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Dice Pool Modifier
Scanners

Scanners are active security

measures; their job is to search
for anything amiss, instead of

negative dice pool modifier equal
to their extra Initiative Passes.

Sound detectors and vibration detectors utilize sensitive
microphones to pick up sounds/vibrations. They can be pro-
grammed with pattern recognition algorithms to ignore some
sounds/vibrations, but will easily pick up everything else not fit-
ting within those parameters. Characters attempting to sneak by
aknown sound detector must succeed at an Infiltration + Agility
(3) Test (Silence or Stealth spells can also be used). Some sound
detectors maybe programmed to only trigger an alert when cer-
tain sounds are detected, such as gunshots (perhaps even triangu-
lating the sound’s origin with multiple detectors).

Security cameras fill a broad spectrum, from the standard
visual type to low-light, infrared, and ultraviolet cameras or
sensors. Cameras help security personnel maintain a secondary
eye on every significant area of traffic when guards are patrol-
ling, and maintain watch when personnel are not in physical or
astral proximity.

Infrared, also known as thermographic, picks up on body
heat signatures (but may be fooled with an improved Invisibility
spell). One security trick is to use surfaces that are reflective on
the infrared spectrum on corner areas, so that thermographic
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waiting for a trigger.
Olfactory
known as chemical detection systems or chemsniffers, ana-

scanners, also

lyze molecules in the air for nitrogen-rich particles like those
given off in explosives or firearm ammunition. To detect explo-
sives or ammunition, roll a dice pool equal to the chemsniffer’s
rating against a threshold 2 (3 if the explosives/ammo are her-
metically sealed). Apply modifiers as noted on the Chemical
Detection Modifiers table.

Olfactory scanners can also be used as pheromone scan-
ners to detect the pheromones that metahuman bodies release
into the air. These are uncommon, but can be useful for detect-
ing individuals who have otherwise effectively concealed them-
selves via technological or magical means from regular security
devices. Pheromone scanners are sophisticated enough to tell
the difference between a metahuman and an animal and can
also pinpoint gender, but are otherwise not advanced enough
to single out an individual. In order to pick up the scent, the
scanner rolls its Device rating against a threshold of 3 (2 for
characters with tailored pheromone bioware). The scanner’s
dice pool is further modified as noted on the Pheromone
Scanner Table, above.
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