scientific community into high gear. The construction
schedule was ramped up as government grants and subsidies
poured in, with everyone eager to cash in on new discoveries.
Today the main campus tower – a gigantic black stepped
pyramid known as “The Ziggurat” – dominates the Long
Beach skyline. For anyone interested in Slip Dynamics and
IntraSpace Technology, AIT is the university of choice.

The World of
DayTrippers
My Home-Earth is different than your Home-Earth. Sure they
have some things in common – the Ziggurat, $50
cheeseburgers, and DayTripping, for instance – but in most
ways they’re different because they branched from different
vectors in 2099.

GLOBAL NATION PRODUCTS

Apart from a few key locations and institutions, these rules
won’t provide a detailed alternate Earth for the PCs to inhabit.
That’s because the world of DayTrippers should be rather like
our own, as far as most assumptions go: it’s kinda dull, sorta
stupid, punctuated by ridiculous spectacle, festooned with
corporate advertising and dripping with irony. It’s a place of
astounding technological progress and rampant capitalism,
where mind-numbing media charades dominate the public
talknets while monstrous social and economic inequities go
almost completely ignored except for charity commercials and
CivBlips (short public service announcements required by
public relations law) – somewhere between 2001 and Idiocracy.

The principal provider of cheap manufactured commercial
goods for the entire world, the GNP megacorp includes
thousands of semi-autonomous megastore chains and online
retailers, vast drone-based delivery stockhouses and secured
shopping districts of all sizes and socio-economic strata.
Outside of illicit black markets, practically everyone buys
everything from GNP. Their fastest-growing division is In-Out
("The Interactive Outlet"); a biophone-based interactive “best
friend” and shopping app with one-day drone-based delivery
available in every major city on Earth. In-Out servers are
linked via global satellite networks to the automated systems
of all GNP’s associated retail outlets and stockhouses. Their
advertising slogan is "You Need What We Have."

You want the “real world” of the game (Home-Earth) to feel
highly “normal” – at times even excruciatingly mundane – in
order to provide a striking contrast to the colorfully-detailed
weirdness that happens in SlipSpace.

NOTE: Every manufactured consumer product on Earth is
available through GNP. Their bright orange drones are seen in
every major city, flitting constantly about the skyline carrying
high-impact plastic delivery parcels emblazoned with the GNP
logo (which resembles a smiley face eating the world). Their
commercial ads – broadcast in public spaces by a dedicated fleet
of teledrones – are literally impossible to avoid.

I NSTITUTIONS AND MEGACORPS
That said, there are a few organizations and institutions that
our campaigns probably do have in common, just because it
simplifies a lot of things. You’ll come up with more.

MEGAMEDIA
THE ACADEMY OF INTRASPACE
TECHNOLOGY

The dominant provider of news and entertainment
programming for the first world. MegaMedia is a veritable
monopoly, with controlling interest in the production and
distribution of over 80% of the world's microfreq, cable,
satellite and interactive network programming and
advertising, having dominated the market by bundling their
premium access channels with the world's most popular
operating system - which they also own. MegaMedia trades
campaign financing for control of media law, and is the only
conglomerate in the world large enough to run the global
public assurance media campaigns required by modern heads
of state who enjoy retaining whatever power they have. The
megacorp controls tens of thousands of production studios
and tightly-licensed media distributors, who receive content
and direction from the corporate center in New New York.
Their advertising slogan is "Better Watch It."

In the 2070s, the Theory of SlipSpace Dynamics began gaining
popularity among quantum physicists. One of the most vocal
proponents was Dr. Elric Noon, a charismatic figure with a
large following of “NeoEverettians”. In his 2076 paper Other
Others: A Study in IntraSpace, Noon not only postulated a
means of measurement and organization for multiple
universes, but radically proposed the notion of controlled
interdimensional travel.
The Academy of IntraSpace
Technology was founded that year, and divided into East
(European) and West (North American) schools. In 2080,
construction began on a grand university campus in Long
Beach, California, to be equipped with state-of-the-art labs
and test facilities dedicated to exploring the reaches of this
new science. In 2082, the physics world was rocked by the
watershed Dyson-Skaggs Experiment, in which an intricate set
of cross-focused stasis fields was employed to exchange a
molecule of water with a younger version of itself for nearly
two minutes. The Dyson-Skaggs Experiment kicked the

NOTE: If the PCs are ever approached by a producer, actor or
news personality, chances are that person will be from a
subsidiary of MegaMedia, the biggest media conglomerate in the
world. Net celebs don’t “sell out” to MegaMedia – they buy in.
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THE CHURCH OF OMG

