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Common human laws and interests and emotions have no validity or significance in the vast cosmos-at-large... To achieve the essence of real externality, whether of space or time or dimension, one must forget that such things as organic life, good and evil, love and hate, and all such local attributes of a negligible and temporary race called mankind, have any existence at all... When we cross the line to the boundless and hideous unknown—the shadow haunted Outside—we must remember to leave our humanity and terrestrialism at the threshold.
Basic Plot:

A pan-Dimensional being of great power decides that the multiverse must be relieved of his Persistents.

His more philanthropic Iteration has developed a method to create a 7th dimensional being.

These beings he has gathered together to remove all other iterations of himself from the multiverse.

John Carnelian:

The last natural born denizen of a PL10 society. He has traveled into other dimensions and found that he is the cause of the destruction of most, if not all , universes. In an effort to make amends, he attempted to destroy his persistent selves. However, temporal momentum always caused events to replace him , and paradox has cause him to almost destroy entire dimensions.

So, he created a method to create Agents:

7th dimensional Being Immunity to Paradox and Anachronism:

A subtle yet powerful ability that masks the traveler from the minds of others. The people of any dimension traveled to accept that the 7th dimensional being is from their dimension and time period.

Racial differences, however, are not completely masked. You could for instance, find that your dominant racial characteristics are closely tied in the minds of those you meet to that of the most hated , vile race in their galaxy. 

The Rule for such things is: “People write off anomaly as a variation on the known , rather than the unknown” , A wookie in the star wars galaxy for instance, May travel to a D&D fantasy world and be mistaken for a species of Hairy Giant. Some may even not be so racist against an intelligent hairy giant.. They can’t all be bad , can they?

Each of the players is an Agent and a 7th dimensional Being who has been modified throughout its life by JC.
Character creation and Leveling:

There are 20 levels for players.

No more, No less.

Each player may pick an ECL 0 race from any tangent.

Stats: 82
They start with 3500 XP to spend on Classes / Feats / Skills.

Level 1 costs 500 XP.

Additional Feats cost 500 XP(Max 1 per  Lvls, Giving a total of +2/3lvls of feats nominally)

Skill points costs 100 XP (May not bring you above (1/2INT *(lvl+3)))
Your ranks in a given skill may never exceed (Lvl+3)

Replacing Levels / Feats costs Half of the original cost.

Each level in a Class is bought seperately.

A standard class is “level locked” You may only take the abilities of the specific numerical level you are paying for. (Level 4 barbarian would give you only level 4 barbarian abilities.. Not the 3 preceding levels. You may also only put level 4 in the level 4 slot)

A prestige class level can be bought into any level of (5+Pclass level) meaning that level 1 Pclass can be placed into a 6th + level slot , and 10 lvl in a pclass 15+ lvl slot.

You may train any level or below of a class level you posess.

Alternatively, You may buy any level personally of a class you posess.

To be able to Train others, You need not actually take the class. You can simply pay 10,000 xp (for instance) to be able to train all 20 levels.
Game Balance:

THE RULE : The following are valid bonus types. NONE other are allowed. ANY untyped bonus must be assigned a type by the GM. There are no unnamed bonuses.
Type 

Improves:

1. Enhancement 
Armor, Natural Armor, Attack, Damage, Ability Score

2. Insight

Attacks, AC, Saves, Checks, Initiative
3. Size

Strength, Constitution, Dexterity

4. Racial

Ability Scores

5. Inherent

Ability Scores

6. Stat 

According to Ability score it is derived from

7. Dodge

AC (This bonus does NOT stack in sliders2)
8. Deflection
AC

9. Synergy 

Checks

10. Circumstance
Attacks, Checks

11. Competence
Attacks, Saves, Checks

12. Haste

AC

13. Sacred

AC, Saves, Checks (Counter-stacks with profane)

14. Profane

AC, Saves, Checks (Counter-stacks with sacred)

15. Resistance
Saves

16. Morale

Attack, Damage, Checks, Saves

17. Equipment              All (ALL items that would have enhancement bonus have thier bonuses replaced with this type)
Stacking Ability score bonuses : It is only possible to gain 2 ability scores bonuses to a single die roll. (For instance, a paladins +cha bonus to will saves in addition to the other +wisdom bonus.) . The primary ability score bonus is bonus type #6 (Stat) , and the secondary is #1. An enhancement bonus to that ability score derivation. A paladin’s willpower save bonus would read as follows: +x from wisdom bonus to will saves and +y from enhancement to wisdom bonus to will saves (Which is derived based on thier cha modifier). 
D20 Defense Statistic : Equates roughly to a Monk’s AC bonus in D&D and follows all of the same rules. You must be unencumbered by armor. (Note that this does not mean you may not gain an Armor bonus. Far future armor can be made lighter than the light category. Bracers of armor and other such devices may still be used). 
This bonus is considered an Enhancement to the Dexterity bonus to AC. (The monk in D&D for instance, receives wisdom bonus +1/5), (A Jedi Guardian recieves 2+.5xlvl). 

