give some
fun details for the NetSquare.
It turns the setting from your
world into the group’s world!
So kick back and relax!
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SESSION ZERO

Before your first session, hold a “Session Zero” where you and your
players can talk about expectations, ideas, and desires. This is also
a time to get everyone together for character creation, and to help
create a party dynamic. The following are some important areas to
hit on when playing NetBattlers — work together on each section!

Tone

Everyone should be clear on the campaign’s tone. For example,
If you're emulating the colorful and cartoony tone of the Battle
Network games, edgy and grim player characters will feel out of
place. Keeping everyone on the same page will help everyone feel
like their character belongs.

Safety Tools

Sometimes, stories go places people aren’t ready for. Safety tools
help people avoid and process discomfort. No safety tool is one-
size-fits-all, but every table should use at least one. Some examples:

+ Lines and Veils, by Ron Edwards: Before play, everyone
writes Lines (content that will not come up during play) and Veils
(content that will happen “off-screen” and with little detail). Check
in time to time to see if people have additions or changes.

+  The X-Card, by John Stavropoulos: Before play, the GM puts
a card with an X drawn on it on the table. Whenever someone
is uncomfortable with something in play, they can tap or hold up
the card, no explanation needed. It doesn’t matter why. The story
then continues, removing whatever was X-Carded. If there are
any issues, players can take a break and talk privately. (Read

RELHTIDHSHIF the original, full text of the X-Card here: tinyurl.com/x-card-rpg)

Breaks: After long or intense sections, take a break to cool off,

HICHSTHRTERS stay focused, and process everything that's happened so far.

Before play resumes, check in to see how everyone’s feeling.

Want to jumpstart your party
dynamic? Take turns suggest-
ing relationship types between
characters. Keep them short
and sweet, and let everyone
suggest at least two. Here are
some examples:

Goals and Wishes

Ask what everyone wants from the game. Some people love combat,
while others just want character drama. Some want hard challenges,
while others want the leeway to make bad choices. Catering to
everyone’s goals — yourself included — keeps the table engaged.

Character Creation and Party Dynamic

While creating characters on your own time can be more time-
efficient, spending part of Session Zero making characters together
can help forge a good group dynamic from the get-go, avoiding first
session awkwardness and getting players excited to play. Use the
starting Bonds as a springboard for a greater conversation about
how the different player characters get along.

* Best friends, but also rivals

* Inseparable siblings

* One used to bully the other

* Mentor and mentee

* One has a crush, the other
is completely oblivious


http://tinyurl.com/x-card-rpg
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BRSICS ANALYSIS

SHIFTING

Shifting rolls is a powerful tool in the GM’s arsenal, both statistically
and emotionally. Getting two hits on a Hard roll is very difficult, and
three is nearly impossible. Meanwhile, a character rolling six dice on
an Easy roll has an 89% chance of getting a hit. Even if they’re not
aware of the statistical probabilities behind the dice, players can feel
the differences between Easy, Normal, and Hard rolls.

Downshifting a roll (changing the difficulty from Normal to Easy or
Hard to Normal) is a great way to reward your players. When players
come up with clever and creative plans, be sure to downshift their
roll and provide a colorful description.

Conversely, upshifting rolls can be used as a consequence for
acting carelessly or to establish danger. Warning players that their
rolls will be Hard can encourage them to take a situation seriously,
think creatively, and collaborate.

RESULTS

Judging the outcome of rolls can sometimes be tricky. Full success
is straightforward enough, but judging what constitutes a mixed
success, a failure, and a critical success requires taking more than
just the task at hand into account.

When a player rolls a mixed or critical success, think about what
resources they have and what resources they want. These resources
could be literal (Zenny, BattleChips, HP) or more abstract (time,
space/distance, allies).

For mixed successes, think about how you can allow them to achieve
their goal but put those resources in jeopardy — or even better, give
them a choice. The choice could either be achieving their goal or
preserving their resource, or it could be a choice between which
resource they would rather lose.

For critical successes, think about those same resources and
reward them. Extra time for the mission, extra distance from the
enemies, or even just finding some Mystery Data with Zenny inside
— think about what would be useful to the players and what would
make sense to get as a result from the roll. When in doubt, you can
always grant players Charge — players will always appreciate the
insurance against bad luck that it can provide.

