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Those words are lyrics from several songs from the Bubblegum Crisis
soundtracks, and they encapsulate the kind of action and drama you'll find
in the Bubblagum Crisis Roleplaying Game. With this book, you'll enter the
world of MegaTokyo and the oppressive megacorporation Genom—a
world where monstrous Boomers, desperate AD Police and the mysterious
Knight Sabers battle for the future of civilization.

In case it isn't obvious by now, this game is based on the Japanese
anime video series Bubblegum Crisis, which fuses dark-future cyberpunk.
comic book super-vigilantes and mecha-oriented anime. Cyberpunk pro-
vides a grim future megalopolis for the setting, anime provides provides
amazing weapons, robots, and action, and comic books provide the crime-
fighting angle.

But the heart and soul of Bubblequm Crisis comes from its charac-
ters: only in the hands of the right peaple can technology change the world
for the better. Bubblegum Crisis is about wha controls that technology.

The name "Bubblegum Crisis" (often abbreviated as BGC) was cho-
sen as a reference to a bubblegum bubble which is about to pop, getting
all aver your face and hair and refusing to be easily cleaned up—an
impending mess that will be hard to handle. This parallels MegaTokyo's
technological and social situation; tension has been continually rising, and
gither a collapse or axplosion seems imminent ...

V¥ BGC, THE SERIES iiEIRi s
Bubblegum Crisis (or “BGC”) was an B-part video-only series produced by
Artmic design studio and released in Japan from 1987-1990. Two spin-off
series were made: the 3-part AD Folice Files, and the 3-part Bubblegum
Crash!. Here we focus on the first series, but don't worry: R. Talsorian
Games will publish future supplements which will cover the other two.

AnimEigo, one of the premiere American anime importers and dis-
tributors, has released subtitied and dubbed versions of Bubblegum Crisis
and its two spin-offs in the U.S. If you haven't seen the Bubblegum Crisis
videos yet, check them out! Bug your local video store or contact AnimEigo
at: PO. Box 989, Wilmington, NC 28402-0989, Email 72447.37@com-
puserve.com, Web http://www.animeiga.com/.

VWHAT IS A ROLEPLAYING GAME? I

If this is your first roleplaying game, RELAX; this is just a structured form
of make-believe play acting, rather like when you played Cops and
Robbers as a kid. The focus is on verbal description and storytelling, with
players describing what they do instead of acting it out.

Most of you are going to use the rules presented in this book to cre-
ate player characters, personas you control that exist in this fictional
universe of 2033. You will create a set of numbers and characteristics
that will give you a clear idea of how your character thinks, acts, what
he/she caras about, and what he/she can do.

One of you will take on a different role, that of the Referee (or
Gamemaster, or GM): the person who presents the story plot ta the
players, cantrols any characters not controlled by the players themselves
{logically called non-player characters), and applies the rules of the
game. The Referee must have a firm grasp of the game rules and the fic-
tional background in which the waorld is set. It's the most demanding posi-
tion in terms of time, energy, and imagination— a lot like directing a play
when you can't contral all the actors—but it can be very rewarding as
well.

The Referee uses the background given in the gamewaorld 1o devise
a hasic plot inta which he places the player characters. He describes the
situations to them as the characters would know it and the players
describe what their characters are doing and how they are responding to
the situation. The plot generally flows from there, with the Referee pre-
senting obstacles, non-player characters, and other elements to the play-
ers in story form and the players continually deciding what their charac-
ters will do and reacting accordingly. This way both the players and the
Referee create a story together ... and have a lot of fun along the way.

Then what are all these rules for? Wall, many situations will come
up in the course of a game that require more than common sense 1o
resolve. For example, if you've never been in a firefight, it might be hard
to judge how things should happen in one. The rules give you a way to
play out those situations in a logical and consistent manner. When the
outcome of an event is in question, you roll dice |Bubblegum Crisis uses
ten-sided and six dice, or *D10s’ and "06s"} and the result of the roll helps
you determine what happens. The GM generally applies the rules as
raquired, but if he wants to discard a rule, he may do so, as long as he
informs his players beforehand, is fair about it, and keeps the game fun
for everyone.

In some roleplaying games it's enough for the characters simply to
survive and maybe amass some money, not 5o in Bubblagum Crisis. BGC
stories aren't about greed: they're about extreme circumstances, passion,
revenge, technology, the definition of human ... and probably kicking
Boomer butt, too. In a typical Bubblegum Crisis game, you'll prowl the
urban jungle, face off against authority, fight homicidal monsters, and
maybe even find a little romance. Sound like fun? Count on it
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ahold of a bunch of transforming motoreycles and killing

some Boomers. While fancy mecha and Boomer-busting are
definitely part of the fun of BGC, roleplaying is the heart of the
game. Roleplaying is a process in which the players and the
Referes cooperate to create a good story and, more importantly, to
have a good time. This cooperative aspect demands that Referees
and players always work together. To make sure you get the most
out of your Bubblegum Crisis roleplaying experience, your char-
acter should enjoy freedom of action but still work within the
structure of the Referee’s game.

WCHRARRCTER CRERTION i

Referee and player alike should be involved in the character creation
process. Check with the Referee to make sure that your character isn't
wildly outside the parameters of the campaign—uoftentimes the Referee
will have specific ideas on maximum levels for Stats and Skills, aliowable
equipment, and appropriate character backgrounds. Make sure to discuss
your character with the Referee before play begins. Both parties should be
clear on the character’s capabilities, background and unique quirks. The
Lifapath is especially important here—your character’s history will likely
generate several colarful NPCs which the Referee can put to good use in
the campaign (Referees should see page 154 for more on NPCs),

VTeRMWORK B85
Roleplaying in BGL'is geared to the u:Iea uf a te&m—a group of pla',rer{har-
acters who work together on a regular basis towards a common goal. The
most obvious example of a team of player-characters is the Knight Sabers,
but each AD Police unit is also a team, and even the escaped Sexaroids from
Genaros were a team [a short-lived one, but a team nanetheless. . |

Because he will be a member of such a team, your character should
be created with a “puilt-in" reason how and/or why he should become a
part of the player team. Once again, a dialogue between the player and
his Referee is vital here. By letting his players know what kind of team
they'll be in, the Referae will allow them to make their characters work-
able within his framework, While you, as a player, will probably have
some idea of whal type of character you want to play, it's possible that
this idea could clash with the type of team and campaign the Referee
plans to run—there might not be room in his "Corporate Agents” cam-
paign for your armored vigilante or a rogue Boomer! (Referees should see
page 147 from maore on campaign types and teams.)

P laying a Bubblegum Crisis game involves more than getting

Let’s say you're planning on making a Formula-1 race driver named
Zack who learmed everything he knows from his older brother Ken, but Ken
was killed in a racing accident. Now let’s say that the Referee plans to run
a paramilitary-style mercenary campaign. How to mesh these two ideas?
Through a dialogue between the Referea and the player, the character is
madified; Zack’s brother was working as test-driver for a miliary prototype
Fast-Attack Vehicle, and was kidnapped (along with the prototype) by a
group of termorists, Meanwhile, the mercenary team is hired to get the pro-
tatype back—they have their own FAY, but no driver (he bought the farm
on their last mission), Enter Zack; the mercs need him as a driver, and he's
motivated to join in the hopes of finding Ken. Presto!

VYOUR CHRRRCTER

When creating and playing your character, remember that you and your
compatriots aren’t average citizens. You're people of action! If a situation
doesn't sit well with you, then you change it. This doesn't mean that you're
some kind of uhermensch; your character is human (probably], but make
sure he's an exceptional human. He should like to ga aut for drinks, have a
faw dates, see & movie. . . and avert global disaster every once in a while.
But why does your character do this? What's his motivation for being
so special? Try 1o devise some unique (even outrageous) aspects for your
character, and then play them up in the game. While Bubblegum Crisis is
cyberpunk, it’s also superheroic and anime; just like the adventures the
Referee puts you through, your character should be shamelessly angst-rid-
dled and melndramatic. Your character’s Lifepath is sure to generate all
sorts of trauma and neuroses, and anime characters are notoriously bad
at getting on with their lives. OK, so your character is a military agent, but
why? |s the government halding your sister hostage, or did your best friend
sell you into indentured servitude without your knowledge or consent?

VROLEPLAYING

Raleplaying is about getting into character and creating a virtual reality
with your imagination. It's nat about shuffling points and number-crunch-
ing. The values on your character sheet are there to interface with the
Fuzion system, not for you to fall back on instead of roleplaying: you may
have a high Strength, but that doesn’t mean that the first thing out of your
mouth should be “I've got a 10! Let me try it!" anytime a physical feat is
called for, Stats and Skills measure your character’s innate and learmed
capabilities, but showld not pigeonhole your roleplaying.

Don't settle for just rolling some dice when you could (and should) be
roleplaying. For instance, if your character is trying to pick up a girl, don't
walk up to her and say: “I make a Seduction Roll. | roll a 9, so my result is
20. Daes sha go home with me?” For shame! Sinca roleplaying is similar to
improvisational acting, try to push yourself a little further. Instead of just
rolling dice, try something like, “| ask her what shes drinking and order two,
then tell her she’s the most beautiful woman here, | get a [rolls die) 20 on
my Seduction Skill. Does she respond well?” Much batter. We all know
thesa aren't the Oscars, but putting a little life into your roleplaying “perfor-
mance” helps the other players as well as the Referee enjoy the game mare.

Remember, raleplaying anly works well when everyone's into it. If the
Referee is running a serious game but all of his players treat it like a joke,
it's unlikely that anyone will enjoy the game. Tossing a joke into the mix
{either in character or just among the people at the table] ance in a while
is fine, but if you've gat the giggles or can't seem to focus, take a break.

-l L,
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VABOUT THG FUZIOHT“‘
SYSTEM e

ubblegum Crisis uses a unique new rules system

called Fuzion™, a unified set of roleplaying rules

combining the best of the Hero System™
(Champions) and Interlock™ (Cyberpunk®, Mekton
Z™), Not only can Fuzion be adapted to cover nearly
every time, place, or setting, but it also has the ability to
utilize existing Hero™ and Interlock™ rules and materi-
als—if it's marked Fuzion Capable, it can be used as part
of the Fuzion system.

Fuzion can also be compressed or “folded” to allow char-
acters to be used at a simpler level called Primary Fuzion.
Primary Fuzion allows you to create simple character frame-
works in a minute or less; these characters have everything you
need to play, but do not have the extra information that allows
them to “link up” with characters in other game systems or set-
tings (though not included in this game).

The Bubblegum Crisis RPG uses a more advanced level of the
Fuzion system—Total Fuzion. This level has expanded infor-
mation for more detailed characters, as well as the ability to be
“ported” to both Hero and Interlock games at will. Total Fuzion
also gives you the ability to use pre-existing Hero and Interlock
materials; these are usually marked “Fuzion Capable.”

No matter what the level, Fuzion is designed to be simple
and flexible, so that you can start easily and add more detailed
rules only when you want them. Once you leam the basics, (it
takes a couple of minutes), you can play a wide variety of
games. And whenever you want more detailed rules, you can
easily “plug” them into your existing characters and games, to
create precisely the level of detail you want. As part of this con-
cept, many Fuzion games may include or exclude specific rules
as appropriate to the genre—BGC is no exception.
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o matter what level of Fuzion you will be using, you will
encounter the following definitions and terms:
Camprcy ELEMENTS: These are extermnal qualities of the character,; these |
define their refationship with the campaign world. Campaign Elements
can be good, bad, or mixed. Examples include being huned by an orga-
nization, having a contact in an organization, having a reputation as a
killer, equiprment, vehicles, followers, and the like, They are usually gen-
erated as part of the Lifepath process.
Cavenon Ormons: These are Skills, Talents, Traits, or Equipment with
which characters can fight, protect themsehes and generally acventure., I
In some campaigns, these also include Powers and abilities far beyond
those of mortal men.
Campaen Pomrs: These are points used to buy the “stuff™ the character
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owns, knows or can do, such as Skills, Talents, Perks, or Powers.

Comeucanons: Situations, Campaign Elements or personal limitations
that enhance the roleplaying aspect of the character, generated as part
of the Lifepath process (below). Some problems are external: enemies,
bad history or physical liabllities. Still others are internal qualities of the
character; these can be good, bad or mixed. Examples would include
fear of heights, a code against killing, blindness, truthfulness, etc,

Dice: Throughout Fuzion, three standard six-sided die (plural: dice) is
used as the default. Rolling three &-sided dice together and adding
the results gives yvou a “bellcurve” with the outcome of each roll
falling Into a falfy predictable range (this way is familiar to Hero
Systemn players). As an option, the Referee can decide to use a 10-
sided die for Task Resolution rolls (instead of the 3 G-sided dice), but
G-sided dice are always used for damage. The option to roll a single
10-sided die to resolve tasks gives you a “flat” distribution and
makes the outcome more unpredictable and dramatic (this way is
familiar to Interlock plavers). Wery Important: The Referee must

decide at the start of his campaign what die rolling system he will M

choose, It will then be in effect for ALL characters in that campaign.
Kevpace: How Fuzion rules are presented. A Keypage incorporates-all the
rules about a particular topic or idea, amanged with all graphics, tables
and lllustrations included. Keypages are designed to stand alone, and as
such often repeat elements seen In other, related keypages,

NPC: A NonPlayer Character run by the Referee. See page 161 for mare,
Persc: A useful privilege or contact a character has special access to.
Power: An innate, superhuman ability that cannot be learmed or taught,
usually quite powerful, An example might be the ability to fly or fire bolts
of energy. (Powers are not included in BGC's rules.)

Primary Fugion: The simplest set of rules necessary for roleplaying char
acters in any setting or genre, Pimary Fuzion is designed for simple
combat and roleplaying; most characters can fit on the back of a play-
ing card or action figure package; it can also be expanded or “unfolded”
to allow the player to use Total and Maximum Fuzion versions as well.
(BGC's rules set does not include Primary Fuzion rules.)
Rererer: The person who runs the Fuzion game. See page 153 for more.
Su: An ability that can be lkearned or taught, such as playing an instru-
mernt or using a weapon.

Smr: A nurmber that shows your character's ability in an area, compared
to evervbody else. The higher the number, the more powerful the stat,
Example: Strength Is a Stat; Strength 8 |s stronger than Strength 3.
Sur Poinms: These are used 1o buy the basic Stats of the character,
Stats determine how strong, smart or agile the character naturally is.
Taent: An innate ability, (but not necessarily superhuman) that can't be
leamed or taught: Le., a bump of direction or ability to see in the dark.
Tamcer Numeer: The number vou need to meet or beat in onder to suc-
ceed at a Tash.

Tasx: A thing that you do, such as picking a lock or firing a gun. Any use
of a Skill or any Attack is a Task. See Task Resolution.

Task Resoumon: The way you figure out whether or not you succeed at
a Task you attermpt, in Fuzion.
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his is the first step of creating a character; getting a concept and history established. Lifepath
is a special flowchart of events, personality quirks and plot complications, which are used to
give a character roleplaying depth and complexity. In effect, the Lifepath is your character's “ori-
gin story,” telling where he came from, what he’s done and what he’s like. To use the Lifepath,
simply follow the instructions in each box of the chart, rolling a die or making a choice as instruct-

ed. :
Optional Rule: Complications [see pg. 33-34 for more details] }

s part of the Lifepath process, you may also elect to take a few Compucanons: Situations, problems or per-
Asonai limitations that enhance the roleplaying aspect of the character, and (coincidentally), generate extra
Campaign Points (pg. 28 #2) to be used in the creation of the character later. Note that in Fuzion, Traits are
nat just window dressing; a big part of getting more Campaign Points is roleplaying your complications.

Along the Lifepath you'll see certain events marked with these symbols=> 725 @ '@" ﬁ" i ﬁ i
They are a signal that this particular event is a good place to link up to a ..-‘ . @

possible Complication. For example, Parents Murdered would be a great place to take on a Responsibility, such

as a Dependent (your baby sister), a Vow (to fight Evil) or a Code of Honor (Never Harm an knocent),
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tart by deciding what your character is like; Basic Personality, Values YOUR WO

E and worldview. You may either roll these (1D10) or choose one: = WTETRRAON W YCRE REOPI:
2 | like almost everyone.
3 No one understands me.
WHO DO YOU VALUE g e W
to be led. -
1 Shy & secretive 1 Chid 1 Money individual.
2 Rebellious, antisocial, violent 2 Brother or sister 2 Honor 6 People must -eam my
3  Amogant, proud and aloof 4 (hwer 3 Your Word respect. No free rides here.
4 Moody, rash and headstrong 8 *Prierdd 4 Honesty 7 People are untrustworthy. Be
5 Picky, fussy and nervous 5  Yourself 5  Knowledge careful who you depend on.
6 Stable and serious & Pet 6 Vengeance & No one's going to hurt me
T S”"}' and fluffheaded 7 Teacher or mentor T Love zgain.
& Sneaky & deceptive 8 Public figure 8 Power O  People are wonderiif
9 Intellectual and detached g Personal hero g Having a gmd time 10 FEDPIE are scum and should
10 Friendly and outgoing A0 NG One 10 Friendship I be wiped out.
Go To WHO YOU VALUE Go To WHAT YOU Go To EARLY BACKGROUND
MOST VALUE MOST Go To YOUR WORLDVIEW
—

ENm_mmmEmwwmw CcHILDHOOD EVENTS (i (&) (] (3 & (&)
Childhood E?H'E[Hﬂ“fﬂl’ﬂlﬂfﬂ'iﬂsE]: A crisis in your early youth! Roll 1D6 to see how your family was affected:
1-3 ONE oR sOME FAMILY MEMBERS WERE...

4-6 Your ENTIRE FAMILY WAS...
Ahen roll 1DA0 for the rest of the story:

EARLY BACKGROUND

What was your early upbringing like, economics wise? Roll 1D10 é Wywwhﬁgumm? $ :ﬁiﬁwlq -
and find out... 3 murdered before your eyes.
Row Famiy Starus: . 4 abducted or mysteriously vanished; you were inexplicably left behind.
12 PooR: Just scraping by, day by day. . 5 not the real thing—you're adopted, and obsessed with finding your
36 Mool Cuass: Like most kids, you were pretty run of the mill. true family,
78 We-ToDao: You went to good schools, wore nice clothes, had & killed in war, terrorism or disaster.

lots of treats. _ 7 accused of a terrble crime they may (or may not) have committed. Roll
9 Weamy; You had plenty of everything; even servants! 1D10: 1.5, they were imprisoned for 1010 years; 6-10, they escaped

10 RicH (possibly nobility): You lived in the lap of luxury, lacking imprisonment but are still under the gun.

nothing. 8 considered to have some kind of unique birthright, ability or status.
What Comes Next? 9 unknown to you; you grew up alone, never knowing your true heritage.