X INVESTMENTS

Congregations of the twenty-first century witnessed serious
reductions in participation as "nonsectarian belief systems"
(i.e. atheism) rose in popularity. In reaction to this “crisis of
the unfaithful”, leaders of the world's major organized
religions united in founding the multidenominational Church
of OMG ("One Miraculous God") to serve as the primary
worldwide spiritual services provider (special privileges and
oversight provided by the Mental Health Organization of the
United Nations, underwritten in part by contributions from the
Global Pharmacological Trust). Acquiescing to changes in
technology, lack of doctrinal education and shortened
attention spans, they have updated their old belief systems to
more "user-friendly" versions with pleasantly chatty
interfaces, all geared for today's stressed and depressed
person-on-the-go. The mainstream faithful in most major
cities are now "OMGees" of varying types, who use AI software
applications called PSAs ("Personal Spiritual Assistants") to
mediate their automated spiritual consulting services and
moderate their neurochemical balance. PSAs can be found in
convenient locations throughout a major metropolis near you,
just look for their pleasant air-conditioned kiosks, swipe your
card and soothe your soul!

X Investments is a mysterious venture capital firm whose
activities involve the black-marketing of rare offworldly
artifacts and technologies obtained via underwritten DayTrip
missions. Their known links to intelligence agencies and
military technology transfer fronts are rumored to protect
them from inquiry or regulation.

NOTE: The Church’s obsequious pod-like kiosks can be a useful
means of getting Psychic Content from Players. After all, kiosk
users are in a confidential, professionally compassionate setting,
being administered neuroactive chemicals while spoken to in a
soothing parental voice. It’s hard to imagine a better setting to
ask deep and leading questions; questions about life, feelings,
worries and fears; questions to which there’s no wrong answer.
Everybody’s kiosk experience is different, as it is tailored to their
personality. Ask your Players what the experience is like for
them, and run with their descriptions. Kiosk sessions can often
generate Character Development Scenes by triggering
flashbacks of suppressed memories. They may also be used to
speed the rate of healing for a wounded PSYCHE, yielding a +1
on the roll if the Player does a Character Development Scene.

Here are some famous examples. You’ll make more.

D A Y T R I P P E R S AND C L I E N T S

BODINGA BAY
An upstart company in the interdimensional transport
business, Bodinga Bay was founded by the famous “homemade” DayTripper Lars Mango, best known as the discoverer
of Mickey Mouse Planet. In a paradigm-shattering 2099
countersuit against Walt Disney Corporation, judges ruled that
copyright protection does not extend to Dream Worlds or
pocket universes, rendering Mango’s digital videos of the
planet’s inhabitants – and their bizarre mating rituals – entirely
legal. Mango’s winnings from the case were invested in
designing a small, sleek, interdimensional vessel called the
“SlipRipper” with a horizontally-oriented design and excellent
atmospheric maneuverability. A favorite of hipster heirs and
corporate execs, three SlipRippers are in regular service today.

DIASPORA LABS
Founded by Zayim Diaspora, inventor of the Temporal
Resistance Amplification Field Generator, which led to the
invention of today’s Slip Capacitors. The Diaspora Ranch
compound is comprised of a dozen cabins and numerous
barnlike buildings on a 20-acre ranch outside of Sacramento,
California. In the rough center of the ranch is “Tracy Island”, a
massive converted industrial farming facility from which most
DayTrips – and all regulated DayTrips – are launched. The
installation never shuts down, and the facilities include dorms
and a commissary for on-call rescue and emergency
personnel. Financing comes from a broad range of
government grants, corporate sponsorships and public
donations. Regular upgrades, revolutionary engineering,
round-the-clock pit crews and constant safety drills make
Tracy Island the safest place in the world to Slip from – or to.