REMINDER: DICE

Difficulties:

Easy: (J[E3 are hits. Failure
is easy to avoid.

Normal: are hits. Success
is not a guarantee.

Hard: Only s a hit. Proficient
characters may still struggle.

Results:

0 Hits - Failure: You don’t get
what you want.

1 Hit - Mixed Success:
Success with complications.

2 Hits - Full Success: A
success without complication.
3+ Hits - Critical Success: A
success with extra benefits.

EXAMPLE
MIXED SUCCESS

MegaMan is trying to cross
a flaming pit. He rolls Speed
and gets a mixed success. He
has to choose: does he let the
fire hurt him, or does he spend
his Bubbler chip to briefly snuff
the flame? MegaMan chooses
to make it across by keeping
his armor safe and using up
Bubbler to keep the fire down
just long enough to make it.



ANALYSIS, COnT.

FAIL FORWARD
EXAMPLES

You succeed, but...

e ...a bad thing happens to
you and your closest ally

e ...something big helps the
antagonist out

* ..its benefit is fleeting, and
a bad twist is coming

e _.first, you have to pay a
proportionally high price

e ...it's going to come back
to bite you in the far future

e ...a bad thing happens to

you that will last a while

...suddenly, Viruses! Oh no!

DR. HILY'S
WICKED TRICKS

All this about choices — do
you even know why they

matter?! It's not all about
power, challenge, or victory:
it's about that awful thing, the
heart! Whether they’re picking
BattleChips, friends, or words,
they’re showing what'’s in their
heart. Not all choices need to
be hard, but they should all
invite self-expression. (Yuck!)

Mixed and critical successes can also affect an ally’s move, poten-
tially upshifting or downshifting their ally’s next roll. Again, giving
players choices between which outcome they would prefer can be
an interesting way to introduce pressure. After rolling a mixed suc-
cess, would they rather take damage or upshift their ally’s next roll?
For a critical success, would they rather downshift their ally’s next
roll or destroy the enemy Navi’'s cover? Not every roll has to result in
a decision, but it's a fun and useful tool to keep in mind.

When someone fails a roll, “nothing happened” is typically a boring
result that doesn’t progress the story. Instead, treat them like mixed
successes with a higher price. The consequences should still be
proportional to the stakes of the roll — severely punishing any
failure can lead to players feeling reluctant to take risks. As long
as the story keeps moving forward and the price feels fair, making
failures more than “nothing happened” won'’t feel “cheap” to the
players. (Keeping narrative momentum with poor rolls is especially
important for NetOps, whose lower dice pools means they’re much
more reliant on teamwork and/or Talents to succeed.)

RESOURCE MANAGEMENT

Beyond mixed/critical success outcomes, NetBattlers is designed
to give players resource management choices. Which BattleChips
and NCPs do you bring when you jack in? When do you spend
your Charge, BP, and in some cases, HP? Leaning into the tension
of prioritization is a good way for Game Masters to encourage
interesting decision-making. There are a few ways to do so:

Know what your players have available
If you don’t know what resources your players have at hand, you'll
have a harder time giving them relevant and interesting choices.

Prioritize partially-informed decisions

If players don’t know anything about what's ahead, they have no
basis for decision-making beyond what normally works. And if
players know too much, the “best” answers become easier to find
and players may focus on “optimal” choices instead of what'’s fun.

Make their choices matter

When players make choices, they’re expressing what they value.
Take note of those values and make them important, giving them
space to showcase the consequences of their choices — good
and bad! If you’re unsure what a player wants out of the decisions
they’ve made, just ask. Great sessions need great communication.
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DESIGNING A SCENE

1: Figure out your objective for the scene

Whether you’re setting up the opening scene of your campaign, a
hectic Virus battle, or a sunny weekend camping trip, each scene
has a purpose. Objectives can be things like introducing a character,
revealing an important fact, or getting the party into trouble. Most
scenes will have multiple objectives.

Some objectives work best (or only work at all) when everyone at
the table’s on the same page. Don’t hesitate to talk with your players
about what you want out of a scene. Also be sure to ask your players
what they want out of scenes — making time for player-directed
narrative beats is key for giving characters space to develop.

