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Introductlon

&?Its late a d you canm@ Instead, m# ending tuﬁ@

& computer eadﬁﬁ the clock turnlrgover another hour closer to your e y
morning start, you hear the sound of a large impact in the street in frant of your

p ¥ building. Hur‘ryl*fgzto your Window,!-?]eu see an impagt‘-‘énater a full half tﬁé"width of p ™
the road. Dust obscures your vision, and you hastily through on a jacket and rush
* outside to geti@'better look at what it was that landgd on your street. at *
*') awaits you is nﬂf something you wh'ere prepared for’*’éleek polished met‘al of a *')

style you-had only thought te see in smence fiction games gleams from the
~  center of the blest zone. It seems to shift colors as you move closer toit, moving ;
~* through spectrums of blue and purple in strange ways. It stands almaost o [eNely ol

. three feet taII an you, and is shaped somewhat i
&?oanana s |

the future t g into the
Almost 0b|IV|0U to the fantastlcal lications of" e
g timidly run your hand along the opaque shifting surface. g g
L 8 L 0 L 8 L L 8 L 8
* ' Immediatelythe thing reacts, ahd a blue holographic light surrounds¥you.’ .

.+ oentient entity accepted. Beginning indoctrination.” \Vith a flash of preyiously =3

ﬁ; hidden mech ms beyond yourffinderstanding th rfect shell operﬁlxo reveal ‘;

a small GWERTY keypad. Hologr‘aphm d|splays begln to circle you, and you catch

.+ images i armored titans f|r|ng a diverse array of devastating weapons. A main : T,

_ display arrays itself before you, as the street darkens and fades and you find
yourself ina World of nothing but you and the machine.

&F Confirm seleol w * queries @@ fernale vo&? &!,

JA S|mple yes and no button interface appears on the main dlsplay You he5|tate

- - -

"¢~ wondering howyour life will change.if you accept. g« . .
» y » y » y » y » y »

“Do | have a choice?” you ask the machine.

ﬁ‘ “This machineﬁ‘ﬁll await user inp&:’Time will not r‘e‘sﬁ‘he for the user ﬁil this ﬁ‘

Sentient Independence Unit achieves its goal. Your cooperation is appreciated.”

& o2 & o2 & o & o & 7%

Shrugging your shoulders, you seal your fate and press the yes button, surprised
. by the tactile sensation the hologram provides. You have a distinct sense of

. dread as the rr?me speaks to ?galn :
& ;*;""\/Velcome&h SIP., new u& gase select &f ﬁEes
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- Character Creation - Suit Game.
?assumes you anefamiliar with 8
& basic roleﬁa% prmmpa&
Good role playlng Characters
. should have histories, L
personalltles and preferences
‘*‘1 that are act@ upon by the *‘
* player role- pl’éylng However, ﬁhe
_+ unique nature of suit game =~ .
_ allows for natural self- msertlon
- For your first game of Suit
QGame do fraid to tr g
& f\*DIepIayln& ourself in t %
situations, dewn to your name
. ¥ and physical Sppearance. The
world of Suit Game takes place
é& in 2014 Ear‘;*‘), along with allﬁ‘s
*brands, culture and technology.
" For increasedimmersion, try +*

. | Weapons Medium
& " Light K
Medium
i Heavy  100% 100%
B Super Heavy 150% 100%

A.D.W. 100% | 100%
o Effectiveness of da‘*fge types against arm&types 0% damage mo
) )

¥

i , i

running through suit creation
the flrst e without re g
mechanlcﬁ
tralts and weapons that appeal
to you before their effectiveness
in the ?system Do you want to be
a hum@ tank and flghl‘;@r
Whatever goals you may have
after you get your suit? Or do
you simply want to surVive above
all else, specing for efﬁmency
and llity to av fw&
altogeth r"Con&der% kv
characters thought pracess
while bdilding their suitas you
spend your points.