10 Hunted by {or involved in a longstanding vendetta) with a powerful

Childhood Crises? Bl blems or traumas? Roll once (1D10
fok iy - i [ ) group, o organization.

on the chart below and go to the appropriate table:
1-6 A Borng CHiLDHoop: GO TO 3 (LIFE EVENTS)
7-10 Go 1o CHILDHOOD EVENTS

Go To LIFE EVENTS
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LIFE EVENTS: START HERE

our third step is to chart the course of your life after Childhood
by moving on to the Life Events Section.

Roll 1D10+16 (or choose) 10 deter-
minge your age. For each year over
16, roll once on following chart and
g0 to the appropriate table:

[&]2] FRIENDS & ENEMIES (roll 1D10) GOOD WITH THE BAD (roll 1010) :
1 Enemy: Bitter exfriend or lover. 1 Fmancw Loss or Desr: Roll 1D10 12 Gooo wiH THE Bap (roll 1D10) i
2 Ememy: Relative. ¥¥10,000. You've lost this much cash. 34 Frenos & ENewes (roll 1010) '
3  Enemy: Partner or co-worker. If you can’t pay it now, you have a debt 5  Love ano Wam (roll 1D10)

4  Enemy: From rival group or faction. to pay, in money or blood. 6  Nomunc HapPeneD THAT YEAR.
5  Enemy: Powerful official or noble. 2 Maxe a PowerruL Conmecnion: A local K oo alediss T
6 Fmenp: Like a brother, sister or parent to you. k‘!‘ power player (warlord, official, noble, W BN you _meﬂ b
7 Frieno: Partner or coworker, = whatever) befriends you. Gain one the years up to present, :
8  Frienn: Old lover (choose which one). free Level 3 Favor (see PERKS). Go to CURRENT SITUATION at .
9 Fmenp: Old enemy (choose which one). 3 Mentor: You gained a teacher or the bottom of the page to see
10 Frmenp: Met through common interest or E‘ mentor in your life. This person has where you are now.
acquaintance. taught you one new skill up to a level
of 106/2 (round up).

o B T E 4 ImpriSONMENT: You have been exiled,

imprisoned or held hostage (your

—a choice). Roll 1010 x 1 year for length

@@@@ LOVE & WAR (roll 1010) I o of imprisonment. A good place for a
14 Hapey LOVE AFFAIR: “NUFT Said. ! PSYCHOLOGICAL complication.

56 Noming Semous: ‘MNuff said, 5  Fasely Accusen: You were set up, and
7-10 Love TRoume: Any of these might be a good 5] now face amest or worse. A good
hook for a COMPULSION, ENEMY, or PSY- place for an ENEMY complication.
CHOLOGICAL complication. Roll & see below: 6 Winpral: Your financial ship just
% [!'-"i Your lover's fiends family would use any came in. Roll 1010 x ¥10,000 for
& means to get rid of you. amount In cash,
2 You fight constantly. 7 Accioent or Inury: You were in some
3 You had a child! Roll for sex: Even=Female, : kind of terrible accident or maimed in
Odd=Male. RESPONSIBILITY aryone? some other way. A good place for a
4 One of you is “messing arour‘_u:i." , @] PHYSIOLOGICAL Complication.
5 E mﬁﬂ?ﬁ i_r- %Temf commiftad suk 8  Huwmen: You incurred the wrath of a
ci in 3 ;
B Lover mysteriously vanished/kidnapped. @ pm-.rerﬁlu pe:sm. faE”r:'EM?; group. A
7 tjust didn't work out. E‘;ﬁd PR o 4 Ry
B You got married! Any further Love & War o o S

rolls refer to your marriage (or future
divoreel)

] Lover was imprisoned, exiled
of went insane.

10 {%] Rival cut you out of the action.

Go Back To LIFE EVENTS

4 CURRENT SITUATION (ol 1010)

struck down by & severe PHYSIO-
LOGICAL illness or PSYCHOLOGICAL
complication.

10 EmomonaL Loss: You lost someone

you really cared about. 1-3; they

were murdered. 4-7; they died by

L& accident or illness. B-10, they van-

ished, killed themselves or just up
and left without any explanation.

Go Back To LIFE EVENTS

1 You have a nameless, mundane "day job.”
2 You're involved in underword; criminal or black
market activities.
3  You're Involved in law enforcement. criminal
investigation or espionage work. CURRENT OUTLOOK ON LIFE 2
4 You're involved in government or other admir- {roll 1D10 or choose) e
istrative duties. ; —
5 You're just hanging out without a job. 1 |hate my life, but | can't change it. g
6 You're involved in business or high finance. 24 My life Is crazy and out of control.
7 You're a freelancer; you work for yourself 4-5 | crave more adventure and thrills =
8 You're involved in craftwork or construction 67 | crave more romance and passion. ﬁ
O You're invoived in research or scientific study. 8  |crave more money and power. £
10 You're involved in & military or paramilitary 810 Life is good! z
TR END LIFEPATH =
Go To CURRENT OUTLOOK s 4
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tats (also called Characteristics) are NUMBERS that describe your character's ability as compared to every-
one else in the universe. All people and creatures can be described (or written up) using Stats; this lets you
compare one person to another, which Is often important in the game. For instance, a person with a Strength Stat
of 5 Is stronger than a person with a Strength Stat of 4, but not as strong as a person with a Strength

Stat of 6.

TAT NUMBERS MEAN

Stats define the basic structure of a character, and the num-

bers show how good a Stat is relative to other people. But before we can go on to acti-
ally constructing that character, we'll need to know something about the type of character
it will be. Is he an everyman who finds himself suddenly catapulted into a life of adven-
ture? Is he a seasoned veteran who is trained to face danger without flinching? Is he an
idealistic crimefighter granted strange superhuman abilities that have allowed hirm to fight
against Evil? And what numbers best represent each type of character?

Here's a handy set of descriptions that can be applied to numbers for each Stat.

| STAT

SKILL

CHALLENGED

Everylay lasks involving this Stat ane u:Irfﬁ::JIt
Thits vaiue is found in chifidren, alderly people, o
those weakenad by ilness or infirmity.

Yol don’t know how 1o do this task at
all.

12

Ordinary people around the world are likely o
hiave many Stats at this vakie, It's enough to get
by on and to do mast things (not unusual ones),

You've leamed the basics of this task,
and can oo this thing most of the time,
thatgh riot very well. ¥ou're an appran-
tice or a beginner,

You & competent &t everyday tasks ivohing

this Stat. Most healthy adult people have some
Stats that fall into this range, This is the realm
of everyday “heroes” such as poficemen, fine
men, paramedics, technicians, etc.

You are well trained and practiced in
this skill, and can perform it well in
enveryday cicrumstances. You can hane
die unusual applications of the skl
with some difficulty. You're considered
& professional,

¥ou ane much betier then odinary, A born gth-
Jete, & fopnolch scentlst, an elite solder might
hawe one or more Stats in this renge. This is the
realm of professional mercenaries, soldiers,
pallce and scientists.

You are a masher of this skill, and e
capable of unusual appiications of the
shill. You are considered 8 master
craftsman,

73

Henoic

I‘rhu&aexﬂmﬁ-capdﬂeinthsarea.m

the very best In the word, An Olvmpkc athlete, &
Nobelwinnirg scentist, a 10t dan martial artist
might have a Stat with this value. This is the
realm of kurg Tu heroes, action movie cops and
atfer notquiteimpassible peope,

A skill &t this leval means you'ne ane af
the very best in the world, You & al
ease with unusual applications of the
skill, or even new applications. This is
entering the realm of fiction, of amaz-
ing skill that's not quite impossible!

810

This i5 a kevel that anly a very few aver reach;
it's simply the best that & human can possibly
be in & Stat. You ane one of the bast that ever
was This 15 the realm of super action movie
Perpes like Jackie Chan or genuses like Alert
Einstain.

A skl at this level puts you in the resim
af the greatest practitioners of this skil
in histary. You are pushing farward the
boundares of the skl and what It can
e el for, andl have entared the realm
of ganilss and of fiction.

At this paint, your Stat value mesns that you
hava crossad into the realm of the-superhuman,
Your capability in this area is unbelievable to

narme humans. & Stat at this leval is found in
cormic books, science fickion or mytholkogy 1

Shills at this level ane bottar than any
one could befieve in the real world, This
reaim belongs to comic books, science
fiction, fartasy or mythology.

These value ranges may overlap some, particularly at the lower end of the range. Normal
people often have values of 1 to 4, for instance. Usually 7 is the value where the real world
stops and where fiction begins to take over. Note also that many characters will have Stats
and Skills in a wide range of values. Even a superhero may have most Stats in the
Competent to Exceptional range, with only & few Stats being Superheroic or Legendary.
Characters in heroic campaigns may have one or two Stats in the Incredible range, and the
rest Competent or Exceptional. Most characters have some abilities they perform better
than others; it's rare to have someone with the same Stat values across the board.

PRIMARY v
here are two kinds of Stats in Fuzion.
Primary Stats are stats that are

“bought”, using a pool of points which we'll dis-
cuss below. A good example of a Primary Stat
wolld be a character’'s BODY stat, used to judge
how tough he is.

Figured Stats are stats which are created by
applying a simple mathematical formula to a spe-
cific Stat. A good example of a Figured Stat would
be a character's STUN, which is figured by multi
plying his BODY by 5.

Both Primary and Figured Stats will vary from
campaign to campalgn, so for right now, we'll just
dizcuss the basic method of buying stats in all
Cases.

STAT POINTS: The Power to

he power to buy your Primary

Stats comes from a pool of points
called Stat Points (SP), given to you by the
Referee when you make your character.
But how do you determine that value? The best
option Is for the Referee to multiply the number of
Primary Stats by the average value the Referse
wants the characters to have; this will give you the
starting Stat Points for the campaign. Example: In a
Fuzion campaign with 10 Primary Stats, the Referee
warls o have Exceptional characters; he gives them
{10 x & = 50) Points.
Referees should consider this simple guideline to
determine the number of Stat Points to give begin-
ning characters:

Campugn STYLE

PT5. PER STAT

Superheroic (mythic, comic book stye}., . .. .
Cosmic (cosmic, godiike siylel, .. ........ 8 pts per Stat

BUYING YOUR STATS

Primary Stats are purchased at a
ratio of 1 Stat Point [SP] for one level of abll-
ity in the Stat. Example: | want o have a
Strength of 5. | pay 5 SP. You must put at least one
Stat Point in each Stat; the maximurm amount you
can put in any one Stat is normally 7-8 for any nor-
mal human; however, if you are creating a
Superhuman (or your Referee allows it), you can
put as many points into a single stat as you want..
The Referee may also set his own limits on the
value of any or all Stats,




STRENGTH
ne thing that does
n't fall into the

realm of the everyday in Fuzion
are feats of strength. This is one
of those places where reallty
d must compromise a [ttle with
| fiction, since many Fuzion set-
tings allow you to deal with
superheroes (or women In

For most chamacters you can simply

use one Strength scale to determine cne's might. But how do you explain
the abilities of most superneroes? How can a well built (but not excep
tionally so) hero,—or a shapely fashion rmodel with a thong and no visibie
muscles at allift a battieship and throw it a mile? Even if a human couwld
lift a battleship, the distribution of weight around hirm would either (a) drive
hirn into the ground fike a nail; (o) punch a man-sized hole through the hull
of the battleship, or (c) break the battleship in half. After all, what's hold-
ing up the parts of the battleship where our hero's hand's aren't?

It's pretty obvious that “entertainment” physics isn't like regular
physics. That's why the Strength table (below) starts going up faster once
you get into Legendary ftermitory, That way, characters with incredible
Strength can lift the amazing tonnages that they do in comic books and
manga: even though reality doesn’t support this concept (or them).

he Strength table below is for deadifting the weight to waist (or drag

ging it). Pressing it overhead would be half of this, camying, pushing
or throwing it would be one fourth of the listed weight.

Pushing

he Referes

may allow
characters to
exert extra
effort in emer
gencies; this
pushing allows
the characters
to increase their
STRuptoa
madmum of
two additional
points. Pushing
costs 5 points
of END per
phase for every
extra level of
STR you are call
ing upon; when
You run out of
END, vou burm
STUM instead,
urtil you pass
out. The Referee
may even allow
greater pushes
{over 2 extra
STR) in extraondi-

STR | LeT m KLochans LeT W Pouwns Etmi
N ET T2hs Sl Chikd
1 |50kg 110 I Chid
2 |T2mg 158 Ibs At female
3 100 kg, 240 s Aquit male
4 |14 kg 317 s SN
BB LT 440 Ibs Lion
I &34 Ibe Motarcytie
7 | 400k B s
-] S5 kg 1,265 s Emall Car
% |[1i5tns 1 265 tors lagecr |
10 |25tans 2.75 tons Small Semidnick
|11 | 5tons 5.5 w008 Lignt Tank
12 J10tons 11 tans Small Jat
13 | 20tons 22 tons Battke Tarik, Whalks
14 [ 401ors T Lerge ot
15 | BOtors 88 tona UH | i——
16 | 160 tans. 176 tons. Small Freightar
i7 320 tons 352 tons
18 | &80 tons Tdtons | Deslrower
19 | 1.25 kictons 1375 Kiptans
20 |25Higions | 2.75 kiotons
H |5 kilgiors 55 hilotons
22| 10 khotgns 11 Rilcfprs Buildrg
73 |20 kictans 27 Kiickons Loaded Train
24 | &0 kiotans A Fickons Ep—
25 | 80 kictons 88 kiokons
26 | 160 Mklons 176 Klotons
27 | 320 Wiatons dE2kotns |
38 | 640 Milotores 704 Klgtons fattiesnl
79 | 1.75 meggons 1 375 megatons | Muclear Submarine |
30 |75 megators 275 megalone | Mrcran Ganer
31 | 5megstons 5.5 megatons
32 | 10 megaions 11 magatons
3| %0 meganons 72 megatins
34 | &0 megaons 44 megatons Wount Everest

nary circumstances, by requinng a successful WILL + Concentration

roll be made &t the time.
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ground and history called a LIFEPATH. Using LIFEPATH,

your character's worldview. Lifepath can be found on........

‘!"Hishswhueyuuﬁﬂthu'naah*yuunaadodiﬁ T
your character's abilities: STAT points, CAMPAIGN
points and COMPLICATIONS. ﬂmemdlsumim
out this rulebook, but start on

@ s is where you wie your STATISTICS; nformton [3

mmmwmmmmmm
does. You can find this information on.............. i g
nisisuﬂgw&yuuuﬁma3uu¢ﬂiﬂhﬂ!lﬂ1!ﬂ5wkﬁqnu;
from your Stats through simple formu-

tion calculated

 las. Find this information on

@ This s where you write your SKILLS, PERKS

and TAL-

ENTS; things you “buy" o 'make your character a

uniquely skilled indhidual ..
@ Thfsisﬁmwuwﬁhmwﬂ—-miﬁ}w‘! pages

P

buy for adventuring or accomplishing tasks ﬁ:‘ﬂ find
all of these (and their costsj on ..o, AR L B

Thtslswrmynuwﬂtemm&m
which you'll buy to protect yourself and fight back

mnﬂ m m1| fll'ﬂ Im.ml-ﬁlﬂﬁll-_lﬂm"ﬂ"ﬂﬂu:ﬂ_.

omwmmmmwmam'
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BUILDING FUZION CHARACTERS — eI
wzion's comprehensive structure H?::'ﬁ,_ ! {;’:ﬁ: ?_E;,_,
allows you to build a character with T BOINTS ¥

lots of depth and fine tuning, as well as :

giving players the ability to add or remove

Stats as a particular campalgn demands. §.° :

In addition, Fuzion also allows players to create Derived Stats PERSONRLITY NOTES

on the fiy, even if their original Stats remain unchanged. !

In Bubblegum Crisis, characters have 10 Primary and 8 INTelwcence
Derived Stats; these are: Wll.lPDNEP.
. PERSONALITY

0 Intelligence (INT): How generally bright you are, As a rule, this Is
more than sheer intelligence, but also cleverness, awareness, per-
ception and ability to learn; mental deficiencies don’t become appar-
ent urtil you hit 1 or lower,

@ Willpower (WILL): Your determination and ability to face danger
and/or stress. This Stat represents your courage and cool.

& Personality (PERS): Your ability to impress and Influence people
through your character and charisma; how well you get along with
others: how you interact in social situations.

Cowsar Group B0

@ Technique (TECH): Your ability to manipulate tools or instruments. M‘r’ STU" ] PD
This is not the same as reflexes, inasmuch as this covers the knack mMEHT RUH
of using tools. One character might have a high Technique, but mi ) = -

not heimletn fence or jugale. On the other hg:d, another might hﬂ [N N M Resr il § Ll W f
high Reflexes, but only a fair level of Technigue. N SKILL LEVEL FERK,
& Reflexes (REF): Your response time and coordination, as used in |

aiming, throwing, juggling. A stage magiclan, for example, would have L —_ -
a high Reflex Stat. Most importantly, this is the Stat that shows your
chance to hit things.

® Dexterity (DEX): Your overall physical competence, as pertains to balancing, leaping, jumping, combat and ather athletic activities. A
gymnast would have a high Dexterity. Most importantly, this Stat is used to avoid being hit.

Puysical GRouP

@ Constitution {CON): How healthy you are. How resistant to shock effects, poisons and disease. You can be a really big, tough, strong
guy and still get floored by a head cold!

© Strength (STR): Your muscle mass and how effective it is for exerting force. The higher your strength, the more you can lift, drag, etc., and
the more powerful the blows from your fists and other body parts.

@ Body Type (BODY): Your size, toughness, and ability to stay alive and conscious due 1o physical mass and structure or other qualities.
How much damage you can take is derived from this,

Movement Group

@ Movement (MOVE): Your speed of movement; ruhning, leaping, swimming, etc. There is only one Stat in this group.

E CREATING A CHARACTER

TeChnose

REFLEXES e e
DEXerTY PUNCH
CONsTitution | EnburaNCE
STRENGTH Max Y LieT

WL

8 eee e e

o create a Total Fuzion character , you'll need some STAT POINTS, as described in pg. 26 [sec.3] Primary Stats are
pm:lmedataraﬁnuf.lMM[W]MMMMH@hMSﬁMMm&HMmMNMh
mmmwmmmmMthmeHhmhMMEmmm
atingam«mﬂmmm{wwmmmpmmmﬂmmmmash'rglaaMnsynuwmt.