2: Describe the setting

Tell the players about the scenery. Sensory details are important —
not just what they see, but what they hear, smell, and feel. This is
an important tool in setting the scene’s tone and giving your players
a strong mental image of where their characters are.

3: Give the players things to interact with

Adding moving parts to a scene gives players material to work with.
They can be big focal points like major threats and important items,
or they can be minor elements like nameless NPCs,

4: Ask the players what they do and be flexible

Now that you’ve set the scene, the ball’s in their court. Ask them
what they do, and don’t be afraid to present a few options to get the
ball rolling. Scenes with a lot of moving parts can be a great fun, but
some players can easily fall into decision paralysis without a bit of
gentle guidance.

As an old adage goes, no plan survives contact with the players.
And that’s what’s fun about collaborative storytelling! Don’t be afraid
to improvise. A player wants to look for a hidden jack-in port, but you
didn’t plan for it? If it sounds like a fun idea, go for it, and see where
it leads! You can always slip those unused ideas in later. If it doesn’t
sound like it would fit with the story, it might be time to check in with
the players about what they’re expecting out of the game.
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MAKING A NIRUS FIGHT

EXAMPLE VIRUS
FIGHT IDERS

Fire Viruses lighting a dank
swamp ablaze.

Viruses take a cyber-train
hostage. Don’t let it derail!
Ice-themed Viruses freeze
over a digital water park.
Viruses in the library server
are heisting the books!

A Virus barfight! Don’t
break the pricey bottles!
Desert Viruses! Chip data
is sinking in quicksand.

A birthday party ambush?!

1: Pick 2-3 Viruses from different categories

You can refer to the list of Viruses on Page 65. Choose a few
from different categories - they don’t all have to be from different
categories, but the majority of them should be. Look at their abilities
and think of how they could work together, what kind of environments
they would work well in, and what weaknesses they might share.

2: Think of a theme for the environment

Digital worlds have infinite possibilities, so let your imagination
run wild for the fight’'s environment. Jacking into a Virus-infected
refrigerator might have the Navis fighting Viruses atop massive
digital cheese blocks and apples. Jacking into the railway system
could place the Navis atop a speeding train. Keep it simple and
creative, and don’t be afraid to think outside the box!

3: Write a few major objects and details down

A creative environment will fall flat if there’s nothing interesting to do
with it. Come up with a few (at least two) interesting and important
elements to the environment. Maybe digital cheese is spongy, and
will upshift Speed rolls for whoever’s standing on it. Maybe there’s
an overpass that the train goes under with only inches of clearance!
The best objects and details will challenge players and give them
interesting opportunities. Think quality over quantity!

4: Think of how the Viruses will use the environment

Your Viruses should be trying to take advantage of the environment
and everything in it too. Maybe a Viney in the fridge is trying to
stop Navis from getting off the cheese, or a Bunny is trying to stun
players so they get hit by the overpass. Making the Viruses engage
with the environment will encourage the players to do the same,
making the fight feel more unique and interesting than a fight where
the setting is merely a backdrop.

5: Give the players multiple objectives

When combat boils down to two teams fighting to deletion, it can
be hard to keep things fresh. Introducing other things for players
to do makes the situation more interesting and motivating. Extra
objectives can take a backseat to combat (like recovering extra
BattleChip data sinking into a hazard), or combat can be secondary
to something else (like chasing a runaway Navi while their hench-
Viruses start trying to cut the players off).
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CREATING ANTAGONISTS

Creating enemy NetOps and Navis is very similar to creating player
characters. Keep these differences and guidelines in mind to make
sure your bosses pack an extra punch and are fun to fight.

Starting power level

If your players are around starting power level, you can make a
challenging enemy NetOp/Navi duo with a few stat tweaks. Antago-
nist NetOps are often adults, so you can set their stats to 1/2/3, give
them 1/1/2/2 to place in any of their skills, and three talents to help
them make mischief. For Navis, give them a NaviCust with 5EB per
player (e.g. in a game with three players, the GM would make an
antagonist with 15EB of NaviCust memory).