7 %

B Super Heavy |
0% 0%
25%
75% : 50% : 0%
100% | 75% 50%
100% 100% 100%

dl‘/ers cannot be /ncreaseg In any way.
g g

i o

Quantum Stable




‘ Suit Creation__

“ Start with @ts and pu a@erks until spent as Q’
*"'55 you are ¢ may onl § ‘these points suit creat

spending as many points as poselble 5 recommend‘ed. You must selept at least
_ ¥, one perk from ®ach category. Zer-cost perks are néver affected by coSt-
modifiers.

?f; Suit Type ?f; ?f; ?f; ?f; ‘fﬁ

nght - Light su1ts are the fastest .and most versatlle _being the most
susceptible to direct attacks but havmg the most efficient energy expendlture
 Because Light suits do not focus a substantial percentage of their energy budget

- ..0n maintaine defenses andi Stead rely on puge material sturd?s they #
‘ L‘bave the a u@vest mor@ spemallzﬁ‘ J@S &‘ :;“f | “ “:;‘1
¥

Point Cost: 0, Armor Type: Light, Weapon Slots: 3, Durab|l|tyx

- -

. e e e - .
* " Medium - Medium armor suits are generalists. Functioning as powerful front .
.+ line fighters mabile enough to support their team, medium suits are capable in -
ﬁ; almost any sit@ation. \While not a8*durable as Hea its, they have thes ‘j

capability to suStam hits from aImOSt any conventlonal battlefield weapoh of the
-~ 217 century andkeep flghtmg Short of armor plerelngtank shells I\/ledlum suit
| _ Users can engage reasonably safely any modern mllltary force and win.-

" Point Cost: 25§nor‘ Type: Med?Weapon Slotsfamage Reduc . e
urabilit &
ﬁ i S S & ‘! n
¥

Heavy Heavy swts are the final Word in armored future warfare. Spor‘tlng
R \ ummaglnable d::r‘ab|l|ty heavy suits-are fitted with the'most powerful erier‘gy

v technologies ‘available to the S.I. P. suits, with a full 97% of that power"
«m contributing te;seactive, pseudo-inert armor system./While a direct hitifgom an &
"©%  Atomic Bombi8'still the end word'ih destructive poténtial on Earth, anﬁing less B2

" is far from a sure kill. With temperatur‘e resistances in the tens of thousands, _ '

= those seeklng to'engage a Heavy suit user should Corﬂe equipped with the best =
- weapons avallable On earth, and elsewhere ol ol :

P0|nt Cost: 40, Apmor Type: Heay feapon Slots: 5,

| mage Reduction8,
Q‘ ur‘ablllty“ “ A “% “%




Sunt Modlflers

&% & fe e e &
l\/lechanical — Mechanical suits are the standard suit recommended by the
#-. S.P. suit assisgant. They are remevable, highly configurable and requiredittle
" training to use. Interfaces and Idadout may vary, bdt this is the most common
suit concept |wse throughout the galaxy.

Point Cost: O, No other modifiers.".

W Biological lnsplred by the powerful efflolenoy of the'insect klngdom [and its
-+ analogues on other worlds) the Blologlcal suit adapts the users body chemlstry

. & and design entirely to its de5|gnate urpose. Deadly nd point efficient,
& pjrawbaok @lologloal S irreversi e S and a p
f’ﬁependen & suit for I|f WO are one nd t s’ﬁame and |I

abandoning the need to perform the majority of most bodily actions oon5|dered
¥ essential by huf‘ﬂans in the pursuN:'of one’s goals is ||!npre88|ve Itis unhkely any
" civilian encountered will be so qwok to accept your ‘new appearance and

,«‘( demeanor. Compatible with any epganism using a %8 based biology. « ‘(
i ) 2 g
Point Cost: 70 Cannot speak unless otherW|se specnﬂed all HUD perks free,

» Sustainable 3, Ineompatible with

Ghost - Ghosts‘are energy belngs‘oreated a process by which a blologlcal
creature is converted into data a%en given an elegtric form. This for