DEZLU DAYTRIPPING
Founded in 2098 by Slip Dynamics theorist Dez Tanner and
her lifepartner cyberathelete Ani Lu, the DezLu DayTripping
Corp struck paydirt on its first mission, discovering not one but
two advanced sentient species willing to enter trade
negotiations with Earth. The company is now headquartered
on Keefe II, home of the Chiops and Kheeleelah races whose
color-shifting plastics have become all the rage in consumer
product manufacturing. This year Tanner and Lu plan on
expanding their fleet to take on new exploration missions.
Tanner and Lu have stated that they never plan on returning
to Home-Earth, preferring to run their interdimensional
business from their palatial estate on Keefe II.
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NODEX INTERDIMENSIONAL

TECHNOLOGY

Nodex Interdimensional Transport is the largest cargo firm in
the business, employing a stable of 20 SlipShip pilots and a
fleet of boxy-looking but serviceable brown vessels. Nearly
half of the SlipShips departing from Tracy Island bear the NIT
logo. The company’s position is cemented by their access to
no-bid government contracts, including the lucrative
arrangement by which the state of Alaska ships its toxic sludge
to Arbuuri IV in exchange for diamonds (which have no value
on that remote planet, falling, as they do, from the sky).

Below is a list of technological wonders that may be
considered available (even if not exactly commonplace) in
your DayTrippers world. They are listed in their approximate
chronological order of development. Wherever appropriate, a
base price is included in parentheses. You never know when
somebody might need a limb regrown.
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•

SCILLA SARDACIAN
Heiress to the Sardacian Hamloaf fortune (“Ham without the
pig!”) and star of the popular stalkshow “Follow My Ass”,
Sardacian owns two customized DynaLuxe SlipShips to
transport herself, her entourage and invited guests to
intraspace destinations for the show. Throwing the net’s
biggest bashes in the multiverse’s most exotic locations is
what she’s all about, and many of the world’s most reknowned
DayTrippers have worked on at least one episode. Although
the pay is excellent, the pressure of dealing with Sardacian’s
galactic ego, along with the ever-present vidcam crews and all
the regular stress of the job makes for a pretty quick turnover
rate at Sardacian Studios.

SLIPFISH
Founded by a crew of freshly-graduated Ziggurat alumni
including Marshall Skaggs (son of theoretical physicist Kindra
Skaggs of the Dyson-Skaggs experiment), the SlipFish crew
exudes a youthful and irreverent attitude, specializing in
regular jaunts to known planets for trade and tourism. Their
vessel, Schrodinger’s Can, has some unusual design features
that the company is very tight-lipped about.

SLIPTRIP TRAVEL
A well-known purveyor of SlipTrip tourist packages, based in
New New York with offices in every major metropolitan area.
STT often finances research missions to newly-discovered
Nodes in search of hip travel destinations, and hires
DayTripper crews both permanent and temporary to serve as
pilots and guides for wealthy vacationers. They possess a fleet
of SlipShips, most notably the Emerald City – with twin galleys,
twelve single and three double cabins, it’s the largest SlipShip
constructed to date.

Digital Currency
Driverless Cars (5-10M)
Aquaculture
Embedded Biomonitors (1M)
Robotic Assistants (50M-100M)
Robotic Surgery (1-6M)
Embedded General-Purpose Computers (1M)
Global Automated Retail Delivery
Stem Cell Banks
Cloned Protein Farming
Fusion Power
Mecha Suits (160M)
Generalized Artificial Intelligence
Smart Bacteria
AI Advertising
Limb Regrowth (10M)
Holographic Entertainment
Programmable Textiles
Robotic Exoskeletons (20M)
Hydrogen Fuel Cells (1M/10mW)
Bionic Ears (10M)
Bionic Eyes (15M)
Medical Nanobots
Sensory Recording System (30M)
Artificial ESP System (40M)
Nano Suits (2M)
Aqualogies
Arcologies
Antarctic Cities
Dream Recordings
Enhanced Memory (Stat cost in CP)
Antigravity Powersources
Force Fields
Orbital Colonies & Factories
Mining On Titan
Colony On Mars

VALDEZ AND CO
SECURITY

Hector Valdez runs a small, tight DayTripper team comprised
entirely of ex-military personnel. Though the company
struggled finding work for its first year of operation, they were
skyrocketed to fame by their daring cross-temporal rescue of
Slavoj Dirkatchka and Nikki Shijou – the first such slip ever
attempted. Since then the company and their vessel, the Mal
Bicho, have been in high demand. They focus almost
exclusively on missions requiring government clearance or
military training, though they regularly run exploration slips on
the side.

Any area which has guards or some form of security system
possesses a Security Rating (SR). The SR indicates how hard it
is to pull stuff off in the area without being seen. The SR is
added to the DL of any illicit action within the secured area.
Example: The X Investments Office has an SR of 5, and the
PCs are trying to open a lock with a DL of 4. The effective
DL for completing this action without being seen will be 9.
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N ODE D ISCOVERY

SLIPSPACE

The discovery of a new Node begins with a series of intraspace
transmitting drones, which are sent out along a vector of
interest by one of numerous research institutions. These
transmitters – known as “pingbots” – are artificially intelligent
and programmed to perform a series of sequential slips along
their target vector, while sending repeating signals back
upvector to Home-Earth.