Stats and skills

Every boss should have something that they excel at. In general,
boss Navis should be rolling at least six dice for their best skill —
feel free to give them a few [Skill]+1 NCPs to make it seven or eight.
Your boss is almost certainly going to be outnumbered by your
players; giving them two or three skills they can comfortably rely on
will mean your players will have to work together to take them down.
If their Max HP is on the lower end, consider giving them some
support in the form of one or two Virus underlings.

Think of how the fight will play out

Refer to steps 2-5 of Making a Virus Fight on the previous page;
many of the same ideas apply. Deciding how the enemy will start with
the upper hand and use the environment in their favor is important.
Doing so will help you pick Navi Powers, BattleChips, and NaviCust
Programs for them to use. For example, in a fight on the edge of a
volcano, it would be a good idea to give your enemy Navi chips to
try to knock the players into the lava, like Wind or RocketTackle, and
the Navi Power GravArmor to resist being pushed in themself.

Go wild with elements

When it comes to elements for boss Navis, let your imagination run
wild. You can make a boss that can clone itself, or stop time, or
freely fly through the air, or whatever you think would be fun and
creative. You can even construct mechanics for them: for example,
every time a player steps in the boss’s element, the boss downshifts
their next roll. Just make sure you think of a way the players can
overcome the boss’s element - there’s nothing like that satisfying
feeling when you figure out how to beat a tricky enemy!
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LREATING A WaORLD

The Battle Network world is full of wonder, surprises, and mind-
blowing technology. If you want to capture those feelings in your
setting, consider the following advice.

Keep the world optimistic...

The Battle Network world isn’t perfect, but it's pretty close!
Technology has solved countless problems, large and small. People
don’t struggle with modern-day problems like famine, disease, or
poverty. The greatest source of conflict comes from greedy criminals
—muggers, thieves, and other evildoers — who conspire in shady
organizations. Taking them on might be daunting, but a group of
kids can face them with the power of friendship and a bit of luck.

...And a little bit naive

The Battle Network series’ setting has a lot of odd things that only
make sense if everyone assumed nobody would do anything bad.
Terroristic washing machines that clearly didn’t go through any
regulation? Security drones connected to the internet? Don’t worry if
it feels silly — the Battle Network world wasn’t made to make perfect
sense, it was made to be imaginative. Have fun, and don’t worry
about unforeseen ways to exploit systems... that’s a plot point!

Everything is connected

Always think about how the real world and the digital world intersect
— not just in your scenes, but also in the big picture. How do Navis
and people work together to make this a better place? What kinds
of future tech lets people do fantastic things every day? How has
connectivity made the world a better place? Keep those questions in
mind as you flesh out your setting, even if you don’t answer them all.

Everything (and everyone) is a little over-the-top

The Battle Network world is colorful and cartoony, and its inhabitants
are no exception. Don’t have a bored teacher, have a teacher falling
asleep at their desk next to their coffee mug. Don’t have a subway,
have a neon-studded metro system with a conductor who won’t stop
whistling. Your players are seeing everything through the eyes of
children: indulge in childlike whimsy and wonder!

A little music goes a long way

Building a world isn’t just about words! The right music can go a
long way to making a place convey a feeling. Playing the classic
Battle Network soundtracks in the background during play can help
establish the same ambience as the games. Even if your players
haven’t played the games before, the music conveys so much
personality and energy, it’s sure to add a lot to your scenes.
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REWARDS AN0D Ecanamy

There are many ways for your players to acquire new items over your
campaign, including shops, exploration, and achieving milestones.
Here’s a guide on how to reward your players for their actions.

Zenny Rewards

Players should primarily get Zenny as a reward. 500z is good for a
small prize, like rewarding a player for snooping in a cupboard or in
the change return of a vending machine. Between 1000z and 2000z
is a moderate sum; good for rewarding players for Virus busting
with style or completing a brief side-mission. From 2000z to 4000z
is a large reward; players should have to work for these, maybe
sacrificing something or excelling as a team. Anything above 4000z
is a jackpot prize; especially powerful items tend to be priced in this
range, so dole these out rarely, and with good reason.

Item Scarcity

Despite modern availability, things like BattleChips and NaviCust
Programs often still require visiting specialty shops on foot — and
they won’t have many copies of items in stock. Try to limit your
shop inventories to 20 or fewer items, and with few (if any) copies
of each item. It may be harder to justify in a hyper-connected world,
but your players won'’t suffer from choice paralysis and will deal with
interesting resource management choices. Online shops work the
same way.