& iteral con ergy, and for energ% self- arrang&t@rhaps

" one of the most |ﬁ€omprehen3| le capabilities th ‘suits POSSESS. v
Completely unable to interact with the environment.in a meaningful way without

| the use of speéiélized technology that only a unique, Suit can provide, @tfo"sts can
go anywhere and do anything and no one can stop them. They are effectively

*‘l‘ immortal, andiehly partially affectet by gravity and f 1 e. Though easil 1ispersed

* by a wide array of energy and heat weapons when exposed, the self-arranging

particles- automatmally reform the Ghost through a seemlngly impossible

"" process in just a few hours, suit not Included. Ghosts are also heavily repelled by
i strong magnet|olf|elds the stronger the field the heavier the resistance. Ghosts

" do not need to

| Jtside energy to sustain themselves im any way.
& +Point Costf;% istainable 5 &ural Know&g&ﬁhost Reg&e

N

!,,.,.




: Specializatiohs‘

2 2 2 2 2 o
" "Suit speci a%are desc
mpatible

rﬁ%hesm sﬁiﬁntasag&

echnologl ' other tha increased y. of
other modules Only one can be selected and they have a profound effect on a

- -

¥ suit's functlonemty . . . LY

w i w i w i w

v

.+ GCommander - Command suits are configured to,easily organize and 3

‘f’l coordinate a ﬁup of other suit&eamwork 5 ess&ial to how they pérform, ‘f’l
and only they can render a team able to communlcate ina completely :

¢ undetectable manner. W W W W

Dark Communlcatlon - All forms of‘data transfer [V0|de Text, Video ete. ]‘ar‘e By
_completely untrageable between the.(

ommand& h also add Sl? 't
hem to communicate at any distan

in a completely t

¢ also can function as hosts for twp swts without communication abilities to ¢
. communicate With each ather. 'I;o set up a connecugh with another sun!' contact
is required as well as consent from both parties.

?f" Engineer‘ - ﬁineering Suits alﬁ/ital to the succeﬁ of large groupsﬁsuits ?f"

‘ coordinating with each other. Th‘ey‘ are able to.repair any amount. of damage to . i
- " themselves or other suits given a few hours as well as'provide in combat”™ oy W
. support. ol ol ol ol ol

aSS|stant but still requwes several
. suit systems. . . . .

. g "™ "™ .
— Supercharge - Englneers can supercharge a frlendly SUIt rendering both the —
% Engineer andgndly affected suitvulnerable to damage as if they Wh% Super- %

#" Heavy. This lasks one combat round, and can be activated in response 0'a >
) damaging effect as long as the englneer‘ is within 5 feet of the target Recharges )
" over 10 combat rounds. g W g W g W g W

B ok ok ok ok




. Assailant - Asseilent class suits af‘e combat specieliied fighters, able ta fire
.weapons to inc ed effect thro the use of their@eceleration fields.@and take

&y gamage thﬁj a;regeneratﬁ at shield. Phioritizing a stnkﬂ

"~ mentality, an Assailant that gets the“ﬁr‘st shot off in a fi‘f‘eflght often gets the last.

. Acceleration Shield - Powerful ndtjust because of it ability to accelerdte
outgoing projectiles, it also has the ability to decelerate incoming fire. Al velocity
«*x based damaged is decreased bys26%. If the Assailan ‘t has not taken dwwage yet
% this combat r ihd, outgoing da Qe is increased by 25%.

+ Additional \Weapen Slots - The Assailant gains an additional two weapon;slots.