The known and named Vectors of SlipSpace could keep
humankind busy exploring for millennia, and still there would
be untold mysteries in the multiverse. The actual number of
Vectors in the multiverse is anyone’s guess, and in all
likelihood infinite. But that’s not stopping those plucky
monkeys from Sol III. Sure, some of those Vectors may
contain horrible beasts, fearsome enemies, deadly
environments, mind-numbing phenomena and nightmares
beyond imagining, but some of them contain Paradises,
Fantasy Escape Destinations, Technological Wonders,
Benevolent Aliens, Resources, Resources and Resources! It’s
a dirty job but someone’s got to do it, and around here we call
those people DayTrippers.

Upon identifying a suitable location for human exploration (or
as happens frequently, upon the signal’s abrupt termination),
the pingbot may be followed by a recon drone or “scoutbot”.
If either of these drones finds something that seems worth
taking a closer look at, a suitable landing site will be
determined to the best of the bot’s ability. All known data on
the new Node is then formally codified, an index number is
assigned to its coordinates, and an exploratory mission may
be requested by the sponsoring party. Enter the DayTrippers.

MAPPING THE MULTIVERSE
S LIP C OORDINATES

In the first wave of intraspace exploration, mad geniuses like
Zayim Diaspora and the first wave of DayTrippers effectively
fired themselves in random directions in intraspace, often
failing to find anything, and sometimes never returning home.

The syntax for a Slip is typically written as VECTOR:DISTANCE.
The Vector is the angle traveled – many of them were named
by their first explorers – and the Distance is indicated using the
standard measure of IntraSpace Units, which is called a
“Noon”.

These days most DayTripper teams are a little more
methodical about how they approach a new vector, although
there are a few “cowboys” who enjoy the thrill of slipping
“blind”, claiming that human intuition has something to do
with the likelihood of finding life (While we have no empirical
findings to support this hypothesis, anecdotal evidence
suggests there may be something to it. The Ziggurat is
designing a set of experiments to test this idea.)

Our own universe is known as “3space”. Its center is taken to
be our own galactic core, and its “zero degrees” is taken to be
“galactic north” – the direction from Sol to the center of the
Milky Way galaxy. Because 3space contains three dimensions
within it, all three need to be specified. A Cartesian Slip to a
known planet, for instance, looks like this:

It’s clear that we’ll never be able to map the full extent of the
multiverse, even if we discover all possible Slip Vectors (which
some find unlikely). But we do have a strategy for using
computers to create such a map; a massive multidimensional
representation system known as The Big Model. And we’re
filling it in, point by painstakingly-dangerous point.

COORDS FOR NODE: ALPHA CENTURI IV
3SPACE: 24.00675/188.591644/-23.00002

A journey through time involves a "Temporal" coordinate as
well. The Temporal Vector is known simply as “T”.

With every DayTripper who goes on an exploration mission,
another datapoint is added to the Big Model – provided they
return home, of course.

COORDS FOR NODE: GETTYSBURG ADDRESS
3SPACE: -192.6550487/2665.00189/16055.007
T: - 7364406876

A Compound Slip is written as a block of Vectors and
Distances stated in Noons. For example:
COORDS FOR NODE: POCKET UNIVERSE DEPARDIEU
3SPACE: 115/-20.661/44.00002
RUSSELL: 114.6
VISHNU: -55.095
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DANGERS OF SLIPSPACE TRAVEL

M ISSING THE W INDOW

Vector Slipping (or simply “Slipping”) is a two-step process.
First the pilot must perform a Slip Dynamics action to plot
the course home, then the ship’s computer handles the actual
slip. The Slip Dynamics roll is delayed until the moment the
ship is launched, so everyone finds out at once whether
they’re safe and sound on a cozy rock planet, or lost in the
multiverse.

“Missing the Window” is the colloquial term for coming back
more than 24 hours from departure. It almost always results in
the permanent eradication of the ship and crew. This is
because the amplified temporal resistance field cannot be
sustained indefinitely, and at around 24 hours, reality catches
up with you. This ontological rejection from the Home-Earth
timeline is known by DayTrippers as “getting ceased”.