Item Prices

Pricing items is contextual. A chip that summons a rain cloud is a
powerful tool when a fire-themed boss is coming up, but not when
the bad guy controls the weather! When pricing items, think ahead
to the challenges your players will face and what will be difficult and
easy to make use of. That way, they’ll feel rewarded for figuring
out how a cheap-priced item can help them, and for earning the
expensive item that’s perfect for the scenario.

Additional EB

As a campaign continues, players should get additional EB for their
NaviCust. Generally, it should be infrequent, acting as a marker for
major accomplishments (e.g. absorbing an important antagonist’s
EB after finally defeating them). Try to make sure players generally
have more NCPs than they can fit in their NaviCust, both to help
you pace out EB distribution and also to make sure your players are
always making interesting choices about how to equip their Navi.
Be careful when giving players more than 15 EB — at that point,
keeping track of NCPs can easily get overwhelming.

CONTEXTUAL
PRICE GUIDE

500z: Basic or Situational
GMs don’t expect these to be
too useful — at least, without
a hefty dose of creativity.

Common Examples:

e Starter chips

* Hazard chips with harmless
effects (e.g. sand)

e 1 EB NaviCust Programs

1000-2000z: Most Iltems
GMs expect these items to be
useful in general, or extremely
useful in a specific scenarios.

Common Examples:

* Most 2 EB NCPs

e Chips that deal 2-3 dmg

* An item that helps with an
upcoming challenge

3000z+: Best of the Best
These will be really useful for
what’s coming up next!

Common Examples:

e Chips that deal 4+ dmg

e Just about any 4+EB NCP

* An item that exploits the
next boss’s weakness

SHOP IDERS

e Themed shops (e.g. music;
fashion; food; outdoors)

* |tem exchanges —trade in
3 chips to get top-tier stuff!

* A pricey delivery service
that ships any chip

e A random chip dealer
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EXAMPLE SCENARIO
BEE THE BEST You CHN BEE

EXAMPLE
SETPIECES

A colossal beehive array in
an open-air garden. More
bees in view through a
window than you’ve seen
in your life — and yet it's
actually calm. Robotic and
human beekeepers tend
to the hives, administering
medicine and nutritional
supplements.

A central control room
shaped like a hexagon
oversees the hive array.

A museum with interactive
exhibits on the history of
this project.

A big processing room for
honey production, with
honeycomb twisting along
a centrifuge. A monitor
shows a supervising Prog
in a beekeeper suit.

By Florian Deschanel

INTRODUCTION

Welcome to the [your city here] CyberApiary! Once, the scourge
of Colony Collapse Disorder threatened the global bee population
(and our entire ecosystem, food chain, etc.). However, the miracles
of this SciLab-funded project isolated the causes and steadily
worked to counteract them. Malnutrition, pesticide-resistant mites —
every potential cause was ferreted out and counteracted. Now the
CyberApiary breeds hives for distribution to afflicted regions, as well
as furthering research into green beekeeping practices. That, and
selling the most ostentatiously scientific honey you can buy at the
gift shop.

ARRIVAL

...atleast, that’s what the overexcited tour guide is (sort of) managing
to indicate to your party’s class.

The CyberApiary is, naturally, a big beehive-esque structure in the
city. It's covered in glass and solar panels, with outdoor walkways/
balconies/gardens/etc that they close off in the winter. There’s a
garden out front that some bees frequently pop down to — the player
characters are standing in it right now.

While the teacher does a headcount and coordinates with the guide,
players can get up to shenanigans. Food trucks, taking photos, being
scared of bees, that sort of thing. It's a nice sunny day out, after all.

Following that, it's time to introduce the location. Try to fit in some
brief vignettes about the sights inside the CyberApiary. Imagine a
main lobby with all kinds of flowers, honey-golden details, and bee-
related decorations and designs all over it. Or a spiral staircase or
elevator with honeycomb-patterned walls. Maybe the button that
takes you to the basement has a bee on it rather than a big letter B?
Really paint a picture for the players.

It's time for some worldbuilding. Let your players interact with the
technology and tour guide. Maybe even let them sneak off and get
up to trouble. At some point, the teacher should give the students
free reign to go exploring so long as they return to the main lobby at
lunchtime and always stay with a buddy.