Option: Bonuses/Penalties
E onuses are & simple way of establishing overall baselines that will affect everyone in a campaign. For example, if certain play-

ers are roleplaying a species of alien that is typically stronger than humans, a benus of 1-4 points o thelr Strength would be
appropriate. If the species is weaker than humans, a penalty of a few points might also work well. Bonuses are always a Referee option,
and should be applied after the character has been created, Example: As Referee, | decide that three of my players will be playing the Karzan,
a powerful feline race of aliens. After all the characters have been crealed, | give the Karzan players a +3 bonus to Strength. Characters with
fives now become eights, making them far stronger than any nofmal human. By contrast, | decide the Zark, a tiny lemur like race, are far
weaker than humans. | give them a-5 penalty. A 5 Strength character is now reduced to 0.

ADDING NEW STATS

B New Primary Stats can be easily added In Total Fuzion. Simply assign them to a Stat Group so that they can be grouped or spiit just
fike: any other Primary Stat. Example: A Referee decides he wants a Spirt Stat for his fantasy campaign. He assigns it to the Mental Group.

=i



DERIVED STATS

H erived Stats are things common to all Fuzion campalgns.
maost typical Derived Stats are:
© Endurance (END) [CONx10]: This Stat represents how long the character can
expend energy, whether in physical endurance or in the use of a special ability
: {like a superpower of talent). It is spent in the same way as Hits or Stun points.
PERSONALITY NOTES When it runs out, you are e_xhausted and cannot do anything more except rest
L et and recover. Generally, 1 die of effect, 1 minute or hour of time (or 1 point of
“power” used) spends 1 END point. END returns whenever you take & Recover
Action {pg.41), which restores as much END as your REC (see below).
@ Hits [BODY x 5]: How much killing damage you can take before you are
dying. See below for how to allocate Hits and Stun respectivaly. Any Armor you
may have Is subtracted from any Stun damage you take.
& Run (MOVE x3m), Leap [MOVE/2m], Swim [MOVEx1m]: How fast the char-
acter runs and swims and how far he can leap from a standing start.
@ Luck [INT+REF]: Fate acting on your behalf, Each game sessionyou may take
paints from this Derived Stat and use them in other places; to add to important
die rolls or subtract from damage. When you have used up all of these points,
they are gone until the next game session. You've “run out of Luck.”
@ Physical Defense (aka PD) [CON x 2]: How resistant you are to Stun dam-
age; your PD is subtracted from any Stun damage you take.
@ Recovery (REC) [STR+CON]: This Stat determines how fast the character
recovers from damage. You get back this many Stun points each turn when
you rest, and this many HITS back for each day of medical attention.
@ Resistance (RES) [WILL x3]: This Stat shows the character's resistance 1o
being knocked out, and their ability to resist seduction, intimidation and other
Persuasion rolls. Also, if the character takes more Hits than his Resistance in
a single blow, the character is rendered unconscious,
@ Stun [BODY x 5]: How much stunning/brawling damage you can take
before you are battered into unconsciousness, calculated as points.
Important Note: While your Stun and Hits have the same value to start with,
you can change this by moving points from one Into the other when you are creating the character (NOT after
ward!). The amount you can move is limited to one-half the starting Stun value. Example: Your character has
a BODY Stat of 7; this gives you 35 Hits and 35 Stun. (You can't move more than 17 points from Stun to Hils
or vice-versa.,) You decide your character should have mare Hits than Stun, so you move 5 points from Stun
Inta Hits. Your hero has 40 Hits and 30 Stun.

-

E OPTIONAL DERIVED STATS

TG00 TR
‘._.‘JL"‘: Jb w -.l-."'
DA IGN P :

COMPLICRT

DERIVED STRTISTICS
Luck @ ResisTance @
PuncH o | KICK
E€NDURANCE @ ™ |Recovery ®
Max e | LI wo| CARRY 10

ptional Derived Stats are Stats that vary from Fuzion game to game. In an Old West campaign, Tor

example, you may not ever need to have a Derived Stat for Energy Defense against lasers. But
because these are derived from Primary Stats, you can always generate an Optional Derived Stat when you need
one, allowing you to transfer characters between genres. Although these will vary from campaign to campaign,
a few typical Optional Derived Stats are:
Energy Defense (ED) [CONx2): How resistant you are to damage from lasers, electricity, force beams and
other nonkinetic threats. Calculated as points that are subtracted from “energy” damage only. Just as for
Hits and Stun, PD and ED are derived from the same Primary Stat, so they start with the same value. You
can change this by moving points from one into the other when you are creating the character (NOT afterward!). The amount you can
move is limited to one-half the starting value. Example: Your character has a CON Stat of 6; this gives you 12 PD and 12 ED. (You could
not move more than 6 points of PD into ED, or vice-versa.) You decide your character should have more PD than ED, so you move 3
points from ED into PD. Your hero has 15 PD and 9 ED.
Humanity (HUM) [EMPx10]: Your basic morality and humanity. Used often In games where the character faces dehumanization, extreme
horror or the unearthly. This Derlved Stat loses points by receiving “humanity” damage; seeing horrible events, removing body parts and
replacing them with other oblects, gaining unearthly powers that separate him from the rest of mankind, etc. For every 10 points lost from
this Derved Stat, a corresponding one point is lost from your Personality Stat; when it is reduced to 0, the character becomes technically
insane and his actions are taken over by the Referee to reflect this.

Increasing or Decreasing Derived Stats
Derived Stats may not be increased or decreased directly, However, certain Talents or Powers that may or may not be available in
decrease a Derived Stal. See the Referee of your campaign for a list of available Powers, Talents, or Complications.

your campaign setting may allow you to increase a Derived Stat, either temporarily or permanently. Certain Complications may also
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CAMPAIGN OPTIONS "I'HE
Inmm uharactarswiﬂmadtogntﬂmhasic
Skills, Talents & Perks and Equipment with which to fight, e b 2 in
OPTIONS uuﬂ'g:l:anﬂc wstyle e T‘“"‘th ""T““ o
are ific to a mgmweufgmm: =T
works in a sclence fiction adventure from the far future would be Y i ﬁmr‘“;mm“:;;:
mind-bendingly out of place in a medieval fantasy setting. The pre- e |
cise list of campaign options avallable in a particular campaign will I ?‘n_r“ﬁ :'] gmwth.ThaRlﬂuqulsaI
always vary according to each Referee’s decislons. But as a gener- B 2 | 9le way Jo cot the oveesl
al rule, they all break down into Swis, Taiewts & Perks, and T i | power of the campaign, and
Equipment: all of which are purchased using Campaign Points. (Note: L to keep it at that level.

uipment for BGC Is listed on pages 140-142. Simply, the Rule of X limits how
gk ) powerful characters can be In a campaign. (Well, the

Referee can of course break this rule for the Non-
Player Characters, but the players must stick to it}
Here's how it works.

For Oepense: Your largest physical attack added to
your Reflex plus your Skill in that attack cannot be
greater than X. This is limlted to attacks generated
by the character personally (such as in Powers or
body attacks). In a campalgn where the characters
use weapons, there is no attack limit, because
there's no cosmic force stopping you from picking
up a bigger gun.

hen starting a new character; everything he/she owns or
knows is purchased with Campaien PomTs. Why is this? The
main reason is that it allows players to accurately scale characters; every-
thing costs Campaign Points, and you know what you're getting in relation
to something else. This also makes it harder for players to create charac-
ters who are unfair or unbalanced In relationship to other characters; as
long as you have similar levels of Campaign Points, you know that any two
characters will be relatively similar in terms of what they have, know or can
do. Campaign Points are given to Players by the Referee at the start of char
acter creation.

The following point values are merely guidelines based on the style of the

E CAMPAIGN POINTS

For Derensi: Your Hits divided by 5, added to your
Dexterity plus your applicable defensive Skill can-

campaign. Individual campaigns may have very different numbers.
CAMPAIGN STYLE PoinTs not be greater than X.
Corn T ) [ i i et e, MR e 20
amzﬁin; [[ms;:mi-realistmﬁz}. e T e Tt e S 30 The:naie of X depands an 1o powes IS(=oN Wark
Heroic (action TV Show StYIe) . . ... .. ove e onheneaenenon 40 for the campaliFes inmance, & superner COgpag:
Legendary (Action movie Stye) . . . ... vvvniintieninenn. 50 might start with The Rule of 20. A character with a
Superheroic (mythic, comic Dook Style) - . . - -+« ... .o oouuesns 60 STR of 12, an_d a F_teﬂex of 6, could have no more than
Cosmic (coammic, gEodike syieY. . . L Lo il HL A 70 I a Skill of 2 wr'fh his hand-to-hand attacks (12 + 6 + 2
l = 20). A martial artist with 40 Hits and a Dexterity of
After character creation, remaining Campaign Points automatically 7 eould have no more than a 5 Skill with his martial
revert to money units (in this case, 10,000 yen [¥] per CP), whether gold, attacks ([40/5] + 7 + 5 = 20). Some suggested val-
credits or eurobucks). Possessions originally purchased with Campaign ues for the Rule of X are:
Points which are damaged or destroyed must be replaced by using money, CAMPAIGN STYLE  Ruee oF X
TP —————————— Competent (realistic ST}dE} .............. 14
Exceptional (semirealistic, elite style)., . .. . . 16
Interchanging Campaign Points for Stat Points B e s & 534 e &
Campaign points are not normally interchangeable with Stat Points Eﬂhegé {mﬁgg'{:fmm étﬁe'} L ag
{which are used only to buy Stats) However, in certain situatuations Cosmic (cosmic, godiike style) . . .« .. vi. . 24
(such as superheroic games or where a character has undergone some
sweeping or fundamental change), you can use Campaign Points to raise a The Rule of X can be changed during the course of a
Stat at a ratio of five Campaign points to one Stat Point. All Stat improvernents campaign to let characters become more powerful, If
must be granted by the Referes of the particular game you are in. the Referee so desires.

rl‘-:'-- Foo 1 Y ¥



he first thing most characters will

want to buy with their Campaign
Points are Skills. Skills are things the
character knows or can do; they repre-
sent his or her level of knowledge and
accomplishment. Skills are nomally
rated from one to ten, and are used in

game play by adding the level of the
Skill to the level of the most applicable
Stat the skill Is related to.
he good news is, every character
gets a free starting group of skills to
begin with, so that he won't be totally
helpless in his new environment:

Everyman Skills.
E veryman skills are things gener-
ally known by everyone In all spe-
cific cultures or time periods: Perception,
Concentration, Education, Persuasion,
Social, Athletics, Teacher, and Local
Knowledge of your area. These are given
free to all characters by the Referee, and
have an automatic starting level of 2; about
what the average person would know about
his world. Each can be improved by adding
Skill levels on an individual basis, An individ-
ual Referee may wish to add or remove skills
from the Everyman category to suit his par-
ticular game; in a far future setting, for exam-
ple, everyone may use computers, but only
special people may have any athletic skills.
The Everyman skill category thus gives you
the flexibility to tailor the level of your culture

as desired.

H nlike Everyman Skills, General
Skills are purchased at the cost

of one Campaign Point for every level of skill;

for example, to have 4 levels In Flrearms

would cost 4 CP.

Buying a skill generally gets you the abili-
ty to do everything described by that skill.
However, if the skill reguires that you specify
hiow it will be used (for example, picking what
kind of Scientist (Physicist, Chemist, etc.)
you intend to be, you'll need to lake addi-
fional "specializations” of that skill to be able
to use it in other ways (for example, Scientist
[Physicist] and Scientlst [Chemist].

The list of possible skills one could
encounter in a Fuzion game is as wide as the
possible campaign settings, What's com-
piled here are typical skills applicable to
marny settings and genres. Feel free to use
these as a guideline for your adventures,

EVERYMAN SKILLS

GENERAL SKILLS

-1-4.""

Heno 70 Hano

Heavy MACHBERY
Heavy WEAPONS:

Local KnowLEDGE

Meree Wearons

* The skils of anima handing, arimal care and riding as applicable.

Uz of machmegurs, full-autofire weapons and attacks, sic,

The skills of using a muscie-grawn projectile weapon, induding bows, slingshots,
fals, &,

The abilty to make beautiful or useful objects. Must specify painting, drawing,
soulpture, jewelny, efc. Includes arfistic aesthetics as well
mmmmm.m.mm swin

ming. .

Krowledge of constructing buildings, bases, tunnels, bridges, etc. Includes ability
to design such structures and skills 1o direct teams or construct (where leasible)
tha struciures by yoursal,

Knowledge of basic business practices, laws of supply and demand, employee
management, accourting, procurement, sales, markating.

Knowledge of using computers and computer programs in most everyday appk-
cations, as wel as general knowledge of system architecture.

The abilties of focus and mental control. This would encompass feats of memory
and recall, superpower andior talent control, and physiolagical control,

Skills of using, satfing and handling explosives.

Knowladge of criminal bebavicr, basic criminal law and deduchion.

Shlls at cooking, cleaning, washing, maintaining a household,

Driving cars, molorcycles, light frucks, powerboats, jetcars, fan cars and other
small personal vehicles.

General knowledge, such as math, history, science, trivia, and currani events.
Knowledge of military electronics and tactics for using—and defeating—ECM,
ECCM and arvanced sansor systems like radar and magnetometerns.

The sxill of evesdropping, setfing up and defeating security systems, and covert
Information gathering.

Any o field of knowledge; navigaion, stamps, gardening, or whatever; aka a
habby. -

Firing semi-automatic handguns, revolvers, rifles, sholguns and crosshows.
The ability to create false documents, idantification, curancy.

Being good with cards, dice, roulette and odds in ganeral
Mmtmﬁgnm&kaﬁasommﬂafgmummmwm
rilpquism.

Firng vehicle mounted weapons, mecha weapons, ship mounted weapons and
arfillery.

Skilks af etectroric intrusion into computer systems, including illegal entry, and virus
code witing.

Basic sireet fighting, with bits of all kinds of techniques mixad in. Adding the Martial
Artist Talent {page 32) allows the character to use Martial Arts Actions ke Martial
Throw and Martial Strike.

Ability to drive large trucks, tanks, iractors; efc.

Use of miltary weapans such as RPGS, mortars, rockets, hand held missles. etc.
Must specify one language group (or Sovs loowd Limr By
diglect, computar code, ypeof signlan- |, o o oo taion Porngese
guage, hand signals or Ip reading). MUS! | gaese: anverin Carionese, umese, Ta
specify primary language (chart) ® | Nem ke ies er

inthe famil,allothersin lhet groupareat | S = 72

1/2 of primary, (e G, Duich Englich, A, Y,
Knowledge of the local faws antdfor cus- | Swis st
stalutes and thelr penallies and ex0ep- | Mece s o1 rvm Cot
tons (more for awyers & judges).

Skiks of command, oration and tacfics as appropriate (2.0, business, naval, smal
uni, poifics, eic.).

Knowledge of the area you normlly live in; who's who, where things are, general
customs, schedules and peculiarities of the emvironment.

Piloting giant robots, batilesuits; any mecha (including mecha melee combat).
L&ghﬂmdﬁ,mmm&mm

Knowing how fo take sightings, use maps and charts, plot courses, work from
wind, weather and other guides. In appropriate setiing, can be applied to space
navigation instead.
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STEALTH

TEACHING

TECHMICAL

~ The skill of observation, perception and spotting

0 -'{ 1 CLE: ! :

SKILLS s E)(

hidden things (ke clues), detecting lies and emo-
tions.

Singing, playing instruments, peforming on slage,
acting, performance art and posing, including the
use of props, costumes andfor makeup fo facilitate
that performance. Must specify instruments used.
Getling people 1o do what you want them to with
bribes, wheedling, lies, fast talk, threats, intimida-
tion, dealmaking, trading or sexual suggestion, ete.
Shoating professional-logking pictures and films.
Includes still cameras, video, 35mm and 16mm or
other "film" media.

Diagnosing, administering drugs, simple wound
tending, and bedside manner. Musl specily one
area of specialization (General, Surgeon,
Pathologist, Cardiologist, stc.)

Flying prop aircraft, civilian jets, aircraft-ike space-
craft; basically anything that banks, tums and fiiss
with a stick/rudder combination.

Flying special types of aireraft, such as helicopters,
military jets, blimps, etc. Must specify each type.
Skills in using libraries, databases, records, as well
as uncovering information from obscure or uncom-
man SOUrCes.

Knowledge of lab techniques, how o design exper-
iments, how fo write scienific papers, test hypothe-
ses. Must specify your major area of study
{Anthropology, Biokogy, Physics, Ci'hamm. etc).
Apility to pilot watercraft such as sailing ships,
freighters, warships efc (specify). In appropnate
sefiing, can be applied to non-fighter type space-
craft, such as spacecruisers or starships (must
specify). |

Knowing and skillfully using the appropriate mores
of a culture, including proper conversation, social
graces and rules. The setiing (which must be spec-
ified) could be anything from proper efiquette in a
1&th century Shogunate Cour, 1o dining at the Ritz,
to the proper mytogmﬂymrgoh:mmﬂlﬂ
Streset.

The skills of hiding, shadowing, avcnﬂ'lg pursuit
andor notica.
Theshﬂsulmnﬂmrwrseﬂaﬂﬁrﬂmhod
shelter and protection in a particularly adverse envi-
ronment. The enviranment (which must be speci-
fied) could be anything from the wildemess, 1o inner
city New York, to the Martian deserts.

The ability to impad information or skills o others.
Can be used to frain animals as well as teaching
humans. Average this skill with the Skill being taught;
this s the leved to which students can be raised.
The skills of mechanic, labaratory technician, elec-
trician or engineer, including knowledge of how to
use any and all equipmant relating to that particular
technical area.Must specily area of experiise (Basic
Tech, High Tech, Military Tech, Supersci-ence,
Aeranautical Tech, Pharmaceuticals).

A grasp of fashion, wardrobe andpersmalgmnm
|ng

Composing salable songs, novels, pnmps speach-

AT RN
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EXPERIENCE: IMPROVING YOUR SKILLS
ooner or later, you will want to improve your skills
from the levels at which you purchased them at.

There are three ways in which to do this:

A 2T
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Study & Practice

) You get a how-to book and start read-
ing/practicing. Study Is the hardest
2 metheod, you have no idea of where o
begin and no one o correct your mis-
takes. In general, it takes about 1
month of study to gain 1 point. The
£ T biggest limit to this method is that
you can only improve your skill to a
16 E, L3 level of +3.