Dangers abound out there, both within the Nodes and
between them. The greatest hazards faced by DayTrippers in
transit are Flux Storms, which have been known to hurl
SlipShips into the Multiversal Chao. Those who have faced
them will tell you: These are the moments the ship most
needs a human pilot onboard, and the moments everyone
hopes will never happen. But other dangers, both physical
and mental, known and unknown, await discovery.

It has been theorized that all conscious lifeforms possess a
temporal resistance field. This miniscule emanation acts as an
“integrative imperative” which is responsible in part for the
fusion of subjective realities into “objective” realities, and it is
this force which can be amplified and focused by a Slip
Capacitor or “Diaspora Device”. Much more is unknown than
known about this mysterious force, and experiments continue
at the cutting edge of Slip Dynamics.

Most of the information in this section will be known by any
PC who makes a Slip Dynamics roll vs DL2.

When a SlipShip launches off into another dimension, the
amplified field surrounding the space it just held prevents
antecedent events from being affected by the absence of its
crew in this reality. But the state of the art has advanced only
so far, and today’s RA fields can’t hold up for more than 24
hours. When the field collapses, the reality of Home-Earth
accommodates to the absence of the missing vessel and crew.
In other words: they cease to exist.

F LUX S TORMS
Like an interdimensional hurricane whipping through the
multiverse, a Flux Storm can easily toss a SlipShip off course.

No DayTripper has ever re-entered this reality after a period of
ceased existence. Some believe their essence is torn apart in
the Multiversal Chao; others believe they spawn new Alternate
Earths of their own.

It is generally considered that Flux Storms spawn from the
Multiversal Chao – perhaps similar to the way flares occur on
star surfaces, often extending far out into space – however
that is all conjecture. The fact is we don’t know what they are,
so far, and we can’t predict their appearance or movements.

The Ziggurat’s conservative hypothesis is that even if they
could return, their presence would immediately cause the
Earth’s timeline to split, nullifying all our knowledge of the
future.

T HE F UZZIES
Being caught within the whorls of a Flux Storm often has a
disorienting effect, causing a frustrating but temporary mental
impediment known as “The Fuzzies”.
A person overtaken by The Fuzzies suffers a -1 to GRACE and 1 to BRAINS for 1d6 hours. Their physical control will be
diminished to the point where even simple acts like walking
across the room will require a GRACE roll vs DL3. Heads full of
incomplete and disconnected thoughts, victims of The Fuzzies
often simply collapse into a docile heap, feeling confused and
incompetent. The mind becomes clouded, memory is
stunted, and minor hallucinations may occur.
Should a PC be overcome by The Fuzzies, describe the above
symptoms. Ask the Player how they feel in this state, what
they see and hear. Pay attention to their answers.
The Fuzzies can be treated by a Psychotherapist (i.e. a
character with the Science:Psychology Skill) who devotes at
least one hour to the task and succeeds in an unopposed
action vs HARD (DL5).
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DREAM WORLDS

S UBJECTIVE D ISSONANCE S HOCK

A Dream World is a Pocket Universe spun off by the
interaction between subjective and epistemological
boundaries that results in – or is the discarded byproduct of –
the formation of “objective” realities. In English, that means
Dreams are Real, at least while you’re in them. Of course, their
persistence depends on their Stability, and on their dreamers.

“SDS” is a set of nervous symptoms that can arise via exposure
to jarring Dream World events or by direct exposure to the
Multiversal Chao, as the brain attempts to reject incoming
sensory phenomena.
Whenever anything particularly weird is witnessed for the
first time, characters must make PSYCHE rolls to resist
freaking out and displaying SDS symptoms. The DL of this
action is up to you. Some rough guidelines are shown below:

Everything in a Dream World has a “veiled” or “numinous”
quality to it. It can be difficult to remain focused, and hard to
tell whether you’re awake. Dream World events can play
havoc with cognition and sensory processing, often resulting
in “SDS” – a temporary inability to function cognitively.

Small object dis/appears = 2
Large object dis/appears = 3
A talking bear in a suit = 5
You are sprouting flowers = 7

SDS SYMPTOM TABLE

If an NPC fails to make this roll, a random symptom will kick
in immediately and the character will be unable to do anything
else. Roll 1d6 on the SDS Symptom Table at left.