EXAMELE SCcENARI,

THE ACTION BEGINS

Suddenly, in a cacophony of alarms, things rapidly get out of hand.
There’s a security breach at the CyberApiary! Someone hurled a
bunch of gas grenades and sonic emitters into the gigantic array of
hives, and it seems like it's driving the bees crazy! The intercoms
(as well as any potential bystander employees) announce that the
CyberApiary has to shut its protective coverings, both to contain any
potential thieves and to protect the wider city from any bee-related
incidents. Or, if the party has snuck off alone, they might overhear
this in person or through a door after the whole structure locks up.

The problem is, however, that someone else seems to have taken
control of the security systems for the whole CyberApiary. Looks
like your party has some cybercrime on their hands.

First, the players overhear an apiary employee (maybe one they
saw before — the tour guide, a guard, a gift shop worker) yelling from
somewhere in the building. When the party gets near them, they’ll
find that there’s a locked door separating them. The employee will
ask if the players are part of the visiting class and, when this is
confirmed, explain that they’ve seen where some of their classmates
and teacher have gone. Their Navi is hurt, however, and they’ll need
the party to jack into the locked door to get to them.
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CUONT.

THEMATIC
HUMAN NAMES

Buzz Bombini
Queenie Osirini
Pauline Carpenter
Beatriz Waxman
Vanessa Bloome
Gordon Sumner

THEMATIC
NAVINAMES

WaxWorker
Honeybunch
BuzzMan
HiveFive
Hexagoner
BusyBee
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ExXAmMELE ScENARID, CONT.

BuildaBees

Mind 2 Body 1 Soul 3
Skills  Coding 4

HP 3

Tags Flying

Element Honeycomb

Drops HiveShield, RiskyHoney
Put a temporary door
Firewall on a Near entrance
[Coding E]  that blocks known
enemies.
Generate a Near
MapEdit simple structure that
[Coding =] is either hard, large,

or hidden.

A team of three bees with construction gear
that assemble simple structures (laden in
honey) with lightning efficiency.

ElaBee (x)

Mind 1 Body 2 Soul 2
Skills  Str. 3, Speed 2, Aff. 2
HP 2

Tags Flying

Element Lightning

Drops Arrow; Stinger
Warp Instantly move up to
[Speed = @] one range band.

Your next attack
covers the target with
your element.

Codelnjection
[Affinity (5] @]

EleBees are quick wasp-like Viruses that flit
about before warping behind their prey and
skewering them with their stinger.

SETPIECE 1: HONEY RIVER

The party jacks in and their Navis arrive on large honeycomb-shaped
platforms gently drifting down what appears to be a river made of
honey. A dense tangle of trees on either side bars fleeing the river.
The sky is hazy, as though a forest fire is ongoing.

Players that failed their NetOp Affinity roll to jack in have no time
to stop a BuildaBees Virus making a box around them. If they can’t
break out in time, the EleBees will skewer them through the box!
If the box plan fails, BuildaBees will also try weaving honeycomb
blocks in the air to drop in the river, making big splashes of honey
to try to wash the Navis overboard. (That may inadvertently give
players extra platforms to stand on.)

The focus is on fighting agile, flying enemies (see left) with limited
room to dodge. Failed rolls may result in Navis being left vulnerable
in the honey until they escape or are rescued. Additionally, after a
few rolls, the platforms pass under a tree branch with a beehive.
If attacked, a swarm of tiny bees act as a brief Normal hazard (if
attacked by the party) or a Panic (if attacked by the EleBees).

At the end of the fight, the haze clears to reveal a perfect blue sky.
Friendly BuildaBees surrounded by little pixelated hearts emerge
from over the treeline and construct a rising walkway that the players
can use to find the door’s security panel.

BEETWEEN THEBATTLES

The party is finally in touch with a responsible adult! The employee
should tell them that they saw the bee-tending robots go rogue, and
that whoever’s controlling all the security features would have to be
in the central control room mentioned earlier. They should initially
be concerned about kids wanting to stop the criminal, but eventually
relent in the face of young determination.

At this point, the party might be able to work out their own course
to the control room. Do they want to try to brave the elevator, e