- Being Taught

[ %) Superior to book leaming, The teacher
must have a higher level of skill than the
student and must have the tme 1o

teach (how long this takes is up to the
Referee). But even the most knowledgeable teachers may not be any
good at transferring their knowledge; that's where the skill of Teaching
comes in. The teacher averages his skill in the subject to be taught
with his Teaching skill; he may then teach the student up to that level
of skill. How long this takes is up to the Referee, who can award
points over the passage of time (usually about 1-2 points per month).

Experlence

Still the best teacher. Whenever you do something really wedl, the
Referee may award you with 1-2 Campaign Points right on the spot.
The problem is that these points are applied to the skill you were
using to get the award. Therefore, if you want to get better in a skill
you should use it very chance you get.

Another way to improve Stats, Skills and other Campaign Options
comes into play AFTER character creation; winning Campaign Points
through adventuring with the character. There are two major ways to
gain these points:

RoLerLanng: While it isn't exactly part of the game reality, Referses
should always reward their players for how well they play the charac-
ter; after all, that's why we're doing this. Here are a few suggestions:

RoLEPLAYING 7 AWARD
Player was clever, inventive, or roleplayed well . ., . . . 1, 2pls
Player solved a mystery or major point of plot . 1pt
Adventure was resounding SUCCEESS ... vvw e 2.3 pts
Base points for being in SCeNamnio . « v« v oo vvs e 1, 2 pts

Assicrane Pomrs: The Referee can also give out points for specific
skills or attributes, or even assign those points to a particular Skill,
Power or Perk as a bonus over and above the regular points for a ses
sion. We like to call this the “Radiation Accident Gives Player New
Powers Rule,” because it is best employed whenever a player under
gnes a particularly meaningful adventure that may well change his life.
Im - rti Points

o the Referee just dumped a whole load of points on you—great]

But how do you use them? Much like real currency, all Campaign
Points need to be converted to buy or improve Skills, Powers and Gear
(even Stats with your Referee’s agreement). Campaign Points can
even be converted to money, if the Referee permits.

+ To Convert Points to improve Stats: Divide Points by 5.
= To Convert Points to Money: Multiply Points by 100 (in
Bubblegum Crisis, this is 10,000% to one CP.).




TALENTS
alents are an innate ability, (but not nec-
essarily superhuman) that cannot be
learned or taught, such as a bump of direc-

tion or the ability to see in the dark. The list of Talents below
is a general one; which ones are available depends on each
Referee's declslons about the campaign setting. Each one of
these Talents costs 3 points each; if extra levels can be
taken, each additional level costs another 3CP.

TALENT NAME
AMBIDEXTERITY:

AnimaL EMpaTHY:

DrECTION SENSE:

DousLe JomTED:

DescRIPTION

¥ou can use tools and weapons with either hand
al no penalty (normally -3 for using off-hand).
Animals like you; they will never harm or attack
you unless severely provoked. You always seem to
attract whatever animals are common 1o the area,
and they will immediately gravitate to your side,
although they may not necessarly do what you
ask them to.

¥ou can counterattack (in hand to hand only) with
no negative modiflers for darkness or being
obscured (-4), even if you can't see or hear your
opponent.

You always look before you leap; the Referee must
give you warning whenever you are about to do
something particularly foolish, even if there are no
perceptable clues present. He does not have to
specify the danger, just that "this might not be a
smart idea..."

You are never lost; always know where North |s
and can orlent yourself easily without any external
CUES.

You can bend your limbs and joints in impossible
ways. You can fit into any space equal to half your
height and width and it is impessible to tie you up
or entangle you with a single rope; you can only be
restrained using restraints like cuffs, shackles or
nets.

You never forget anything you have read, seen,
heard, smelled or touched.

You are immune to the effects of one specific poi-
son or disease group (must specify).

You have an uncanny feel for hunches; the
Referee will give you a chance to make a
Perception roll whenever he thinks you might get
a hunch, even if there are no perceptible clues
present.

You can automatically do complex mathematical
operalions in your head without using any aids.
You wake instantly from even the lightest touch or
smallest sound (no Perception check required).
¥ou are extremely long lived, but do not show any
appreciable signs of aging. Mo matter how old you
are, you always look and feel as a person half your
age.

You have had training in a specialized Martial Art,
allowing you to use Martial Arts technigues like
Martial Throw and Martial Strike, as well as build a
Martial Arts style of combat with new technigques.
You can see in all but absolute darkness.

2 Jom
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PerrecT Prck:

Rari0 HEALING:

SPeED READER:

Time Sense:

-

You always know if something's in tune, and gen-
erally find any musically related task to be one
level easier than others do.

You heal extremely fast, recovering an extra 3
Hits per time unit in addition to your normal
healing rate.

You can read one page of any normal text that you
are famillar with in three seconds (you can read a
200 page book in 10 minutes).

You always know what time it is, always know how
much time has elapsed between the present and
the last time you checked.

Special: Skill Group Talents

hese Talents all provide a bonus to a skill or stat; more of these
Talents may be created by the Referee as appropriate for the
campaign. The cost is 3 CP for each level.

ACUTE SENSES:

BeaumruL (or
HanosomE:)

HicH Pun

KnacK:

One of your five senses (sight, sound, smell, touch,
taste) s extremely acute. When using this specified
sense, you will have a 43 bonus to Perception rolls
for each level taken.

You are extremely good looking: people will auto-
matically stop and stare at you when you pass, and
you are generally surrounded by admirers. In addi-
tion, you automatically have a 41 bonus to your
Persuasion, Performance and Wardrobe/Style skills
for each level taken,

Your reflexes are keyed for danger; you automatical
ly react faster to danger than anyone else; for every
level taken, you may add +1 to your Initiative rolls (in
combat only).

You are especially resistant to pain and shock. When
wounded, you will reduce the amount of STUN taken
by 2 points for every level.

You have a natural knack or “gift” for performing cer-
tain kinds of tasks or activities (this could be
Driving, Piloting, Firearms or other skills, or even
interpersonal abilities; you must choose one). This
Knack gives you a bonus of +1 for every level taken,

ity
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the 1~10 scale); level 8 or 9 should really mean something!

Perks are extremely campaign dependent and should be created for each cam-
paign individually (as we have done here in the adjacent section). Many Perks have
mixed benefits, both good or bad, and game play should reflect this. Think about it:
A “Mafia Godfather™ Contact might require a favor of YOU someday too!

Once the Referee has established the level of the Perk, he must decide just how
much impact that perk has on the world; for example, in a superheroic game, being
the head of a huge corporation would be a character affectation; in a cyberpunk cam-
paign, that same status would have SERIOUS impact. The impact is matched to the
chart below and the basic cost for the Perk (listed below) is multipfied by the value indi-
cated. This will be the final cost in Campaign Points of the Perk.

Very High Impact High Impact Moderate impact Little ar no Impact
xd 13 X2 X1

Peri Name [Cost Per LEVEL] DESCRIPTION

Memeersiie [ Per LEEL] You can call upon the resources of an organization, person,
government or group—but you also have responsibilities. The level of
Membership represents your character's status in the organization, not
the influencs of the group (that's what the multipliers above are for). For
example: A Membership of 1 at Genom would make you a fanitor, but at
10 you're Quincy's right-hand marn. A version of this is Authority, in which
the character is an agent of the law and has the power to arrest, detain
and use deadly force.

License [1 per LEVEL] The character has a legally sanctioned right to do things that
would normally be considered (llegal (license to Kill, to collect taxes, hunt
Boomers, etc). Licenses are individual cases, granting YOU authority
rather than “loaning” you use of the autharity of a group (as abovel—you
get no resources, but you also don't have so many responsibilities. A
license to sell arms costs 2; A Private Investigator's lleense costs 4, a
Bounty Hurter's license would cost 6; a CIA or secret service agent's
license costs 8, a Federal Marshal's license costs a 9, and having an
unconditional license to kill would cost 10.

ConmacT [1 eer LEVEL] You know someone who can (and generally will) help you
through money, power or sheer skill, and this help is usually “off the
record.” A mercenary who'll occasionally back you up in a fight costs 3,
a local Yakura Boss costs 6, the head of the ADP costs 9. Remember
that the level of the contact is based on several factors: A student's not
much, but a student who's willing to die for you...

Favor [0.5 per LEVEL] A one shot Contact; you can make use of this contact only
once, but they MUST do what you ask (as long as its appropriate). Note
that it's often useful to have favors from a lot of people in different areas
rather than one contact who does everything.

Rencwn [0.5 per LEVEL] Your reputation, usually in a favorable fight. People will go
out of thelr way to curmy favor with you, or to at least avoid getting on your
bad side. At 3, most local people know you; al 6 you are nationally
knicwr; @ 9 you are an international figure,

WeanH [1 per LEvEL] Characters are assumed to be lower middle class, but
wealth boosts your lifestyle. Spending 1 CF places you comfortably in the
middle class, capable of buying common things and living in a decent
place. Level 2 is upper middle class; you can buy most everyday things
and live in a very nice place. At levels 3~4, you are well 1o do and have
more than enough money 1o support yourself; you need work only occa-
sionally, can afford costly hobbies, and have an expensive home. At B
you're rich; you don't have to work at all, can afford large purchases like
cars or vacations, and live In a very expensive home. At 9, you're a mil
lionalre, can live anywhere and buy almost anything you want. The
Referee might let you exceed Wealth 10, making you a billicnaire!

I_‘_._. i

erks are useful items, privileges or contacts a character has access toIn a
campaign. Perks can be special licenses or symbols of authority, friends, favors
or fringe benefits accruing from a profession. They are purchased with Campaign
points just like any Skill, and function as a value gauge of how powerful the Perk is
(1 being lowest, 10 being best—the Referee is the final arbiter of a Perk’s worth on

FERK/ TRLENT / COMPLICK

Ap FPolice MawmbeErship - W

Wiealth & I,_'.Fes'férie -z =

PERK IMPaCT
RBPUEBLION ..ooviissmans soesamsanmpsnspssiseraasunsrsansnrn Xl
BRI . .o s s nam s pge i s STTITRToe x2.5
MemBership ....ccoecsnerinsmmpssssasasssasas see below
Individual ar TNy ZroUD. ... .eeeeeres e xl
4% ] N A — x1.5
Mormal PolCE....i.veeesmesssssnsinnsinnassnnnsns x1.5
Yakuza or organized crime group ...........x2
IR | e e D SR x2.5
MY oo i i v i x3
Large corp (SDPC, GA&B) .....ccvevensasmvisnns x3
MNeo-MATO of UM ..cciiicninasmsssiarersnnminnns x3.5
LSS o ORI oo xd

ﬁmmmmmmm

Japan, the standard cumency in this game Is the Yen
(). Varying exchange rates notwithstanding, on Yen is
roughly equal to one cent. All costs in this game are in
Yen; a ¥10,000 dinner comes out to about a $10.2
meal. Since one Campaign Point can be exchanged for
one “money unit” (see page 30, #2), ane CP will get you
¥10,000.

Generally, plavers with wealthy characters are dis-
couraged from keeping frack of their money directh—it's
& lot of tedious bookkeeping. Howewver, there may be
times when you'll absalutely NEED fo know if you can buy
that Carribean island. In this case, use the following rule:
At Wealth 1. the player has a disposable income of
¥10,000 per weel; this value doubles for each addition-
al level of Wealth—this means at Wealth 10, you could
spend over 2.5 million dollars a year] Referees should be
REALLY careful letting this rules cat out of the bag!

ing “Constru
hile Campaigh Points can be translated into money
with which to buy equipment, complex equipment

(ike vehicles) can also be rated in terms of its CP value

independently of its monetary value. After all, a tractor

might cost $50,000.%, but how useful would it be to your

character? It's not worth 500 CP, that's for sure!
mmmmdmmm

in BGC have a Construction Point value m

Campaign Point. will buy 1 Construction Point, so if a

ﬂﬁmmﬁsﬁmmﬂﬂ-ﬁmm
[ﬂﬂp@lﬁﬂh%ﬂﬂﬁﬂmhﬁ@nﬂ
extra 100~150 CP to play with!
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ne way to get more Campalgn Points when creating a character Is to take on a few Complications. These
are social, mental, physical or emotional situations,/problems that define and enhance roleplaying your
character; they can often be linked to various Lifepath events [pg.22-23] to add to a character's background.
/| There are three ways to determine the value of a Complication; FREQUENCY, INTENSITY AND IMPORTANCE:

ust how often does your problem impact your lifa? The answer is

the problem’s Frequency; how ofien the Referee can inflict it upon
you as part of the trade for those extra CP. This table works for all com-
plications:

VaLue
5
10
15

GUIDELINE

Dnee every other gaming session
Once every gaming session

More than once every gaming sessicn

FREQUENCY
INFREQUENTLY
FREQUENTLY
COMSTANTLY

INTENSITY
ntensity reflects how hard it is to overcome the complication, or just
how much it affects you. Each Complication has its own Intensity

rating, but we also provide you with a handy table of general role-

playing guidelines:
mewmWE  GUIDELINE

Mo [5] May roleplay to overcome it, or make Everyday
WILL+Concentration Roll to overcome it
Stromg [10] Must roleplay it and make Exceplional
WILL+Concentration Roll to avercome it
Severe [15] Must roleplay it and make Incredible

WILL+Concentration Roll to overcome It
Extreme [20] Must roleplay it and make Legendary
WILL+Concentration Roll to overcome it

Example: Stubborn: Risk incarceration, bodily harm or financial/socia!
ruin [10] means the intensity of this Complication will get you 10 points.

IMPORTANC

mportance rates how important the Complication is to the character

and the Campaign. For example, taking Foreigner in a place where
everyone is from another place is pretly valueless, but in a xenophobic
emironment, it takes on malor importance. Another measure of
Importance is its effect on your character's survival; if it can kill you right
away, it's generally more impartant than something that may complicate
your roleplaying. The final application is up to the Referee:

Iwpormance & Ve
Minar [divide by 5]

GUIDELINE

Minor effect on combat or damage, with minor
+1} effect on skills or workd reaction,

Maijor effect on combat (-3), or 1 and half tmes
damage, serious effect on skills or world reac-
tion, or puts character into danger.

Extreme effect on combat (-5), or 2x damage, ar
extrame effect on skills or world reaction, or
puts character into extreme danger.

Mo [divide by 2]

Extaeme [xd]

TO DETERMINE THE COMPLICATION'S VALUE

o determine the value of a Complication, add together the Frequency

Value, the Intensity Value, and muliply the resulting total by the
Importance. Example: | take Responsibility as a Complication, | decide
that this affects me Freguently (10), and | decide I'm responsibie for the
care of my aged Aunt Meg. Since she is very ofd, she's considered fo be
Challenged (intensity 10), but since I'm not in any danger and my skills
aren't affected (divide by 5), taking care of my gged aunt is worth
{10+10)/5 = 4 Points. But i Aunt Meg was constantly exposed to
extrame danger that | had to rescue her from, | could milk the situation
for up to 20 points! Good of' Aunt Meg!

-l

PSYCHOLOGICAL COMPLICATIONS
These involve your Mental Problems and flaws:

&

[ Apsent Mmoen You have strange lapses of mamory. You often:
Forget generally known facts (5). Forget friends, farnily (10} Forget your own
identity (15).

BroLan. You are a classic manic /depressive, prone to fits of amatic, up moods
punctuated with severe temifying depressions. You are often: NMoody (5).
Liable to lie around and mope {10}, Liable to run around frenstically rsking life
and limb or sink inte a miserable stupor (15), Suicidal {20).

Dewsions. You belleve things that are not real. You may hear volces, think
allens are after you, or that you are God. You wilk Risk osfracism, embar-
ragsmeant (5). Risk hospitalization, bodily harm or financial /social uin (10
Risk life & lmb (15) .

Masociast, You hate yoursedf, and will go out of your way to injure yourself.
To do this, you may: Seck verbal abuse (5], Sesk minor physical abuse (10],
Seek major physical abuse (15). Seek life threatening abuse (20).

Promis. You have a phobia; and unreascning fear of some common thing, '
such as dogs, helghts, sounds or color. When faced with your phobia, you
feel: Discomfort (5). Parslysing Fear (10). Berserk Terror {(15). Catatonic {20).
Parasioa (Just becaese you think they're after you...). You think you have ene-
mies, everywhere, Sometimes you are focussed on one foe, other imes,
thera may be leglons. You react to your paranola by: Incoherantly ranting (5).
Compuisively working on defenses against Them (10), Risking incarceration,
bodity harm, social or financial ruln to stop Them {15). Risking life & limb (20).
Seur Personaumy. You're two, two, TWO people in one! [Referee controls this
personality, has stat sheat for it, etc.]. Your other self: Likes you (3). Is neu-

tral to you (10}, Hostile to you (15). Dangerous to you in actions or deeds (20).
@ it's the litde things that count; your good & bad
habits, hasic traits and characteristics.

Amsieap. O Wow! You're just naturally spacy. In general, you: Misplace
minor, trhial things (5). Misplace or forget to do Important things (10
Misplace or forget to deal with dangerous things (15). Dangerously oblivious
to everything; the Referee never asks you to make a perception roll unless you
reqiuest It (20,

Bap Temeerep. You're just irritable, all the time. When your temper flares:
You'll sk embarrassment, or financial koss (5). You'll risk ncarceration, bod-
iy harm or financial /social ruin {10). You'll Ask Hfe & limb (15).

Cowarp. You lack nerve, especially in combat. When faced with danger: You
tremble at amthing you imagine as danger (5). You freeze up and can't react
{407, You try to run as far away as possible (15),

Oesessen. You just can't get that special (to you) parson or thing out of your
mind. You: Talk about it all the time and will risk embarressment. or financial
loss over it (5), You'll risk incarcerstion, bodily hanm or financial /socil ruin
over it (10). You'll risk life & limb over it (15).

SHv. You hate dealing with others. You: Refuse to speak to new people (5).
Ayoid all interactions with new people (10). Will physically remove saff from
situations Imolving new people (15),

Stussoss. You just hate to give in—to anyone. To prove you're rght: You'll
risk embarrassment, or financial loss (5], You'll sk incarceration, bodily harm
or financial /social ruin (10}, You'll risk life & limb {15).

BersersEr. You can't control your fighting rage— you rabldly: Attack what:
ever set you off (5). Attack amone within range except friends (10). Aftack
aryone in range (15). Attack amnyone in range and won't stop until subdued
forcibly (20).