- Stealth Theor‘y Focus Unit - STFU suits are clandest|ne behind- enemy Hines
_operators. STF uits, colloquially ealled "Shut-the-fucksup” suits, are thefinal
&‘- Word in de . The We s of visual cw ent are now nt in
' TFU swts as they exert I|tera||y noe ect on their envwonment They do not
leave footprints. They do not make sounds. They are not visible. They do not emit
+ heat. Only hlg,hK} specialized equ;pment designed w;tﬁ an understandlng of
Stealth Theory can attempt to detect them, and even then the fluctuations that a
‘*; stealthed sun:aive off when aﬁec@d by these techr@bges are only ef‘f@tlve at
¥ extremely shor’t ranges. All Weapt‘)ns affect stealthed units at full effect,”
 regardless of Armor Type or Damage Reduction. However, a stealthed unit will
always have the option to deactivate stealth in r‘esp‘on“se to incoming demage

q q

~_ True Concealment An STFU suit can enter stealth as a full action. They are
Quntar*getable a ndetectabl eg means unl gmg a comb Qd
& ,11V|th|n 10 f& ther SUIt&I or enemy ill then b 2
automatically tracked by suit systems and for all combat pUrposes Iis visible. A
"¢~ stealthed STFWumust move 25 feet away from a unithat has detectedsit to be
*  considered uhdetectable again. ‘Stealthed STFU suits take full damagée from all
sourced | |gnor‘{$5 Armor Type an%Pamege Reduction. True Concealment can be

*ft deactivate at'@ny time in responSeéito damage. The @hility cannot be de@etivated
in response to damage from a stealthed source. Attacking deactivates stealth.

Charged Weapﬁn - A stealthed 'STIEU can make an a’ttack from stealthtnat
‘_ ignores damage t_‘eduction but not armor type. This attack then deals additional
_2x damage. This.gvercharges theﬁs ability to activate stealth, and it not be

& ectlvated aﬁ ’ID combaﬂo & &




~ Vancegaurd - A Vanguard is a powerful supportive combatant that enhances

& his allies and higg@wn mobility on thesbattlefield. Equipped with an extre
& ,‘effectlve te& n ability, & juard suit ca de into the r&

enemy ranks ana"cause mayhem with a ‘teammate. Cldse range weapons are
Y most effectlve&¥v|th or on the Vanguard The actual act of teleporting crgates a
« ' powerful shoekwave that deafens unprotected nearby targets due to the suit’'s

safety measure of literally exploding the air out of the space soon to be occupied
‘) by the telepor*&g suits. ﬁ‘ ﬁ‘ ﬁ‘

Teleport .- Va_nguards can teleport up to on mile away but the suit mu_st. be able
" to detect the arrival point. Line of sight, realtime satellite footage or Gommander
.« communication are effective ways to pinpoint a teleport location. The target

location must b unoccupled by or liquid. This ab ity's range is reduced to
&?80 feet in ther condl t fill the air gaseous Jn
“Yarriving at locai automat| an undod ‘Light attack W

targets in 10 feet for 1d6 damage Targets with L|ght Or No armor are stunned
¥ and can take e gction for the rerhalnder‘ of the con’bat round. 3 rounds to
recharge. .

‘1 Dual TeIepor‘t‘ﬁame as teIepor‘pxcept that the wwguar‘d can telep‘& a

willing target within 5 feet to a suitable location within 5 feet of h|s target 10
~ . rounds to recharge. Disables telepart while on cooldown. F

'

. Really Fast Dude The RFD is Iess suit and more Jet Plane, able to perform

. at ridiculously fast speeds. If you hear of a suit circu vigating the globe in Iess
&bhan half a@% WEE certﬁlyﬁD Speed ﬂj@rength for&

it pairs wellwith @fg range weaponé‘and mobility per s

q. - Enhanced SpeQd Treat speed Iéwel as being +2 thQ.pur‘chased amoumt Cannot
" exceed level Gap. "

‘1 Infallible Refl% Can never beggaught off guar‘d.jwpune to bonus %’nage
“ resulting from"attacks from stealth. " o’

»

« Ultimate Acrebatic:s Anytime damage taken could be‘avoided by being 25ft in a
. direction, a RFD may move up to 25ft as a free actlon 4 rounds to reeharge

n addiontal 25 peints

No Specializatis
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. Statistics

FSpeed - 4

W ¥ Strength S,

 Damage Re

- ’; Durability-f’-;'
. Initiative -
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