So long as only 1 ability score is calculated into this statistic, it is cumulative per level.
(A multiclassed monk / Jedi would gain 2+WISbonus+(1/5monklvl)+(1/2jedilvl) to AC applicable when they are unencumbered.)

Augmentation: Cybernetics, Bionics, Gene-splicing, Bio-modifications and such always count as specific, typed, bonuses. They may be viewed much like obtaining a magic item in D&D. Some have additonal restrictions placed on them as follows:

Bionics: The only drawback to replacing your body with large amounts of machines, is the loss of CON bonus (or penalty) and additional spell failure %. (See bionics rules)
Progress Levels:(0-9)

Magic / Psi / Faith / Artifice  / Superpowers – PL0 – Level 1 spells, PL9 – Epic Magic.

Martial Arts -

PL2 – Schools allowing fighter bonus feats

PL3 – Monk Classes, Monk feats

PL4 – Special Styles Availiable , Special Move Feats

PL4-9 – Supernatual CHI abilities Developed (Level 1-6 D20 spell levels) 

Technology

Subcategories:

Power Systems-

PL0 – Fire

PL3 - Steam

PL4 – Electrical, Internal Combustion

PL5 – Fission, Solar

PL6 - Fusion

PL7 – Gravity

PL8 – Dark Matter
PL9 – Dimensional (Harnessing the forces of collapsing tangents for instance)

Weapons Tech-

PL0 – Club, Dagger, Spear, Bow

PL1 – Sword, Chainmail

PL2 – Plate Armor, Gunpowder, Cannons

PL3 – Musket, Flintlock

PL4 – Aircraft, Machine guns, Pistols

PL5 – Weapon guidance systems, Personal Composite vests, Fission Bombs, Handheld Machine guns, Rocket Launchers

PL6 – Heavy Laser Weapons, Fusion Bombs, Personal Missile systems.

PL7 – Power armor, Monofilament weapons, Powered Melee Weapons, Force Fields for vehicles, Personal Laser Weapons.

PL8 – Personal Force Fields, Energy Weapons, Gravity Heavy weapons

PL9 – Personal Fusion and Gravity Weapons.

Cybertech -

PL5 Simple Organ Replacement   

PL6 Organ replacement for Attribute bonuses, Superior indiginous Organs

PL7 Additional Limbs, Devices for which there exists no nervous system to control (Missile pods), Partial Bionic Conversion

PL8 Full Bionic Conversion

PL9 Superior Sensory systems , Same weight / Feel as Human with superior stats.

Biotech –
PL0-3 No Knowledge of Medicine

PL4 Simple cures and Surgeries

PL5 Modern Medicinal practices

PL6 Simple organ replacement for medical treatment

PL7 Organ replacement for Attribute bonuses, Superior indiginous Organs

PL8 Additional Limbs, Inter-species Organ grafting

PL9 Constructed Bio-Devices not found in any species (HuD eyes) , Full conversion Bio-Borg.

Chemotech-

PL3 Drugs discovered. Medical stimulants , Antibiotics.

PL4 Combinations of Drugs used for short term use with side effects. Immediate Antidotes.

PL5 Minor statistical increases with no side effects. Combat Drugs Refined and can be used infrequently without addiction.

PL6 Bio-Comp Drug use / Monitoring systems developed. Shortens lifespan tremendously or on removal.

PL7 Bio-Comp systems made entirely internal, Side effects Halved.

PL8 Internal Bio-comp / blood replacement with superior liquids. No side effects.

PL9 Protien based nanobot produce chemicals as a Bio-Comp system adding superior regeneration and fluid systems. Impervious to traditional diseases, Increased lifespan.

Vehicles/Piloting-

PL0 – Domestication of animals
PL1 – Carts, Chariots, Boats
PL2 – Seafaring ships, Hot air balloon
PL3 – Steam Ships, Carts
PL4 – Internal combustion Vehicles

PL5 – ICE combat vehicles

PL6 – Low-precision Robot vehicles

PL7 – Powered Armor, Personal Fusion Engine powered vehicles, Space Fighters

PL8 – Air-Space capable personal Powered Armor

PL9 – Time/Tanget Travelling Capable personal vehicles.

Generally speaking, Progress Levels allow for similar bonuses at each stage.
PL0 - +1 short term

PL1 - +1 Permanent Bonus

PL2 - +2 short

PL3 - +2

PL4 - +3

PL5 - +3

PL6 - +4

PL7 - +4

PL8 - +5

PL9 - +5 Permanent

PL10 – Epic 
In effect, A PL9 magic society has the magical knowledge to create +5 enchantments on items. (A standard D&D world has PL9 Magic, and Faith elements, PL3 Martial Arts, PL2 Technology)

A modern Era of Technology (PL5) would have the capacity to create +3 weapons and Armor. You could, for instance, have a +3 sniper scope , or +3 Flak Vest. Simply from quality of materials or differing manufacturers.