Uniucky, Things never go your way; you have constant disasters. Travel and
adventure only hold for you: Incorvenient misfortunes (5). Costly or danger
ous misfortunes {10}, Viery costly or dangerous misfortunes (15). Deadly, life
threatening dengers (20).

PERSONALITY TRAITS
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L These are Physical problems you must cope with:
AGE. You are sither youngier than usual or older; this is reflected
In your stats: Very old/young: Reduce all Stats except Mental Group by 2 (10,
Extremely old/young: Reduce Reduce all Stats except Mentzl Group by 3 (15).
Drvsuexia. You see letters and numbers as a jumble, or reversed. This means
yoie Read very slowly (5). Cannot read or write (10,
Ernersy. You fall into convulsive fits that incapacitate you. What sets off the
fit (as determined by the Referes) ls: Uncommon (5. Common (10). Very
Common (15).
Mesing Lmve. Ouch! That hurt! You're missing: 1 or mona fingers (5), A hand
{10 each). An amn (15 each).
Repucen Heamma. You are hard of hearing. Generally, to make a hearing besed
Perception check, you will need: To beat a Target Nurmiber 4 points higher than
everyone elses'(5). A Hearing aid just to hear at all (10). New ears: you're totak
Iﬁrdeﬂf[lﬁjl.

Reoucen Moswy. You are unable to get around nomally. Your Movement: |s
reducad by quarter (5). Is reduced by half (10), Is reduced o dregging by amms &t
a MOVE of 1 (15). Monexistent; you're a total paraplegic; unable to move below
e waist (200
REDUCED S3GHT, YOUR EYESIGHT 15 IMPAIRED IN S0ME vy, Your Are color bilind {S). Need
glasses (10). Are nearly blind or one-eyed (15). Are totally blind (20].
Uncovmroussse Cranse. You are prone to uncontroliable changes; these may be
physical or mental {depending on what you negotiate with the Referee of your
game). What sets off the change ks Uncommon (5. Common (10). Very com-
men (15).

VocaL IMPaRMENT. Your volce Is somehow damaged. When you speal, you cam:
Onily whispar, stammer or stutter (5], Only make sounds, but cannot speak {10).
Cannot make a sourd (15).

VinseraswTy, You're susceptable to a certain shtuation or substance and take
exira damage when exposed to it. The substance or situation is: Lincommon
{5). Common (10}, Very common (15).

SuscermEILTY: You are harmed or take damage from a certain situation or sub-
stance that s harmiess to most people. The substance or situation is:
Unoommeon (5). Common (100, Very cammon (15)

(o CATIONS:
B’ These are things with serious Social and Societal

consequences for you:
Puswc Fiaure. You are a figure in the media Emelight; you can’t make a move
without getting attention: You are newsworthy and your activities rate an ari-
cle If a reporter is nearby (5. You frequently make headlines and pecple always
natice your actions on the street (10), Your every action makes news and you
have reporters following you everywhers (15
Bap Rer. People “know™ about you. At least, everyone's haard a story or two,
even if untrua, When you are mentioned or seen, you are: Frequently recog:
nized (5). Always recognized (10).
Secrer loewmiTy. You are trying to hide your activities under a secret identity or
other smokescreen. You curently are: Living & normal life, unnoticed by ar-
ane (5), Are bothered by a single person trying to uncover your real identity (10).
Everyone's trying 1o uncover your real identity (15).
PoverTy. Money ks hard to come by for you, harder than for most. You are, finan-
dﬂy-uh:Pmr.“ﬁthjmem@furabedamafawmanﬁalﬂﬁl,nead
Broke and probably on the strest with barely enough to eat (10). In debt, with
others actively seeking to collect what little you henve (15),
Persona. Hagis. People just can't stand you. Maybe it's the bad breath or the
nose picking, but they find you: Annoving {5). Disgusting (10). Horrble (15).
OpprRESSED. You are part of an oppressed or otherwise downtrodden group. In
mmwmmum:mﬁmmnrmﬂmtommmmutm
Oppressed; there ane laws controlling where you llve, work or can fraved (10,
Outeast; you're a total nonparson (15). Enslaved; you're treated as property
and can he soid or mistreated &t will (20).
DsmmcTive Fearunes. You stand out and ane noticad In any crowd, with features
that are: Easily concealed (5). Concealable with Désguise or Porformance skills
{107, Mot concaalable (15).
Oursinen. You're not a local, and stand out like a sore thumb, attracting atten-
tion both umwelcome and possibly dangerous. You are obnvously: From distant
place (5). From very distant place (10). Mever before seen in these parts (15).

InTenesimy. What do thay want from you? Are you: Elenngwatched‘? (divide
by 5). Being hurted for capture or imprisonment? (divide by 2}, Marked
for Death? (1).

s ENEMIES: and Watch
;)-i These are forces which are actively working against
== you. Your Enemy's value Is determined by three
things: their Capabilities, their Extent, and their intensity of
enmity against you:

Capapumes. What can they do to you? Are they: Less powerful than you? (). As
powerful as you? (10). More powerful than you? (15). Has access to powerful
WEBpONS, powers or hardware? (20),

Extent. How far can they raach? Are they: Limited to single town or area? (5).
Limited to a single country? (10} Worldwide In thelr influence’? (15)
mmdmmmm:we,mmul
lowing scale:

RES IBILITIES

:E'f*.i These are things you have chosen to deal with, no
ﬂ matter how much trouble they cause. Codes of Honor,

> ) Family Matters; these are all Responsibilities:
Cooe of Howor. These are the personal rules you will not break, no matter
what. A Code of Honor might be a code against killing, sttacking from
behind, or never suffering an insult without an answer in blood. To keep
your Code, you will: Risk expulsion or embarrassment (5). Risk bodily harm
or financial ruin (10]. Risk life & limb (15).
Sens oF Duty. You always do the Right Thing, and follow a higher Moral Code
towards those you feel responsible for. You will do this: For your fiends (5). For
a special group/organization (10). For all Humanity (15), For all Life lseff (20).
Vow. This is a promise you must keep, no matber what. It could be to protect
someone, follow an ideal, or just get that stupid Ring into that distant wvol-
cano, To fulfill this promise, you'll: Risk Expulzion or embarrassment (5). Risk
bodity harm or financlal ruin (10). Risk life & limb (15).
mm-aummmmmmmwmmu
include children, family, or friends. Generally, they are: Equal to you in abilities
{5). Challenged, or otherwise weaker than you (10}, Have special problems,
requirements or dangars associgted with them (15).

MPULSIVE
These are behaviors you must act upon; you just can't
help yourself.

AnDiCTION,/DEPENDENCE. You must have a particular substance or situation or
you will suffer severe mental or physical duress. The substance,/sftuation
you need Is: Commeon (5). Uncommen (10, Rare (15). Very rare (20).
HonesTy. You always tell the truth, even if it hurts. To be honest, you'll evan:
Risk expulsion, embarrassment, of financial loss (5). Risk bodily harm or finar-
clal/social ruin (10). Risk life & limb {15].

InpuLsveness, You Just can't help yourself; you always jump into things with-
out thinking. To follow a whim, you'll: Risk expulsion or embarrassment (5.
Risk bodily harm, social or financial ruin (10). Risk life & limb (15).
InToLERance. You're higoted and intolerant of those who are different from
you. When you encounter them, you are: Civil but distant (5). Rude and ver-
bally abusive (10}, Violently abusive (15). Abushe even &t risk of life and fimb
(20,

Jearousy. You are jealous to the extreme. Towards the one you “love”, you
are: Obsessed and watchful (5). Confrontative and accusatory (10, Physically
violent (15).

Hierromania. You steal things compulsively. You can't help it; you'll even: Risk
arrest or embarrassment {5). Risk bodily harm or financial/social ruin (10}
Risk life & limb (15).

Lecserous. You can't resist grabbing or pawing someone you find attractive,
or at least making lewd comments. You'll even: Risk expulsion, embarrass-
ment. or financial loss (5). Risk bodily harm or financial /social ruin (10}, Risk
fife & limb (15).

T




hile you don't have to use them, on this and the next page are offered a total of twelve character templates. These
can provide useful guidelines for BGC character construction, noting useful Skills, Talents, and Perks and some infor-

mation on what you can expect from each template.

AD n v &

Description: Az an ADF Inspector, it's your
job to take on risky cases involving corporate
|ntru1gue and/or Boomer crimes. Sometimes you'll even
work with the MN-Police on “borderline” cases such as
Boomeroids. While you aren't expected to don full armor
and join the Frontline Officers, your rank can usually land
you duty as a Powered Suit pilot if you want it...

Skills: Detective, Perception, Persuasion, Firearms, Driving,
Hand-to-Hand, Athletics.

Options: Membership (AD Police), Contacts, Combat Sense.
Equipment: Uniform with PDL5S bulletproof vest (EVO), com-
bat revolver or combat auto, police cruiser, handheld radio
{1km range), police minicomputer (POW-1, either in vehicle
or handheld model), modest lifestyle (Wealth 2) with
Residential Zone apartment. j

Entertainer LY

Description: The clubs of MegaTokyo see a
‘ nearly constant stream of struggling artists,
rock bands, vocalists, dancers and comedians. As one of
them, you know it's your destiny to rise above the mediocre
crowd and really make something of yourself. You probably
have a crowd of like-minded individuals whom you hang
around with, as well as a couple of club owners who give you
gigs on a (semi) regular basis.

Skills: Performance (or Artistry or Dance),
Perception, Wardrobe & Style.

Options: Perfect Pitch, Renown.

Equipment: S5tylish clothes and stage costumes, mini-
revolver, motorcycle or tour bus, musical and stereo equip-
ment with CDs and stage props, modest lifestyle (Wealth 1)

Persuasion,

with Residential Zone apartment.
P

Hacker N

Description: Computers are everywhere in
2033. So is the Net. With a computer and
access to the Net, you can access almost any information
imaginable and thereby become rich and/or powerful—if you
know what you're doing. To accomplish this, you've got to have
a sweet computer system and be skilled at computer codes
and the fine art of “social engineering” (a.k.a. lying). Why you
do it is up to you—you could be a corporate espionage expert,
an online anarchist... Or maybe you do it just for fun?

Skills: Hacking, Persuasion, Research, Perceptian,
Computers, Stealth.

Options: Time Sense, Contacts (other Hackers).
Equipment: Casual clothes, motorscooter, pocket minicom-
puter (POW-1) and personal workstation (POW-G), poor
lifestyle (no Wealth) with slum apartment. \

4| Executive )

Descriptlon: Corporate culture is the wave of
the 21st century, and as a business execu-
tive you're at the crest. Challenges are handed down to you
from the bigwigs upstairs, the promise of promotion and
power dangling before you. The long hours you spend in your
office help shape the way people live and even how they
think, but sooner or later you're going to realize the truth
behind how The Company works—will you rebel against this
corruption or embrace it?

Skills: Business, Perception, Persuasion, Espionage,
Wardrobe & Style.

Options: Lightning Calculator, Eidetic Memory, Membership.
Equipment: Business suits (or other such garb), mini-
revolver, sedan, cellular phone, laptop computer (POW-3),

welloff lifestyle {Wealth 4) with downtown apartment.

Pt | -
l “g Street Operative {4
”-_ el Description: In an age of systemization and
-d '/Lu strict social regimentation, you've decided to
go underground; nine-to-five just isn't your thing. The street
is your life—Iit’s your work, your home and your sfyle, and
it's full of opportunities. You could hire yourself out as mus-
cle, sell drugs, rob banks, go into breaking and entering, or
you could join up with organized crime or a gang. Whether
you're a mugger, a mobster, a burglar, or a gang-banger,
you're still a street operative.
Skills: Athletics, Handtoc-Hand, Perception, Persuasion,
Meles, Firearms, Social (Street).
Options: Blind Reaction, Membership (Gang).
Equipment: Punk-styled or sleazy clothes, combat auto,
brass knuckles, motorcycle, breaking & entering tools, low
lifestyle {no Wealth) with slum apartment.

Street Tech 2]}
Description: It's a high-tech world out there,
complete with disposable machinery and
planned ohsoiescence You know how to take advantage of
this situation because you're part scavenger, part electri-
clan, part used car salesman, and part mad scientist. As a
street technician, you're the local expert at cannibalizing,
kitbashing, repairing and reselling any kind of tech, from
computers to weapons to the occasional Cyberdroid,
Skills: High Tech, Basic Tech, Persuasion, Area Knowledge,
Perception, Firearms, Milspec Tech.

Options: Knack.

Equipment: Grimy coveralls, mini-handgun, assorted tools,
minicar or motorcycle, pocket computer (POW-1), low
lifestyle with a garage or old warehouse as your combined
lab /workshop/home /nest.
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Reporter i
Description: There's a lot going on in 2033,
and the public has a right to know about it
What's maore, you can make quite a name for yourself by
bringing the news to the public, which can in turn get you the
opportunity to bring bigger news to the public! Maybe you do
it for the fame and fortune, or maybe you really do believe
in being society's watchdog, but either way you're sure to
run afoul of criminals, corporations and corrupt politicians. ..
Skills: Perception, Photo & Flm, Persuasion, Writing, Area
Knowledge, Research, Atheltics.

Options: Acute Senses, Intuition.

Equipment: Stylish clothes or businesswear, minicar, video
camera or digital camera and digital recorder, laptop com-
puter (POW-2), good lifestyle (Wealth 3) with Residential
Zone apartment.

\_ o1
Agent i

Description: With corporate espionage, terror-
ist plots, Boomer conspiracies, international
tensions, and social chaos punctuating 2033, many organiza-
tions are fielding special operatives who are assigned to keep
tabs on the competition, the enemy, or even allies.
Corporations and governments alike have many such agents in
place (the USSD positively thrives on them). For all your asso-
ciates know, even you could be one of these “men in Mack”...
Skills: Persuasion, Perception, Stealth, Disguise,
Espionage, Driving, Research.

Options: Membership or License, Night Vision, Acute Senses.
Equipment: Combat auto with silencer, sedan, scrambled
micro-radio (1km range), espionage tools (bugs, forensics,
B&E and electronics), modest lifestyle (Wealth 2) with

Sclentist )

Description: Technology is moving forward by
A leaps and bounds, and the people pushing it
faster and fasler are people like you—scientists. You could be
emploved as an engineer in the R&D department of a corporata '
or military project, or you might be an independent researcher
operating on a grant from the government, but you're sure to be
on the faorefront of modern thinking. Mew power systems, artifi
cial intelligence, high-energy weapons, and advanced medical
technigues are your bread and butter.

Skllis: Science (specify), Education, Tech (specify),
Research, Persuasion.

Options: Lightning Calculator, Eidetic Memary.

Equipment: Casual clothes, minicar, micro-tools, access
card to research facility, laptop computer (POW-2), well-off
uﬁestjﬁe (Wealth 4) with midtown apartment. |y

Soldier /)
Description: If you know how to fight, you're "
pretty much assured that you'll always have
work in the 21st century. Military talent is always in demand
with the ADP, Neo-NATO, the UN, the EC, the USSD and any
third-world army on the planet. If you don't like to take
orders from scheming brass, you could even go into busi-
ness for yourselfi—the number of active mercenary units is
on the rise and some of them are getting pretty rich.
Skills: Firearms, Athletics, Perception, Autofire, Hand-to-
Hand, Heawy Weapons {or Gunnery), Driving (or Mecha
Pilot).

Options: Combat Sense, Blind Reaction, Ambidexterity.
Equipment: Fatigues and PD20 field armor, assault rifle,
helicoptor or Powered Suit, average lifestyle (Wealth 1) with

or simply found out about things that you shouldn’t have..
Whatever your motivation, you've decided that society is sp|-
ralling towards self-destruction and you've taken it upon
vourself to prevent this from happening. Make sure that
you're sneaky, because keeping your identity secret is a
necessity. Make sure you're determined, because il's
tough, lonely, dangerous work. Most importantly, make sure
you're heavily armed, because it's you against everyone,
with civilization as the prize!

Skills; Firearms, Athletics, Stealth, Perception, Driving,
Hand-to-Hand, Persuasion, Mechapilot.

Options: Secret ID, Contact, Combat Sense, Martial Artist.
Equipment: Hardsuit {or PD15 armored clothes), combat
magnum, motorcycle (or Powered Suit), scrambled radio
{10km range), espionage tools, modest lifestyle (Wealth 3)

Residential Zone apartment.
J J
4 =) * ) * N
() -Tech Vigilan Boomer Character
i Description: Maybe you've lost a loved one, Description: As a created race, Cyberdroids are
A L] or been wronged by a powerful organization, J used as servants and tools. E!ut_ some
Boomers can become self-aware, breaking free

with Residential Zone apartment. )

of their programming to pursue their own goals. You are one of
these new fugitives, free for the first time to explore your life—
as long as no one knows what you are. You may seek revenge,
leading to a campaign of terrorism, or you may try to pursue a
“normal life™—which might be tricky for an artificial lifeform.
Note; The Referee will assign you a Boomer type based on his
campaign. Sexaroids and other Android-type Boomers are rec-
ommended, although a WKnightSaberlike group of rogue
HyperBoomers is possible too ...

Skills: Persuasion, Perception, Stealth, Disguise, Driving,

Hand-to-Hand. Tt
Options: Secret Identity, Longevity, Might Vision, Double-

Jointed, Rapid Healing, Time Sense, Lightning Calculator,
Beautiful, Enemies (your former owners).

Equipment: Casual clothes, combat auto, motarcycle or minicar,
k_t:ellular phone, poor lifestyle (no Wealth) with slum apart- j
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that you've created a character, its time to use him or her in the gaming environment. This means learning how Time
and Tum Order), Facing, Distance and Movement work in the Fuzion system.

—
L
uzion uses two ways of measur- | 1 pease = 3 seconos
ing time. The first, RoerLaring m“ﬁ"-”m
T, works just like it does in real life; divid- e
ing reality into seconds, minutes, hours, 1 HOUR I
days, weeks, etc. 51“’”'5
The second way, Comesr Time, is far more 1 “D;
exacting. In Combat, time is divided into 3 second

combat PHASES. Anything that takes longer than a phase is considered to
be a Lone acnion, and should be described by how many phases it will take
before it's completed. In extreme cases, you may even want to use minutes
to describe an especially long action.

ach Phase, every player (who Isn't unconscious or oth-

erwise out of the fight) gets to do something during the
phase. But who goes first? This Is declded by determining inftistive.
There are two options for determining initiative:

Oemion A: (better for group of characters vs. Refrun melees.) The char
acter with the highest REF always acts first in a phase. They may also be
allowed to hold their action (see Wait under Advancad Actions) and act later
in the phase. The character with the next highest REF score acts next and so

pFEF -_ bhid |

'.;-:'rda'r%-.'!."_-
Cv den A

on. If the characters are still tied, then roll a die to break ties at the start of
combat; the higher number goes first.

