
 

 

 

 

 

 

 

 

 

It can be very interesting to play a human or other 

being with extraordinary, superhuman abilities in a po-

pular or self-created sci-fi scenario. But It can be very 

frustrating to study extensive rulebooks with lots of 

details and tables before you are able to start playing. 

This game offers a solution to that problem. Further 

Beyond is a small, fast paced roleplaying game for 

trans- and posthumanism, space opera and super-

heroes. 

Whether they are robots, cyborgs, aliens, mutants, 

genetic constructs, or just humans with technical up-

grades, you can create your characters within minutes 

and focus on the roleplaying and the scenario. 

Character Creation 

■ Character Description: Choose the name of your 

character and her, his or its concept. 

■ Competences: Spend nine points on competen-

ces. See the last section for a deeper look into them. 

■ Special abilities: Spend three points on special 

abilities or swap some or all three for additional 

competence points. Some special abilities require a 

main ability first. These special abilities are marked on 

the character sheet. Decide how your special ability 

looks and works. 

Example: Is your »Structural Improvement« special 

ability a mechanical implant? Are the whole legs arti-

ficial, or is it a biogenetic modification? Or maybe it’s 

made of nanotech super steroids that were installled 

via injection? You decide. 

■ Disdavantage: You may choose a significant pro-

blem for your character and get another point in com-

petences or in special abilities this way. But now you 

have to roleplay this problem. 

■ Initial equipment: It reflects your competences. 

For instance, put a point in »Marksmanship« and you 

have a pistol. Put in two and you have a shotgun or a 

submachine gun. Put in three and you have a mean 

assault rifle or something similar.  

Doing things 

Whenever your character does something significant, 

roll one or more six-sided dice: Roll as many dice as 

points you have spent in the relevant competency, 

then choose one die and check the following table:  

1: Bad Fail: The action goes wrong and you get a 

backlash, e.g. maybe you hurt yourself or get invol-

ved in a fight. 

2: Fail: You just failed. 

3: No fail, but no success either: You may transform it 

into a »just made it« but accept a severe complica-

tion. 

4: Just made it: You did it, but somehow a complica-

tion appears. 

5: Success: You made it. 

6: Excellent: You made it! Gain also an additional ad-

vantage out of it.  

But what if you don’t have the competency for the 

significant action? In this case, your character does 

not really know what she or he is doing. Take the 

lower one of two dice rolls. 

Combat 

■ Initiative: The player characters may act first, un-

less they are surprised. 

■ Fighting: Do the same as in »doing things«, but 

use the combat table below. When a character hurts 

someone he/she/it inflicts one damage point to the re-

levant health category of the target. The category de-

pends on what kind of damage the weapon inflicts: 

»Blunt«, »Sharp« or »Shot«. 

1: Bad Fail: You miss your target and may hit a by-

stander or one of your team, or your weapon just 

jams. 

3: No fail, but no success either: You may transform it 

into a »glancing blow« but accept a severe com-

plication. But if the target has cover, you hit the 

cover instead anyway. 

4: Glancing Blow: You did it, but somehow a com-

plication appears. But if the target has cover, you 

hit the cover instead anyway. 

5: You hit it. Well done. 

6: Bullseye! Do an additional damage point. You may 

choose to pass on this extra damage, but gain 

some other advantage, like hitting the target in an 

unprotected spot or defeating a minor goon instant-

ly.  

Positive or negative circumstances, like cover or 

shooting at point blank range, may modify your roll by 

+1 or -1. 

When the damage reaches the »Toughness« entry in 

the healthmeter, make a »Toughness« roll and see if 

your character can resist the pain or has to act defen-

sively for a round. Users of the »Synthetic Body« spe-

cial ability don’t feel pain and ignore this. When the da-

mage reaches the K.O. entry, your character falls un-

conscious. If the character suffers further damage, he, 

she or it is dying and needs medical help soon. 

Gadgets 

Clubs, swords, shotguns and rifles inflict two points of 

damage with one attack. Like pistols, submachine 

guns do one point of damage per attack, but may fire 

full auto, like assault rifles. 

Full automatic fire allows as many attacks as dice you 

roll. In this case each dice result counts as one attack. 

These attacks may be distributed between different 

targets. 

Armor transforms sharp and shot damage to blunt da-

mage. Armor never stacks, in case you have the Body 

Protection System special ability and are wearing ar-

mor. 

Tear gas makes you substract 1 from all rolls. 

Taser weapons knock a character out instantly. Make 

a »Toughness« roll to see if he/she/it can avoid this. 

EMPs shut down electric gadgets and electronic hard-

ware (including synthetic bodies) for a scene. 

Explosive weapons kill instantly, but on a »glancing 

blow« only some splints hit and do two points of sharp 

damage. 

Special high tech devices may add a +1 bonus to spe-

cific rolls. 

Healing 

How fast wounds heal depends on the conventions of 

your setting. Your setting may have injectors with nano 

robots that heal people in minutes or hours. On the 

other hand, dirty back alley clinics may do the job with 

realistic healing times? The GM decides. 

Stress 

In psychologically stressful situations and in shocking 

experiences, the GM can demand a stress roll. Roll on 

»Serenity« and get 0 to 2 points of stress, depending 

on the outcome. Consult the following table. 

Once you have reached three stress points, the cha-

racter is out of his mind and does not have control 

over himself anymore. He/she/it can‘t make sensible 

decisions until there is reasonable time to recover. 

Stress points can be erased as soon as the character 

is no longer exposed to the source of the stress and 

has time to calm down. 

Result of the »Serenitiy« roll  

1:    I can’t stand it! 2 points of stress. 

2-3: Bad feeling about this. 1 point of stress. 