Note: If you roll 6, you will be rolling again and adding 6.
ROLL SDS SYMPTOM
1

Paralysis, frozen in place

2

Screaming in fear or aggression

3

Singing or humming, dissociation

4

Crying, desire for mercy or redemption

5

Emptying the bladder

6

Reroll using 1d6+6

7

Lashing out at the nearest person

8

Falling unconscious or curling into a foetal ball

9

Flashback to a nightmare or traumatic event

10

Running full speed in the opposite direction

11

Attempting the nearest most dangerous thing

12

-1 to PSYCHE

If a PC fails to make this roll (or if the PC fails a Lucid
Dreaming roll), they’ve succumbed to SDS. Addressing them
by their character name, tell them that they’ve lost it, their
mind has snapped, they’re in a state of shock, and they’re
about to do something they may not remember later.
Then address the Player by their actual name (note that this is
something you don’t usually do during play) and ask: “Do you
want me to roll it, or do you know what it is?”
Go with whatever they say.
Once the SDS symptom has kicked in, it will continue to affect
the character Frame after Frame until a successful PSYCHE
roll is made against the same DL that caused it, or until the
cause of the shock has exited the character’s sensory range.
This roll is also known as “pulling yourself together” and it
counts as an Action (“Doing something else”).

L UCID D REAMING
It is sometimes possible to influence events in unstable realities. Whenever a Player attempts an Action in a Dream World, they may
attempt to modify the outcome of that Action with their mind, in some “magical” way. They may also attempt to “make something
happen” with their mind at any time. This is done by making a Lucid Dreaming roll, pitting the character’s PSYCHE against the World’s
STABILITY Score. The cost of failure is succumbing to Subjective Dissonance Shock, with no resistance roll.
Is Lucidity a Skill that can be learned? Yes it is. Might the dreamer possess this skill, and get a Mod for it? Yes they might.
To Modify an Action: The Player must make a Lucid Dreaming roll (based on PSYCHE) while performing the Action. No Help may be
provided. The Lucidity dice should be of a different color, or rolled away from the others, but at the same time. This roll will be
matched against the GM’s STABILITY roll (using a number of dice equal to the World’s STABILITY rating). This roll is resolved before
the other one. If the Lucidity roll obtains a “YES”, a +1 will be applied to the other Action. If the Lucidity roll obtains a “YES AND”, the
other Action automatically succeeds AND the Player gets to narrate for all NPCs and Obstacles, “becoming the GM” for one Frame.
To Make Something Happen: The PC must focus on controlling the dream. No Help may be provided and no other Actions may be
attempted. The Player’s Lucid Dreaming roll will be matched against the GM’s STABILITY roll (using a number of dice equal to the
World’s STABILITY rating). Unless the dreamer is somehow shaken, the GM gets a +1 Mod for “Advantageous Position”. On a result of
“YES” the PC may influence the outcome of one Frame, “becoming the GM” momentarily. On a result of “YES AND” the PC retains
control of the dream until the Dream World succeeds in a similar roll to wrest back control. This represents the dreamer – or the sheer
inertia of the dream itself – struggling to resist the foreign influence of the PC’s mind.
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THE MULTIVERSAL CHAO

WRONG UNIVERSE

Outside of all our known experience – outside even the
strangeness of Dream Worlds – lies the Multiversal Chao, a
limitless vortex of unstructured and semi-structured reality
that can drive a person insane within minutes.

Failure on a Vector Slip can involve ending up in a place
different than you expected. When this happens to your
Players, they may plot a course back to where they started
from (same DL as the original slip) before retrying, or they
may decide to go for a Compound Slip from their current
position (adding 2 to the DL of the Vector Slip roll). Of course
if they found something interesting,, they may decide to
check out this new place!
When this happens you have two choices: You can wing it,
making a few quick high/low rolls or consulting the
Generators, or you can pull out a Node you created ahead of
time, and let the PCs have at it. This is just another reason why
it’s always good to have a few extra Nodes on hand.

R ESISTING THE C HAO
The Multiversal Chao is not the kind of place you want to hang
out in for long. Every Frame spent in the Chao forces a
DIFFICULT (DL4) Unopposed Action roll vs PSYCHE to avoid
uncontrollable distress due to cognitive dissonance.
Should a PC fail this roll, determine their actions for this Frame
by rolling 1d6 on the SDS Symptom Table at left. When a PC
falls victim to SDS in the Multiversal Chao, ask them what they
saw or felt that caused them to react that way. Was their
response related to any LifeShaping events or issues?

E SCAPING THE C HAO
If caught within the Multiversal Chao without a preprogrammed return course, plotting a fresh course to
anywhere requires an ABSURD (DL9) Slip Dynamics action.
Good luck.
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