Oemon 2: (best for Character vs. Character melees) At the beginning of
each phase, each character rolls 3 dice and adds their REFLEX Stat. The
character with the highest total acts first for that phase (they are also allowed
to hold their action and act later in the phase.) The character with the next
highest total acts next and so on. Roll an additional die to break ties: high
number goes first,

Once the phase order has been determined, each character takes their
TURN. Then the next character gets a chance to do their action, until all char
acters have had their chance to act. Then the sequence begins again with a
new phase.

SO IT'S MY TURN. NOW WHAT?
nce your tum comes up in the phase, you can start taking
ACTIONS. Actions are basically things you can do within the span
of a few seconds, like use a weapon, dodge, or even start an Action that may
stretch over several phases (like picking a lock).

What can | do as an Action during my tum?

You can do one thing each Phase. This could include:

[ artack | [move| | pobee | | Do A NoN comBAT AcTiON |

Each one of these things would be considered an Action. But before we get
Into the complex stuff like Attacking, Dodging or Nor-Combat Actions, lel's
tackle the casicst parts: Facing, MOVEMENT, AND DeSTANCE.
—

H Faclng Is the direction you are pointing. Since many Fuzion

games are played “in head” (without maps), the rule is that you
can face anything positioned forward of your shoulders. When using a stan-
dard gaming hex map, characters can “face” through any three adjacent
sides of the hex they are standing in (see illustration, next column).

istance in Fuzion can be measured [n either meters
or yards (we admit to fudging the numbers a bit to
allow us o use the same values for each; in reality 8 meter is
slightly longer.). Measurements will always be listed in both, usu-
ally with the abreviation “m,/yds". Either way, you should pick one
Unit of rmeasure and stick with it
Movement is the distance a character or vehicle can move
in a phase—this value is always determined by vour MOVE stat.
As a rule, there are two scales of Moverment used in Fuzion, The
first scale is Aeuramve, the raw MOVE score compared to anoth-
er MOVE to see which is faster overall. This is best for simple
speed decisions, The ofher is UTERAL MOVEMENT; 8 one to one
measurement of actual distance. To determine your literal
speed, mukiply your MOVE by the fype of movement as
described bebow; this is how fast you move each phase.

E DISTANCE & MOVEMENT

TYPE RUNNING SURFACE ALYING SPACE
In MPH 2mph 10rmah 100mph 1.000mph
In KPH Jkph 16 kph 160 kph 1,600 koh
MYosrm P 3 5 15 150

Below are some approximate examples of FUZION speeds

Tree MPH KPH  Merens, Yaos pen Prase
Human 10 mgh 16 kph 30 m/yds per Phase

Fast Car 200mph 320 kph 300 mfyds per Phase
Cheetah 70mph 112 kph 105 m/yds per Phase

Jet Fighter 1,000mph 1600 kph 1500 m/wds per Phase
Motorcycle 180mph 288 kph 270 mjyds pes Phase
Movement Rules

A few basic rules govern how you move during a phase:
® In Fuzion, objects accellerate or decelerate at a rate of 10
MOVE per phase.
* ‘You may not move (or shoot) through any solid person, object
or thing (see illustration above).
= Your movement will be slowed by the type of terrain you
cross over. Terrain is rated as Easy, Rough and Very Rough and
reduces your overall MOVE stal in the following manner:

et EML o it RoucH Vemy Rouek

Mo Reduction Hales MOVE Quarters MOVE
Maote that the roughness of the terrain doesn’t mean that it's
full of rocks; just that it's hard to cross. Rouad terrain could
include choppy waves, turbulent air, or light brush. VERY RouGH
might be mud, snow, ice or thick brush. Easy would be grass,
sidewalks and open skies.

The terrain type is decided on by the Referee, and Is based
on the majority of terrain you will be crossing over that phase.
For exampie, if you ran over 4 m/wds of Easy ferrain and &
my/ds of Rough, the Referee would probably rule that you were
moving through Rough Terrain that phase.
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WHICH STAT DO | USE?

henever your character tries to do something (called taking an Action), there's always the question of
whether he'll succeed or fall. Sometimes the task is so easy that it's obvious; for Instance, taking a step for-
ward without falling down. In those cases you'll just tell the Referee what you're doing, and no die roll is needed.
ut if you're trying to take a step on the deck of a ship pitching wildly in & driving rainstorm, walldng might be very difficult indeed. That’s where
TASK RESOLUTION comes in. All tasks in Fuzion are resolved with the same formula: take the relevant STAT, add to it the relevant SKILL, then
add & DIE ROLL. Compare the resulting number to a Target Number; if you equal or exceed the Target Number, you succeed!

WHICH SKILL DO | USE?

WHICH DIE ROLL?

Usually common sense will tell you what Stat to use: The Referes
INTELLIGENCE  Memaory, problem sohving will  usually
WILLPOWER Ability to face danger, fear, stress decide which
PERSOMALITY  Interactions with others. Skill fits the
REFLEXES Fighting and driving‘control skills task best.
DEXTERITY Physical Abilities, Dodging, athletics Example: when
TECHNIQUE Manipulating tools, instruments attacking with
MOVEMENT Running, swimming fieats 8 weapon, use
STREMGTH Muscle mass and physical power

COMNSTITUTION  Resistance to pain, disease, shock
...or the Referee can declde if it's in dispute.

STAT + SKILL+ DIE ROLL

the Weapon Skill for that
weapon or Hand to Hand if
vou're using vour fists).

This is one of the basic declsions you have
to make before you begin playing Fuzion:
which dice will you use? While standard
six-sided dice are always used for damage
in Fuzion, you can use either 3 six-sided
dice (3d6) or 1 tensided die (1010) for
Task Resolution. The Referee should
decide at the start of the campaign what
die rolling system will be chosen. That
method will then be in effect for ALL char-
acters within that campaign.

WHAT’

e UNOPPOSED:

THE TARGET

The Target Number is a value you must roll equal or higher than
with your combined STAT, SKILL and DIE ROLL (aka your TASK
i ROLL). Target Numbers come in two flavors: OPPOSED and

vs TARGET NUMBER + DIE ROLL
b kg o egoee i | e

ER?

Oeposep Tasi: When attempting a task against another charac-

ter, such as attacking someone, the Targel Number is determined by the STAT+
SHILL+ Die Roll of the character opposing you.

Unorrosen Task: When attempting a task involving nondiving objects or using an
ability, the Target Number is given to you by the Referee, based on how difficult he
thinks the task Is. This is can be done using the UnversaL Tarcer NUMBER TABLE:

Dwwrcuiry LEVEL Tarcer NUMBER DirrcuLTy LEVEL TaRGET NUMBER
Challengiad ..o atalan 0  Exceptionally superheroic ............ 32
B . . i i i 4  Incredibly superheroic.................. 36
Competent .........cccoeevininmnninannn E  Legendarily superheroic 40
Exceptional ............cocmmemnniiiiin s B AR T N R 44
Incradible......... o 16 Competently cosmic...........cciueees 48
Logomtdamy .. cc..cooci i i 20  Exceptionally cosmic.................... 52
Superherole............ccovmmmmmmmmmraiens 24  Incredibly COSMIC........cccovnmirannnas 56
Competently superheroic ............. 28 Legendarlly cosmic .....................E0

A Target Number is always described in the same terms as Stats and Skills; if a
character has an Exceptional Stat and an Exceptional Skill, he has about an even
chance to succeed at an Exceptionally Heroic task. Referees should use these val
ues as guidelines; feel free to modify them up or down to make a task more or less

difficult.
Target Numbers, The Easy Way

If the Referee doesn't have the Universal Target Number Table handy, there's
an easy way to get the right Target Number: Ask the player for Ltheir Stat + Skill
total. Then assign a Target Number in relation to that total: A really easy task is
4 or -3, an easy task is -2 or -1, a tough task is +1 or +3, and a really tough

task is +5 or +6.

DO 1 A DIE ROLL?

OPTIONAL: Often, you may want to speed up play by
eliminating the die roll that Is made along with the
Target Number. When doing this, you'll substitute a
numerical value in lieu of the die, based on the type
of dice thrown by the player attempting the Lash:

Praver Rous SUBSTILTUTE
I r et i i g bR A TR PN 10
D T air i sain th e e Wi iR S D 5

The Referee can also choose to automatically count
as a success any task where the player's STAT+SHILL
total already meets or beats the Task Number.

MODIF

OPTIOMNAL: Modifiers are conditions that change
your basic chance of succeeding at a task. They are
added to or subtracted from your die rolls when
attempting to do something under those conditions:

SameLE MooiRer EXaMPLES MopiREr
Excellent Tools Equipment.... oot Ly +2
Don't have parts, EQUIDMENT ..o
Under Stress, Attack, impaired .....coveveeeeeee 1 10 -2

Hostile Erwironment, conditons .........vee...1 1o 4
Excellent Conditions... T T
Lask of Instructions, Hnawiedge w2 103
Unfamiliar tools, weapons, -.-ehmle e 104

Rushing me task F . W 2
In darkness or area ::rmermsa ubscured |
UERg ofhandi. . SRR ORI AL AR

MOVING TAMEEE .orvvevoeroes s corsassrsanns




sing your Skills is the most common Kind of Action
outside of Combat. The first step In using a-skill is
determining what Stat you're going to use and what Skdll

WHAT STAT DO | USE?

to pair it up with when you do something:
E n general, common sense should tell you which Stat to use for a par

| ticular Task, or the Referee of your campaign can decide if there's a dis-

pute. However, the following guidelines will usually apply in almost any case:

IF THE SITUATION INVOLVES ! Use
..an issue of knowledge or experience or is otherwisemental ... ......... INT
.irteracting with someone (e.g. lying to them, impressing them, efc.) ... .. PER
..resisting an interaction, or if it's a matter of willpower .. ... ... ... WILL
..using tools, instruments or having technical affinfty . ... ............. TECH
...an issue of speed, such as races of swimming, skating or skiing .. ..., MOVE

..using hand-eye coordination or manual dexterity (e.g. guns or vehicles) . . REF

..ENGEging in gross physical movement (athletics, using fists and blades) . . DEX
...a matter of raw physical strangth (mainly a Strength Feat™) . ........... STH
camaterof endurance and Bme . ... ... CON

The most important thing is to look at the type of task you're trying to perform
first. This will determine the most applicable Stat upon which to base your Skill,
One side effect of this method Is that vou may often find the same Skill being
combined with different Stats, depending on circumstances and the way in which
you want to use that Skill. For example, if you're playing a piece of music and try-
ing to make it technically perfect. you might use your Technigue stat in combi-
nation with your Performance Skill. But if you were trying to sway an audience to
tears with the beauty of your playing, vou could use your Personality Stat In com-
bination with vour Performance Skill instead. Each uses the same Skill, but each
choice stresses very different aspects of using that skilll

*
E WHAT SKILL DO | USE?

—

The overiding rule here Is that the Referee will always be the final arbiter

of what Skill should be used to make an atternpt at a task. Beyond that,
common sense is the best guideline. If you're using a weapon, your Skill choice
may be pretty simple; use the Skill that describes Lhe weapon best. Butif it's an
interpersonal issue, you may be able to convince your Referee to give you a lot
more leeway; maybe your Social Skill may be far more useful in comvincing the
gangleader to release the hostages than your Persuasion, especially if you can

call upon a littke known gangland code that requires he honor your request! The

ability to bend Skills around to fit circumstances allows you to use one of the
l best strengths of the Fuzion system: flexibility. J

i WHEN YOU DON'T HAVE A SKILL

armetimes, you just don't have a Skill to usa, In these cases, there are

two options the Referee can elect to use. The first is the Outta Luck

option: you just don't get & Skill to add to your stat. You just don't know

anything aboul what you have to do, and you're totally relying on just your Stat and
dumb luck {a good time to use those LUCK points you've been hoarding).

The second route is the Cuftural Familiarty optlon. In most societies, there are
very few things that can be done that aren't described in some manner or other;
people shoot guns in movies; legends describe how the hero used his sword, Tom
Clancy novels tell all about how submiarines work. Cutiural Familianty assumes the
more widsly educated you are, the rmaore chance you may have run across some
thing relating to what you're aboul to attempt. Therefore, whenever you don't have
a Skill that will apply, you can gain one point for every three points of Education you
curmently have. And since most people start with at least 2 points of Education, one
point of ADDITIONAL Education may be enough to get you a start. Use of the above
rule is, of course, subject to the decision of the Referee,

esides the basic ways of using
skills, there are a few other varia
tions that can improve your chances:

Trying Again
If you fail a Skill Roll, you can't try again until your roll has

improved for some reason; you took longer, used a bet-
ter tool, or made a complementary Skill Roll.

Complementary Skills

& Complementary Skill Roll is where the use of one
skill directly affects the use of a subsequent skill. For
example, if you were a singer and needed to sway a
crowd, a very good Performance roll would make the
swaying (Persuasion) a lot easier. As a rule of thumb:
1) At the Referee's discretion, a good rofl in one skill
may have a bonus effect on the subseqguent use of a
related skill. This bonus will be in a ratio of one addi-
tional bonus point for every 5 points the related skill suc-
ceeded by, Example: Sue wants fo comvince Bob to go
out with her Persuasion). By making a really good
Wardrobe and Stye roll, she cowld Increase her
Persuasion by dazzling Bob with her sexy wardrobe,

2) As a rule, a this bonus will usually only affect a sub-
sequent attempt ance, One really high Wardrobe and
Styde roll won't allow Sue to convince Bob to marry her;
it just helps get her the date. The rest is up to fate,

3) As a rule, this bonus should only involve the inter-
action of one skill attempt on one other Skill attempt.

Ta Extra Time

Taking extra time can also
give you a bonus to your Skill
Roll. For every level on the Time
Table used beyond the amount
of time the Referee assigns to
the task, add +1 to the Skill
Roll. Example: The Referee
says a task will take 1 minute. If the character lakes 5
minutes to perform the task, he gets a +1 bonus to the
Skall Roll,

itical

A critical success is when you get lucky and manage
to succeed at something you nomally would have no
chance in Hades to accomplish. In game play, this is sim-
ulated by allowing you to roll additional dice which are
then added to the original roll to enhance it's effects, The
rules for this depend on which dice option you are using:
* |f you're rolling D10: On a natural roll of 10, you've
scored a critical success. Roll an ancther 1010 and
add the result to your first roll. If you roll another 10,
you may not score another critical success.
= |f you're rolling 3D8: On a natural roll of 18, roll two
additional D&'s and add this resuit to your original roll.

...and Critical Failure

H IMPROVING SKILL USE

THETImMmETABLE
1 pHase = 3 SECONDS
20 pHases = 1 MINUTE

Sometimes even the best of the best have a bad day.
* if you're rolling D10: On a natural roll of 1, Roll an
anather 1010 and subtract the result from your first roll,
* If you're rolling 3D6: Cn a natural roll of all 1's, roll
two additional D&'s and subfract the result from your
first roll.
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P TIONS: BABIC SIat

VANGED
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in speed, Advanced In subtlety.

I Armeck: Use a weapon, power or physical combat skill to harm

an opponent. There are many modifiers that can affect your
chance to do this (see Combat Modifiers, pg.4243). Specific
weapons may have other modifiers 1o take into account as well.

Bunck: (or Parry) Use this Action to deflect attacks. In general,
this means stopping a SPECIFIC Melee or Hand to Hand attack In
addition to your nommal Defensive Roll. When Blocking an attatk,
malke a Hand to Hand Defense or Melee Defense roll against the
rall which your attacker already got past your defense roll. If the
roll is successful, the altack is blocked. After being blocked, the
attacker is put off balance, and must act after the target next
phase regardless of normal twum order.

This is a good time to introduce
the Rock, Papers, Scissors Rule
of Blocking, As a general nule,
certain defenses can be used 1o | * Metal damages Wood
physically block certain kinds of | * Enerey damages Metal
attacks; against other attacks, these defenses are worse than
useless, (You could lose an arml)

18] | Dooae: Use this Action to make yourself harder to hit. Instead of
attacking, you may declare that you are actively dodging and gain
+3 to your Defensive rolls against all attacks that Phase.

Ger Ue: Use this Action to stand up after being knocked down,

Gaag: Use this Action to get a grip on an opponent, a weapon, a
gadget, or something else. A successful Grab allows the attacker
to hold, pin., choke or throw his opponent; he may also attempt to
grab & weapon from his opponent's grasp. Use an Opposed Skill
Roll check to see if you can break out of a Grab (use the STR Stat
plus Hand to Hand, Athletics or Martial Arts (whichever is highest);
the: attacker suffers -2 to his roll, When Grabbed, both grabber and
grabbee are -3 Defensive Combat to all other attacks. The grabber
can choose todo his full STR in damage to the grabbee each tum.

Hur Move: Allows character to move up to 1,/2 of their move
that phase, plus perform one other action at no penalty.

Full Move; Use this Action to take up to your full movement
value each phase. You may not perform any other Action while
making a Full Move.

Omier Acniow; Use this Action for anything not covered by other
Actions, like reduading, taking off your shirt, opening a door, or any-
thing else you can think of. How long an Other Action takes is up
to the Referee: they may well decide that what you describe takes
several rounds to perform, or it may have modifiers on your
Defensive Combat value. Some common Other Actions: reloading.
drawing a weapon, getting into or out of a-vehicle (or mounting aor
dismounting from a haorse), transforming, and clearing a jammed
weapon. All of these Actions take up your phase.

Turow: This aliows the attacker fo use a thrown weapon
{grenade, bottle, mug, small car). The object must be liftable by
the character, and may be thrown using the character's Athletics
Skill. Improvised, non-eerodynamic oblects can be thrown at at -
penalty. If the character is throwing something larger than 4
squane metersyards (roughly 1212), it can be treated as an
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AS A RULE OF THUME, ALWEYS
REMEMEBER:
= Wood damages Flesh

l.':haru:e comes up? And how do they all work together? In general, there are two kinds of Actions in Fuzion: Basic
Actions, which are simple descriptions of tasks you will want to perform during your turn, and Advanced Actions, which
represent more sophisticated manuevers that add strategy and tactics to your game play. Both have their advantages,; Basic

he following section discusses Basic Actions a character can perform, each explained. Advanced Actions are described on
the following page in their own section. Both also have useful summary pages to recap what each action means.