4-5: Everthing‘s cool. No stress. 

6:    Stone cold. +1 bonus to subsequent rolls. 

Experience 

Every character gains a competency point at the end 

of an adventure.  

New special abilities could be obtained during game-

play, like new gadgets, implants or genetic modifica-

tions. 

A look into competences 

■Analysis: Knowledge and application of scientific 

methods und procedures  ■Athletics: Running, Jum-

ping, Climbing, Swimming, Throwing and Lifting        

■Awareness: Perception, finding evidence, notice 

what others don’t.  ■Charm: Wrap the person around 

your finger.  ■Computers: IT, system analysis, pro-

gramming and hacking   ■Connections: You know 

someone who could help you in your situation.          

■Doctor: Treat wounds, diagnose and cure diseases  

■Education: Trivia, knowledge about history, geogra-

phy, law, music etc.  ■Expertise: Define your scienti-

fic area, form of art or special knowledge.  ■Marks-

manship: Handling guns and thrown weapons  ■Me-

lee: Hitting your opponent with fists, clubs or slashing 

and stabbing weapons  ■Negotiation: Discussion, 

bargain, dealmaking  ■Pilot: Control of aircraft of all 

kinds ■Prestidigitation: Stealing, lockpicking, secu-

rity systems. ■Resources: Financial access, social 

standing, protection by an organization  ■Scouting: 

Pathfinding, survival in harsh environments  ■Sereni-

ty: Dealing with Stress, Threats and Danger  ■Space 

Travel: Space navigation, handling on-board systems 

■Stealth: Hiding, sneaking, tailing  ■Tech: Invent, 

repair, operate and modify high tech devices.  ■Un-

derground: Streetwise, knowledge of black markets, 

criminal contacts  ■Toughness: Being bold and hard 

boiled, resisting pain, wounds, drugs and alcohol     

■Vehicles: Control of land- and watercraft 
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Special Abilities 

■  Cognitive 

 Uplink 
(neural computer, wireless net access, AR & HUD) 

 A.I. Assistent 
(grants two rerolls per session) 

 Combat Re / Action Module 
(gain an additional action in combat)) 

 Virtual Cross-hair Overlay 
(adds a +1 bonus to shooting rolls) 

 Eidetic Memory 
(You don’t forget anything you’ve ever seen or heard.) 

■ Sensory 

 Empathy 
(+1 bonus to Awareness rolls when trying to make out hidden 

emotions)  

 Extended Field of View 
(you can see in all directions, no blind spot.) 

 Extended Visual Spectrum 
(You can see IR and UV radiation as well as electricity.) 

 Optical Light Regulation 
(You can see in the dark and can’t be dazzled.) 

 Sharpened Senses 
(All five senses are superior to those of common people. Adds 

a +1 bonus to Awareness rolls, not cumulative with Empathy) 

 X-Ray Vision 
(Look through thin nearby walls, persons, etc.) 

■  Utility 

 Camouflage  
(External imitation of other persons, adaptation of the skin to 

any background, +1 bonus to appropriate rolls) 

 Flying 
(You have limbs for flying or gliding up to 50 km /h) 

 Natural Weapons 
(Claws, spikes or horns cause sharp damage.) 

 Structural Improvement 
(Jump up to 10 m high and 20 m far, run up to 60km/h) 

 Wall Crawling 
(Movement on smooth surfaces like walls and ceilings) 

 Zero-G Acrobat 
(Easy movement in environments without gravity) 

■ Durability 

 Body Protection System 
(armor, also adds a +1 bonus to Toughness rolls) 

 Environmental Adaption 
(No problems with heat, chill, thin air or lack of food and 

water) 

 Hostile Environment Respiration 
(You can breathe toxic gas and breathe underwater.) 

 Synthetic Body 
(No damage due to disease, poison or lack of breathable air. 

No toughness rolls due to pain.) 

 Body-Function Simulator 
(›natural‹ skin coating, heart pulse, ›sexual organs‹) 

 Enhanced Battery Capacity 
(Internal battery capacity lasts for a week.) 

 Hidden Weapons 
(Extendable guns and melee weapons are integrated.) 

 New Special Ability:     
(like Sonar, Psychic. etc.) 

How to print and fold 

Use both sides of the sheet when you print this do-

cument. Fold it to transform it into a cool and handy 

leaflet. You have to fold it three times, start with the 

middle of the page. 

 

Open your leaflet to access the character sheet and 

open the character sheet to access the rule sections. 

Contact and further projects 

The SIMPLE System was created by Michael C. 

Goran and licensed under Creative Commons (Share 

and Share Alike). It was originally developed for 

[digital_shades], the cyberpunk roleplaying game. For 

news and downloads visit the Blog at: 

 www.simpleroleplaying.wordpress.com 

If you are creating new content, please contact 

trapezoeder@gmail.com to share it with the commu-

nity.  

Further Beyond was originally created as an alterna-

tive ruleset for the german roleplaying game „Exile“, 

but it can be used for any sci-fi scenario. Please send 

suggestions and feedback to: 
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Character Description 

 

 

 

 

 
 
Competences 

 Analysis 

 Athletics 

 Awareness 

 Charm 

 Computers 

 Connections 

 Doctor 

 Education 

 Expertise: 

 Marksmanship 

 Melee 

 Negotiation 

 Pilot 

 Prestidigitation 

 Resources 

 Scouting 

 Serenity 

 Space Travel 

 Stealth 

 Tech 

 Toughness 

 Underground 

 Vehicles 

 
Health 

blunt  sharp  shot 

   

Bruises     

It hurts!       

Hurts like hell!     Toughness 

You’re down!      K.O. 

 
Stress        ! 
 

Disadvantage 
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