Bonuses can be different Types that stack. (Enhancement, Luck, etc) But follow the maximums for magic item creation within the limits of the PL as if it was Magic.
Weapon / Armor system for Sliders:

Damage Types: 

Ballistic (Also Slashing, Bludgeoning, Piercing)

Electric

Fire

Cold

Acid

Arcane

Dehydration

Light

Gravity

Radiation

AC / Damage Reduction / Penetration:
There are 3 “tiers” of Armor / Weapons –

Ancient (PL0-2) / Modern (PL3-5) / Futuristic (6-8) / Supertech (9+)
AC bonuses of previous tiers of armor is useless against later PL technology.
Also, Armor that is a full category higher than the weapon can prevent the weapon from scoring an automatic hit on the roll of a natural 20. (The armor bonus must apply against the shot.)
Damage systems:

Damage of a weapon is a factor of how much tissue damage it causes on average.

Based on weapon damages of Ancient Weapons of PL1

Generally speaking, this means most handguns, lasers etc, do only 1d8 damage.

The most efficient, precise, deadly wound on an individual.

However, with the knowledge of anatomy, Bonuses to damage can be obtained from high dexterity scores. Also, Aimed, debilitating shots may be made.

PL and penetration: 

You can think of weapon development as 2 types: Enhancement and Replacement.

Let us look at swords throughout the ages to see how each development track works:

A Sword is a PL1 invention, however, later PLs have developed better swords.
PL         Enhancement sword                              Replacement sword

2-3           Folded Steel (+2)

 None
4           Composites, High-carbon (+3)               None

5             No advancement

 Chainsword (Gains Modern penetration)

6         Lighter, more durable Chainsword(+4)    None
7             No advancement
          Monomolecular Sword (Futuristic penetration)
8     Power Sword Added energy field (+5)         None

9             No advancement

   Light Saber (Supertech penetration)

It is important to note that all of these weapons fit into the category “Sword”

But only the weapons which represent a radical design change and incorporate new technology, the “replacement” track, gain the penetration value versus inferior armor.

As you can see, some weapons do not necessarily gain a penetration value at 3, 6, 9 PLs they simply have not had the technology applied to thier development.
Likewise it was not until PL5 that servicable armor to stop Ancient rank weapons was developed. (Injury to individual soldiers was not as critical as it was in ancient times)

Feats:

Marksman : You may add your Dex bonus (instead of your STR bonus if applicable) to your range weapon damage.

Sniper : You may use your iterative attacks to make called shots. Requires marksman. (normally this takes a standard action)

Concentrated aiming: You may sacrifice +1 Dex bonus to AC or +1 Dex bonus to hit for +2 damage bonus to your ranged attack. Max sacrificed = BaB.

Heavy weapons optimization: (Req Marksman), You may add 1.5x your Dex bonus to your ranged weapon damage for any two handed ranged weapon you use. This feat does not apply to ancient weapons. (Prior to PL 4 and the use of gunpowder).
Time/Space Traveling Societies:

A character may not be part of any at the begining of the game.
Language , Culture Barriers:

There are many Crossover languages throughout the multiverse.

Many are so close to one another that just a handful of languages can get you by.

However, spells and technology that translate languages are incredibly useful and often necessary.
Cascading Die Rolls: Will be used for saves, skill checks, and combat rolls. (A natural 20 will still automatically hit most times, but since higher PL armor can negate this, you are allowed to cascade to hit in this case).
Important modern weapon Rules:

Range Increment is 1/10 of the maximum effective range of a weapon.

-2 to hit per range increment. (-18 at fully maximum range).

Rate of fire:

Slow Weapon: Missile Launchers, Heavy Crossbows etc: Standard Action to Shoot, and sometimes also standard action to reload. No iterative attacks possible.

Standard fire: Iterative attacks are possible. Pistols, Rifles, Bows

 With Multishot Feat : you may make 1 additional attack at your highest base attack bonus but at -2 as is each other attack that round (Flurry of blows) 
Auto fire Weapons: Machine Guns, Sub-Machine guns
  Burst fire, Single Target : You may make 2 additional attacks at your highest base attack bonus but at a -5 as is each other attack that round.

  Burst fire, Single Target, with Multishot: You may make 2 additional attacks at your highest base attack bonus but at a -2 as is each other attack that round.

   Spray an area : You may turn your weapon fire into a cone attack with 20% the range of the weapon. The damge is the same as 2 shots Reflex save DC = 10 + Dex Bonus + ½ BaB. For ½ dmg. Full round action.  Ammo use dependant on weapon.
Blast Radius Weapons: Roll to hit the primary target as normal. If you miss, the shot is wasted. (You may choose to shoot at the ground or have it airburst at a specific location if you have the guidance system to do so.). The primary target takes full damage without the benefit of a saving throw. Everyone else within the blast area may make a reflex save with the DC = 10 + ½ BaB + (Sq root # missiles). If they succeed, they take ½ damage. Evasion may be used to avoid this damage only if your maximum movement speed allows you to move out of blast radius of the shot.
Availiable Character Genres:

Magic, Psion(Stick), Faith Magic, Superbeing(travis), Martial Artist(Bill), Melee , Ranged Weapon User,  Cyber/Borg, Biology (Grafts, Cellular modification) , Chemical powers, Pilot, Technomage(artificer)
Magic :

Arcane/Faith/Artifice

Discipline:

Psion/Martial/Mutation

Science :

Cyber/Chemo/Bio