BASIC ACTION SUMMARY
AcTions MoTes
 Armck (SHoor  Make Attack Roll (optionally, add modiflers); autofire
OR STRIKE) attacks count a5 one Action. Kicks do +108 at -1 to hil.
Bwock | Stops any one attack with a successful Defensive Roll vs
the Attacker's Offensive roll, You attack first next phase |
| Dooae ’ Makes you harder to hit against all attacks this phase— |
adds +3 Defensive Combat Roll , but you cannot attack
| GET Up | Get up from being prone n
| -2 to perform; grab target or gadget: -3 Defense for both
Har-Move | Move Up to 1,/2 your Move, plus do one other action.
Move Move full Movement, do nothing else,
OTHER ACTiON Any single action not otherwise specrfued_such as

[or Use a SwiL] | reloading, mounting a vehicle, changing weapons, etc.
p oo cweratle ) o agwd il i lersnesssves - |

THROW | Throw one nl:uect (-4 if not made for mrowlng,'l

TURN SEQUENCE SUM

H EadiPhase,mllmtlaaMaddeEE During this
3second segment, do the following:

[A] CHoose Your Acmion You have 1 Acmown each Phase. These actions
can be Attacks or involve other types of activity.
If attacking go to [B]; if not, skip down to [D].
You can attack anything positioned forwards of
your shoulders, as long as nothing else is in the
way.

Each attack has a range, listed in
meters /yards. If using figures, assume one fig
ure Is equal to 2 meters (or @6 feet) of range
from top to base. If you are in range, you can
attack.

See Taang Acmon [pg.38). In general, roll 1die
and add to your Stat+ Skill. If the action was an
Antack, go to [E]. If not. go on to NEXT PHASE [F].
If you hit, roll @ number of Gsided dice equal to
the Damage Class (pg.45) of the Attack.

Start again with the process.

[B] CHEck LINE OF SIGHT

[C] CHeECK RaNGE

[D] Resowe Acmion

[E} REsowve DamaAGE

[F] Go 1o Next Prase
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ADVANCED ACTIONS

CED ACTION DESCRIPTIONS

Asort: Characters who are being attacked, and who have yel lo lake their
wm, may 'sbort’ to a defensive maneuver (Block, Dodge, or Dive For
Cover) using their upcoming action. Characters continue to do this defen
sive action until they can act again in the next phase.

Amg; This action allows you to improve your chances to hit with a ranged
weapon (only). Each action taken aiming adds +1 1o your attack, up o
three actions total. Aiming assumes a steady, braced position, no move-
ment, and & clear chance 1o track your target,

Dsarm: O & successful Offenshe roll, vou have a chance to knock some
thing from the opponent’s hand &t no penalty. The attacker gets a STR +
Hand to Hand roll versus the defender's STR + Hand fo Hand roll; if the
attacker wins, the defender drops the weapon. Use the area effect table to
determine where the weapon falls, with your opponent in the cerrter.

Dne For Cover: This action allows yvou to get out of the way of explosions
and area effect attacks. You make a Defenshe roll (using an appropriate

v M R i IR LR B R e W PR
S el R *‘F‘:L Bh: T L 7 e -1;;__--_..*“*‘.&‘3-'. THh ek g

hese are other Actlons you can take besldes the Basic ones. Remember that even this list Is only a fraction of the
possible manuevers you may want to invent or add to your campaigns.

Marma STRie: An attacker with the Martial Arfist Talent may trade damage
for accuracy in his attack, doing less damage, but increasing his chance ©
hit. For every 1 dice less damage in the attack. increase your Attack Roll by
+1. A character may not trade down mone dameage than he has dice in Hand
to Hand, This does not, however, allow him to trade accuracy for damage!
Note: A superheroic variation on this is called spreading an energy biast, and
can be used to trade the dice power of a blast for accuracy.

Marma Throw: Instead of striking, a character with the Martial Artist
Talent may declare he is throwing his opponent. The attacker makes a nor
mal attack. If it is successiul, he throws the target to the ground and does
his normal Strength Damage. After being thrown, the defender is prone,
and must act sfter the attacker next round regardiess of their Initiative
rolls. A theown target may not use his Athletics skill to automatically roll to
his feet; he must spend one action instead. 3

Miove Thry,/By; This action lets you use up to your full Move and make
a HantHo-Hand or Meles

Hand To Hand or Athletics roll il
dliowed by the Reféres), against ADVANCED ACTION SUMMARY attack (only) at the end
a target number based on the | Acmons MNoTes of that movement (a
mim {;fmm AsoRT Interrupt opponent’s turn to use a Defensive Action (Dodge, mm&m
6 ou” tidn't - Godgs et E:;c:élmue for Cover), at cost of your upcoming action this vk {a;g:ﬁ; ot 8
;'fﬂ'{: hf? 'n?;n@n ﬂ'l:ll m"ﬁ | Am Each phase taken .ﬂn’ming_;'i-ld_s--;l to Attack, up to +3; no other m damage x
atack. {"Adtio paseiple your MOVE divided by 5
Diving for cover can be per Dusamm Knock opponent’s weapaon from hand. b me in dice. You also take half
formied by holding an action (ust | Dive For Cover Avoid an area attack. Defender makes REF + Athletics (or com- | that damage yourself,
in case) or by aborting 1o your | bat) skill roll vs +2 difficulty per each meter/yard dived. Recover:  Recovering
next action if you have not yet | Draw & Arack | Draw weapon and attack In one Action. -3 Penalty to attack. glves you back STUN
taken your tum, ENTANGLE ~ Immobilize opponent until he can make a Escape. {and Endurance, if using
Draw & Armoc By declaing | pecape Escape from Grabs or Entangles, using STR+Athietics (or com- Wit :Derved Stt), equal
S35 0060, &V St of The bat) skill vs opponent's STR+Athletics (or combat) skill S0 oy seork- |
round, you are effectively rying to 2 : . you choose to Recover
Mot drew” an your | Havmaxer +3 dice damage, with -3 to hit. for your action, you can
This allows you to draw and use Magma Stre | +1 Offensive Combat for every -1 die damage, up to number of | do nathing else that
aweapon inoneaction,instead | | dice in your Hand to Hand. Can also be used to Spread a Blast. | phase. If you are fi, you
of the normal two, butimposesa | MarmaL Tvrow | Target knocked prone, takes damage, must spend 1 Action to | kose your Recovery. You
<3 penalty on your attack. | get back up. are at 5 DEX while
Enmaae This allows the char | Move Thru/By Full Move and HTH attack during movement or at end of move | RECOVEIng,
acter 10 use any entanging type with a-2 penaity. Damage = STR + Move,/5 dice; you take half | SMEERIRE: You put out
nfalad-:{whmnetstmlames of this as well. 8 foot and. send him
%‘E m&am RECOVER 5 to Defensive Combat, get Recovery back in Stun mcﬁ:dm
for that inat the tar. Sweer,/ TriP | Opponent falls; takes -2 penalty to his REF next phase, must | siacier = knocked to
get's defensive roll. An entangled | 2pend an Action to get back up. the ground. He will be -2
character must act as though a | Wam Wait for & chance to take your action or hold an action il later. | o his nest attack, you will
gain +2 on your next.

Grab has been successfully

made; he cannot move or attack untll he escapes.

Escape This is the action of freging yourself from physical holds, chokes,
entanglements or simple traps (like snares or nets). This requires a separate
roll using your STR+ Athletics {or Hand to Hand skills) against the holder's
Athleties (or Hand to Hand) skills plus their Strength. Example: Although Fox’'s
Athletics is 7, her STR is only 3. Brick's Athletics is only 3, but his STR is 10
The extra 3 point edge easily allows Brick to hold Fox immobilized,

If pitted against a trap, vou will use your Athletics Skill against & Target
number set by the Referse. On a successful roll, you are free of the hold
and may move again. Hand to Hand or Techbased Skills may also be used
in default of Athletics if the Referee agrees.

Hamaaser: Yol throw caution to the wind and put everything into a single
fullout physical move (a swing, punch or blow). This gives vou a damage
bonus of +3 dice, but impases a -3 penalty to hit (becuase you're not wor-
rying about keeping your balance or aiming. etc.).

Warm: Alicws youl to INTERRUPT anather player's actions during their tum.
Waiting is best used when you want to wait until an opportunity exposes
itself, To Wait, you must announce, when your part of the phase comes
up, that you are planning to Wait. The important word to include in this
announcement is unti, stating what condition must be met before yvou will
act. An example might be, ! wait until Bob moves, " or * wait until [ can
see the whites of his eyes. " If the conditions of vour wait are not met, you
must stand there, waiting, uniil the next round. When the specified condk
tion has bean met, you can elect to INTERRUPT someone else's action
immediately; after all, this is what you have been waiting for. An example
would be: *1wait urtl rry opponent pops his head up from behind the wall,
then I'll shoot.” The: moment your opponent pops up to shot at you (his
action), you could then interrupt and fire. You need not roll to interrupt; it's
amrnaﬁc.ﬂismai&uheusedh:mmummt—!.e.;munmaﬂ
weapon on hirm—you interrupt his action (BANG!) If he attempts 1o escape.
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trike—this basic Attack Action includes punches and kicks, as well attacks using swords, clubs, knives and other melee
Sweqnﬂ. In general, a strike can be defined as any attack made with a body part or that is powered by the strength of the
body. The simplest Attack, it involves only four steps: Facing, Rance, LINe oF SigHT and MooiFiers.
acing Is the direction you are pointing. Since many Fuzion

H games are played "in head” (without maps), the standing
rule is that you can clearly face anything that is positioned forward of
your shoulders. When using a standard gaming hex map, characters
“face” through any three adjacent sides of the hex they are standing in.

Range: Can | Reach Out and Smack i?
s a rule, Melee attacks can hit any target within 2m/yds of you;
this defined as MELEE RANGE. Folearms and other long melee
weapons can hit anything within 3m/yds of you; this is EXTENDED
MELEE RANGE and is applicable only to these weapons.
E— —

FACING & RANGE MAKING THE

ATTACK
n combat, the Attacker comr-
bines his Skill in his chosen
Weapon or Hand to Hand skill
with his REF and a die roll to cre-
ate an OFFensive Row. He may
also have to add or subfract cer-
tain modifers from this Offensive
Roll to determine the final out-
come. Example: an attacking
character with a REF Stat of 5 a

Hand to Hand Skill of 6 and & die
roll of 6 has a Offensive Roll of 17, A-2 modifier foran aimed shot
in tun brings this down to 15

The Defender combines his DEX, Athletics {or Mariial Aris)
skill and a die roll to produce & comparable Dersnsnve Roll
Example: a character with DEX of 4, an Athletics skill of +6 and a
die rofl of 3 has a Defensive Roll of 1.3, The two rolls (Offense and
Defense) are compared. If the Offensive Roll is equal or greater
than the Defensive Roll, you hit!

A Builtd ifier: We rac

eapon Accuracy [WA] reflects the difference in quality

between weapons, and thelr effect on their user's abilities;
the better and easier to use the weapen, the better you use it
{and the worse the weapon...), WA's are not always used in Fuzion
games, as their use varies from campaign to campaign. However,
they are in play in Bubblegum Crisis, so you'll find them listed in
the description of the weapon. To use them, just apply the WA to

LINE OF SIGHT: What's in the way?
ine of sight deals with whether anything's between
you and your target. Line of sight can elther be:

There's nothing in the way; go ahead and swing.

There's something that may block a clear view, but won't block
& swing, such as smoke, or darkness. You can't see who you're
fighting (the enemy is invisible, In darkness, in ambush or
because you're dazzled), each phase you must make a
Perception Roll (Referee sets the Target Number) IF the roll is
successful, the penalty is -2 to all subsequent Offensive and
Defensive Rolls you make that phase. I the rofl is unsuccess-
ful, the penalty increases o 4.

There's something in the way that you can't get through, Or, if the
target is only partially blocked, swing at what you can reach.
Determine how much is exposed, then maodify your roll .

Cover MobiFiER your Offensive Combat roll as with any other modifier.

HlF BN .L.......... cesommnmfrscansnisasrnsssannsn sunos bummsmsarias axs A

Head and Shoulders Oy ... cecsmnmmnanammmnsen: i
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Behind SOmeone 8l58 ..o oovieeiiecmssessnans sessmsnsses 2 he weapons list on page 141 includes typical melee weapons

found in 2033, This table not only lists the weapon's Cost, but

its accuracy Modifier and il= Damagle Class range (how many 6
sided dice it throws for damage); damage caused by any strength-
powered weapon (like a sword, mace or bow, or animal teeth and
claws) or a part of the body |s determined by the Strength of the
attacker, with fists doing one DC of Stun damage for each paint of
Strength the attacker has (a kick does an extra OC on top of your

MODIFIERS: What Are My Chances to Hit?

ombat Modifiers take into account the conditions of the bat-
tle. Modifiers are always applied to Offensive Rolls. You
may Use some, none, or all of these rules:

SuATION MoniRER ;
T e D W R -1 per 10m,/vd STR, but suffers a -1 Offensive Roll penalty). Example: my Strength |
Aimedbodyshot . .............. f ‘is 5; this means | do 5 dice (DC5) with my fists, & for & hick,

Unlike body parts (and teeth and claws), strength based
attacks using weapons have a maximum damage each weapon
can do. This value is equal to the weapon's listed Damage Class
(DC). You can do as many dice of damage with a melee weapon
as you have points of STR, up to this maxdmum listed DC. (Melee
weapons don't make you stronger; they just convert Stun dam-
age to Killing Damage.) Example: my short sword has a DC of 4.
With a strength of 2, | could only do 2 dice with it. But with a
strength of 5, | could only do a max of 4,

OFmonaL—Miamunm StreneTH: This is the minimum Strength at
which you can use the weapon with no penalty. It is equal to the
weapon's listed Max STR/2 (round up hahes), Below this level, you
take a -1 Reflex penalty for every -1 STR. Exampie: Aunt Meg, STR
2, tries to use & Great Axe with @ 5 STR Min. She'll only do 2D6
damage when she hits, and will take & -3 Offensive penalty.

Blinded by Hght, dust..........cccomimimmnsssss s
Tiny Target (bullseye, 1-37) .
Small Target (1 fool of SMENET) ......coiimmes s e snsnses

Improvised weapon (rock, bottle, small girder) ... -2

1AL M ER: Su : Ambush!
n attack that surprises the target, such as an ambush or a back
stab, gives the Attacker a +5 Offensive bonus for that attack (but
no initiative bonus). To lay an ambush requires the following conditions:
» The opponent is unaware of your location and intention to attack.
He may only detect you with a successful Perception roll.
= The opponent's attentlon is distracted or focused on another slituz
tion, such as another attack or a difficult task.
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“shot"—energy beams can be shot from a superhero's hands, bullets can be shot from a gun, stones
can be shot from a sling. In general, if it strikes the target from a distance, it's Ranged Combat.

LINE OF SIGHT: Is there anything in the way?
Ine of sight deals with whether anything's
bﬂtwaenyﬂu and your target. Line of sight can be:

There's nothing in the way; go ahead and shoot.
oasu.liin There's something that may block a clear view, but won't
block an shot, such as shrubbery, smaoke, or darkness, If a
character can't see who they are fighting { enemy is invisi-
ble, in darkness, behind cover, in ambush or the character
is dazzled), each phase they must make a Perception Roll
{Target Number determined by the Referee) On a success-
ful rodl, the penatty is -2 to all Offensive and Defensive Rolls
that phase. This increases 1o -3 with an unsuccessiul roll.
There's something in the way that you can't shoot through.
If the target’s only partially blocked;, you can try to attack
what you can reach. Determine how much is exposed, then
reduce your Offensive Roll:

Cover
Half Eody
Head and Stn:uiders Dn!}'

Behind someone else...

Target prone ..
Target crauched or I-:neelmg

Close to hit?

E InFu:im “shooting” ranges aren't based on how

far the gun can shoot, but on how easy it is for a

marksman to clearly see a target (if you can't see it, you
can't hit it no matter how far your gun can reach).

This means that weapon ranges tend to overlap until they reach

their Extreme ranges; as refiected in the table below. The Modifiers

for each range are listed in [brackets] as well:

Meee | +0] Within 2m/yds or less of the target. This is also basic
Melee and Hand to Hand range.

Cwse [ -2 ] Within 10m/yds of the target.

Mepium [ -8 ] Within 50m/yds of the target.

Lons [ €] 51m/yds up to the listed range of the weapon.

Extreme [ -6, plus -1 for every full 50m/yds past listed Range. If list
ed range is < 50m/yds, 4 applies to distances between lisk
ed range and Extreme range.] This can be "bought down” by
aiming, using scopes, bracing and other things. Exampie: 8
rifle has a listed Range of 400 m/yds. If | shoot something &t
B00m/vds, that raises the range modifer from -6 fo -10).

NOTE: Mecha multiply sbove ranges by 10; i.e. 10m/yds=100m /yds.

& RATES OF FIRE:

nlike Melee weapons, most ranged

attacks have a limited number of SHors
(arrows, bullets, charges, etc.); this will usually be
listed in the attack’s description.
Rare oF Fire [ROF] is how many times the attack can
be “shot’in @ 3 second phase. Most ranged
weapons have an ROF of 1 or 2, but others may have the capacity for
automatic fire and ROFs of 20 or more, Like Shots, this will also be list-
ed in the attack description.

SITECE .__- 1
ey

MODIFIERS: What Are My Chances to Hit?

H Cumbat Modifiers take into account the conditions of

the battle. Modifiers are always applied 1o attack rolls.
You may use some, none, or all applicable modifiers to make the
combat in Fuzion more exciting and realistic.

Smuamon St MopiFEr
Moving target.........coeeeirnrinmnresrersasossssssss A per per MOVE of Target
Target silNoUBTIEG .......ccveeremmemsrnses s shasessssasessasnnans e +2
Vehicle mounted, NO TUMEL. ......ccvee e res e e s nnsesd =
Aimedbodyshot. . ............ vitals [6] , head, hands, feet [-4]

stomach {-3], arms, shoulders, thighs [-2], chest [-1]
ang shoulder arm oM hiP ..o b Sl 2

Tiny Target ﬁbull&e:.e eye mal area‘.u e SCHI N, e
Small Target (less than 1m/yd, head, Ilrnl:l} s, Jewe

Large Target (rees, cars, large animals, etc]
Very Large Target (trucks, planes, walls, side crf bam) ......
Surprise Attack (see SurFrIsE pg 42 for details) .....cevmvene +5
TOEEL PIONE .ot onsprunssantiinss ssvavanis oo buriot s o B dasad i -2
A Builtdn Modifier: Weapon Accuracy
sapon Accuracy [WA] reflects the difference in guality
between weapons, and their effect on their user's abilities; the
better and easier to use the weapon, the better vou use it (and the
worse the weapon...). WA's are not always used in Fuzion games, as
their use vares from campaign to campalgn. However, they are in
play in Bubblegum Crisis, so you'll find them listed in the description
of the weapon. To use them, just apply the WA to your Offensive
Combat roll as with any other modifier.

E I n mmbat. the Attacker combines his Skill in his chosen

Weapon with his REF and a die roll to create an OfFTNShVE
Rowe. He may also have to add or subtract certain modifers (such
as range, cover, etc.) from this Offensive Roll to determine the final
outcome. Example: an attacking character with a REF Stat 5 a
Firearms Skill of 6 and a die roll of 6 has a Offensive Roll of 17. A
-2 madifier for range in turn brings this down to 15,

The Defender combines his DEX, Athletics skill and a die roll to
produce a comparable Derensive Roll. Example: a character with DEX
of 4, an Athetics skill of +5 and a die roll of 3 has a Defensive Roll of
13. The two rolls; Attack and Defense, are compared. If the Offensive
Roll is equal or greater than the Defensive Roll, the attack succeeds.
(As our attacker does in the above example.)

VemicLes; When attacking a vehicle, the attacker will use his skill
with the appropriate vehicle weapon or vehicle attack skill (such as
Gunnery or Heavwy Weapons). He attacks as usual, opposing his tar-
get's skill in controlling the vehicle (such as Driving or Pllating). The
resolutlon Is completed the same as all other Combats.

Tansenng Acanst Ranee: Sometimes, you need to hit an apple,
or a tree or something else without Skills or Stats. In these cases,
the Refermmee will set a Task Difficulty based on the range.

MELEE (2 /ydsor leaa]
Cuose (10m/yds or less)...
Mepnm (50,/yds or less) ... o S e
Lona (out to listed range ufmapnnil

Exmreme (beyond listed range) ...

)
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AREA EFFECT ATTACKS

Arna Effects are attacks
(Energy Blasts, Explosions;

Shotguns, Flamethrowers, Stun Flelds,
Gas and other effects) that strike an
area rather than a character. The area
affected depends on the kind of attack
made and will always be described as
part of it's description or construction.
The attacker rolls against a Target
Mumber assigned by the Referee (see
E1). Al characters in the area of the

attack take the same damage.
TreicaL ARea EFFeCTs ErrecT Rapius
Shotgun (per Bamel) ... cemmsmmsmsrssmssnsrrases eeeaeses 1myd
Grenade (per die of daMage) ......cooceeeeeeeevecarisrn s 1m/yd
Explosive (per die of damage) ... e cecesicsnaiinns 1m/vd
Flamethrower (per die of damage) ..., 1m/yd
Heavy Weapons (30mm and above, per Kill damage).......... 2myyds
KliHevel Weapon (per Kill of damage).......ccovmmmmens 2m,/yds
If the character misses s MRon Fesum
Attack Roll, the centerof the | 45 janged short of target.
attack shifts 1 m/yd for | 34 |anded behind target.
every 1 point the Attack Roll | 5 landed to right of target.
was missed by, Roll 1DEto | g landed to left of target

siee which direction the cen-
ter of the attack scatters and consult the AREA EFFECT TABLE.
Then roll 106 to determine how many meters,/yards the round fell in
that direction.

AUTOFIRE: ATTACKS
Sl;ﬁk*rgahtdmmuirg{mm, etc.) In one
Is called autofire. Many guns, superpowers and
other ranged attacks have the possibility of using the autofire option
(this Is defined by the weapon or power used). In autofire, the weapon
{or attack) fires as fast as it can in a 3 second turn. This is called a “rate
of fire" [ROF] and is usually defined as part of the weapon or attack.

Autofire allows for a wide variety of combat technigues:
Burst: & burst is a limited autofire attack, usually 3 shots. Since the
weapon isn't bucking around as much, there is no attack penalty. Make
an Offensive roll: if the defender falls his roll, he takes 106,/2 bullets.
Hosing THEM pown: When using autofire against a single target,a nor
mial attack roll is made; for every 1 point the attack succeeds by, one
shat hits, up to the maximum number of shots fired. The catch? There
isa -1 attack penalty for every 10 shots fired (since your gun is jump-
ing around so much).

Munre Tarsers: An autofire attack can also be directed against sev-
eral largets at once. The attack must be directed into an area called
a fire zone, and the width (in meters) of the fire zone must be spec-
ified at the time of the attack. The total ROF of the attack is divided
by the total number of meters in the fire zone {round down), and this
becomes the total number of rounds that can possibly hit a target In
that zone.The attack is made as above, with each target making a
Defense Roll against the attacker's single Offensive roll; for every 1
point the attack succeeds by, one shot hits, up to that maximum
amount. Example: | fire into a 10 meter area with 30 rounds. (30
divided by 10 = 3). Sue, Bob and Harry each make a Defense Roll
gainst my Offense roll of 12 totalling 1.3, 11 and 7 respectively. Sue
is missed, Bob takes two rounds, and Harry (although he loses by
5), only takes three because that's all that's entered his part of the

T

T

ARCHERY ATTACKS
ows are a special category of ranged attack
because they're Strengthbased ranged attacks.
Bows do 1 point of damage and have 20m,/yds of range for every
1 STR, with a maximum of 7. Compound bows and longbows
have a maximum of 10. Crossbows work like normal firearms.

UNIVERSAL WEAPON DAMAGE TABLE
he following list all of the classic weapons, both ranged
and melee, that can be found in modern and near-future

genres. This is by no means an exhaustive list, but it works

as a benchmark with which to establish your own guidelines.

Monern Rancen Weapons
Wearon TYPE DC (Mies)
Light Pistol {.22) 3
Medium Pistal (9mm) 4
Heawy Pistol (.357, 10mm Auto) 5
Magnum Pistal (.44) 5]
Shotgun {20-Gauge buckshat) 5 Area Effect
Shotgun {12-Gauge buckshat) 6 Area Effect

Shotgun (10-Gauge buckshat)
Magnum Hunting Rifle (.458) g
Minl Submachinegun {7.65mm) <
Submachine Gun {Smm) 4
5
7
8

Assault Carbine (.30)
Assault Rifle (5.56mm)
Battle Rifle (7.62mm)
Machine gun (.50 cal; 12.7mm)
Vulcan Gun (20mm)
Autocannon (30mm)
Recoiless Rifle (60mm)
Ltght Cannon (90mm)
Tank Cannon (120mm)
Exomnc Rancen WEAPONS

Wearon TyrPE DC
Infantry Laser Gun (Bazooka-shaped) 12
ManPortable Rallgun 14 (1K)
MooerN MELEE WEaPONS
Wearon TYPE DC
Dagger or Pocket Knife 2
Combat Knife 3
Shortsword 5
Saber or Katana T
Big Honking Sword g
Chainsaw B AP (see p.50)
Club or Baseball Bat 5

MNunchucks or Tonfa
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AMAGE

o far, we've been concentrating on how to do things in Fuzion. Now, we're going to tackle stuff you won't want to do;
like get hurt, knocked out, or even killed—in short, Damace.

DAMAGE AND P
DAMAGE "-‘rP

CLASSES (DCs) /M
amage is an abstract 1
measure of how much '."I ,.J

something can be harmed -'];
before It Is either killed, {
destroyed or bludgeoned '

into unconsciousness. i

In Fuzion, all damage is I
measured. in six sided dice, f
with each "DE" representing a I S A E A
unit called a Damace Cuass (or I Vo
DC). Example: 106 is Damage I | | | |
Class 1 {or DC1). - '

Each point of DC represents pne six sided die when rolling
for damage. You roll the specified number of dice, add the results
1ogether, and the total is the amount of damage done to your tar-
get: Example: | have a DC3 handgun, | roll three dice and get a
5, 86 anda 3. | do 14 points of damage with that attack.

ining the DC of an Attack

As has already been discussed, damage caused by using
parts of the body or any strength-powered weapon (like a
sword, mace or bow, or animal teeth and claws) is determined by
the Strength of the attacker, with fists doing one DC of Stun dam-
apge for each point of Strength the attacker has (a8 kick does an
extra DC on top of your STR, with a -1 penalty to hit).

Melee weapons also have a maximum damage value which
i= equal to the weapon's listed Damage Class (DC) in Killing
damage. You can do as many dice of killing damage with a
melee weapon as you have points of STR, up o this maximum
listed DC, Furthermore, the minimum Strength at which you can
use the weapon without penalty is equal to the weapon's listed
Max STR/2 (round down halves), Below this level, you take a -1
REFex penalty for every -1 5TR.

Most ranged attacks require no physical strength to operate
(guns, blasters, energy bolts), so always cause damage based on
the attack’s Damage Cuass, [DC] as listed in its description.

7

DAMAGE TYPES & EFFECTS
here are two kinds of damage that you can take
from an attack; Stun Damace and KiLune DAMAGE.
Stuw Damace is damage that creates pain and shock, but not ser-
ous injury, it's “fistfighting” damage, impacts done with the parts of
the body, such as hands, feet, head (or if you have them, tails, tents
cles and other blunt body parts). As a general rule, if it's part of the
body and isn't sharmp, it does Stun damage (the exception to this rule
is futuristic “stun” weapons or "stunning” attacks).

Stun damage is always subtracted from your character’s
pool of STUN points, after being reduced by your character’s
FPD. When his STUN points are at 0, his body will react by
shutting off the pain—and passing out. *

Kiuwe Damace, on the other hand, is serious injury that can maim or
kill. Amytime you are hit by a weapon, even if it's just a club, you will
take HKilling damage. In addition, any sharpened part of the body
(fangs, claws, homns, etc), can also do killing damage.

Killing damage Is always subtracted from your character's
pool of Hits. When this Is reduced to zero, your character
Is dying (see below).

IveorTanT Tie: Avoid Dying. It really puts a crimp in your roleplaying.

Collateral Damage

Since killing damage also causes a fair amount of pain and shock,
you'll take 1 Stun point for every 1 Hit you lose, until you run out of Stun
points (but don't forget your PD). And sometimes a Stunning blow Is
powerful enough that a small amount of serous damage is also done,

equal to 1 points of Killing damage for every 5 points of Stun. .
Stun Rollover

When you have lost all of your Stun points, any subsequent Stun
damage you take will continue to convert into Killing damage at the
1/5th rate, reducing your remaining Hits—If you're beaten senseless
and the beating continues, you could well be beaten to death!

Stunned

If you take more than 1,/2 of your total Stun in one attack, you are
Stunned, A Stunned character cannot act in the next phase and is -5 to
all Stats, he cannot move, and he may take no other actions. You will
remain stunned for one phase, becoming “unstunned” next phase.

Knocked Out

&

HITS & STUN
ut what is the damage taken from? That's

where Hits and Stun come into play.

In Fuzion, all living things have Hirs; points which represent how
much damage they can take. A character generally has as many
Hitz as his BOD stat x5. One point of damage from a weapon or
attack will remove one Hit.

Living things also have STun points; a measure of how much dam-
age they can take before they pass out from pain and shock. One
point of damage from a body blow  or stunning weapon will remaove
one point of Stun.

Finally, inanimate objects have StructuraL Damace Points (SDP),
which measure how much damage they can take before they are ren-
dered nonffunctional or destroved.

Now that we've got that worked out, let's see how we
apply damage to those Hits and Stun.

Your character is knocked unconscious whenever:

{1) Your Stuw 1s reDuceD 1o 0: you are automatically unconscious. You
are effectively knocked out, but will regain consciousness once you
have recovered enough Stun to put you back over O again.

{2) THE Hirs taken are more than your RESISTANCE (SEE PG, 27).

Impairing Wo

Whenever your HITS have been reduced enough, you will become
Impaired. At half of your total HITS, alf of your Stats will be reduced by
1 point: at one quarter of total, they will be reduced by 2 points.

DEAD. MORT. FINITO.

hen you reach 0 Hits, you are dying. You will be re of | |
your environment (assuming your Stun Is still above 0) and
may even be able to choke out a brief dying speech (although
e). You lose 1 Hit {in shock and blood loss)
2% your Body Stat, you are dead

you can do nothing e
per phase—when you lose up to
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E POINTS

n oft Largets" like living things take damage differ

ently than “hard targets” (structures and vehicles).

In Fuzion, inanimate structures, vehicles and other non organic

objects {commonly called “hard targets”) have Structural

Damage Polnts instead of Hits. SDP Is different from Hits, but

works the same way—one point of damage from a weapon will
remove one SOP.

pool of points to determine how much damage or stun your charac-
ter can absork, individualized hit locations do play a part in deter-
mining the severity of that damage (getting hit in the head, for exam:
ple, is far mare lethal than being hit in the am). Hit locations also
help determine if armor is being worn over a particular area or nob,
useful if you neglected to wear your power armor’s helmet this morm-
ing! They are also used to determing the Hit Modifiers for attacking
a specific area.

When using the Hir Locanon CHART below, roll three six sided dice
and modify damage as appropriate. Note that damage is multiplied
AFTER penetrating armor:

__3D6 __Locamon Hir
35 head
5] hands/forepaws*
T8 arms,/forelimb*
g shoulders
1041 chest
12 stomach
13 yitals
14 thighs
1516 legs/hindlimb* half damage
17-18 feat/hindpaws* half damage

= [ it isn't otmious, roll 1die; even=right, odd=left

E uch mighty blows are delivered in some types of com-
bat (especially between superheroes, giant robots and

kungfu action heroes), that the combatants are often knocked all

over the battlefizld. This phenomenaon is known as Knockeack (in it's

reallstic form, it becomes KNOCKDOWN).

To determine the amount of knockback characters take, sub-
tract the BODY stat (or KILLS) of the targeted character from the
tatal DC {or KILLS) of the attack. For every DG remaining, the char-
acter is knocked back one knockback “unit.” The unit of measure-
ment is determined by the style of campaign—

CampaiGN STYLE KnoCKBACK UMIT (N METERS,/YDS)
Competent {realistic stye) ... j-'nu re JLE‘:I. knocked down
Exceptional [realistic efite; Sw.ﬂ.T etv:: i 1.;'2
Incredible {action TV show Sie)..... ;
Legendary (action movie style] ..o
Superheraic (mythic, comic book stﬂe.u
Cosmic (cosmic, godlike style) ....
m-!.lEHTﬂNand-nr&nlaﬁemetas wrth EEIm |m:,

—then applied by moving the character that far straight back from the
impact. In the event that something’s in the way, move on to the sec
tion on COLLISIONS (pg.47) and see how badly you were hurt. NoTe:
If using Kills vs Bady, convert Kills to DC at a ratio of 1Kill=140C, plus
1 for each additional Kill; if it's DC vs Kills, there is no effect until you
reach 14 DC, then add 1 Kill for each additional DC.

DOM HIT TIONS
h&reyouﬂtnmufhmbahntmlmpnrtmtm

Errecy (arTer apmor)  HIT Mooeers
double damage

half damage

half damage

1x damage

1x damage

1.5 x damage

1.5x damage

1x damage

KNOCKBACK

ZhE.ui\-'l

whether you hit. While Fuzion usually uses a single §

n thmdnynuawldgatﬂnghmkadmﬂormﬂd‘?

The first way Is to just stay out of the way; use
your Skills and Stats to make successful Defense Rolls
[pg.38]. But If that doesn't work, you've still got another
option: use a DEFENSE.

A Defense is anything that gets between you and the Damage first; 3
clothing, armor plates, scales; even energy fields that deflect or absorb '
damage. All defenses have a value which is subtracted on a point for
point basis from damage before it is taken from your Hits or Stun;

Armon is the best line of defense, you use that whenever possible.
While most Armor provides Physical Defense, other types can protect
against energy attacks (ED), Mental attacks (MD) or even sorcery (SD)!
Armear reduces damage just like any other defense, and will stop both
Stun and Killing damage.

Your natural physical toughness (the PeysicaL Derense on your
character sheet) s your next defense, but will only stop Stunning
IDamﬂe. You'll use this as a last resort, and mostly in fistfights and

other nordethal engagements. Example: My CON is 5, giving me a PD
of 10. If 15 points of Stun hit me, only 5 (15-10) would get through.
LaveRme Armor: Since armor stops damage, you'll probably want 1o
stack up on as much of it as your character can afford. But armor also
has an Encumbrance Value (EV), which is added to all other armors on
the body for a total, This total Is then subtracted from your Combat Stats
{DEX, REF and MOVE), making you easier to hit. In addition, you may
never wear more than 2 layers of anmor at any one time; it adds +1 EV
per extra layer, turning your arms and legs into sofa cushions!




and is discussed below.

THE EN\IIFIDNMENT
uns and swords aren't the only thing that can hurt you. The world
Is full of potential dangers; falls, illness, drowning, even being hit
| by lightning. All of this falls under the heading of the ENVIRONMENT

FlEC‘.DVEFIY

ssuming you aren’'t reduced to vapor In an unfor-
tunate accident, the next step is to get better.
That's where RECOVERY comes into play.

(1]

Cumulative Environmental Effects: Shock,
Poison,/Drugs, Bums, Disease and Asphixiation.
ach of these are effects of the environment that harm you through
accumulation; shock and poison by continual damage to your body
or will, asphixation through accumulated starvation for air.
ELectmicy anp Fige are always ranked by intensity of the effect (Referee’s deci
sion), with damage occuming each phase you are exposed o the source,

Tvee Mo INTENSE Deanty
DC DC14 DC5-10 DC11-20
Eiectricy  Eatiery Wall socket Lightning Baolt
Fire Wood Fire Gasoline Fire Thermite

over days, weeks or even manths (Ref's choice).

Like electricity, Polson & Drugs are ranked by the power of the drug or poi
son. Damage elfects occur each minute, not phase, while lliness takes place

GETTING BETTER

r
1 o

Recovery From STum Damaces Your Recovery Stat determines
how fast your character recovers from Stun damage. He will
I get back this many Stun points each phase he rests.
Waking Up: Once you're knocked out, you may stay that
way for only & few moments or for a long time. The simplest
method is to say that you stay unconscious for the duration
of the battle. The Referee may have you make a CON +
Concentration roll against a Difficulty equal to the number
of Stun you've taken beyond your total; If you succeed, you
wake up with 1 Stun. If you fail, you're out for as long as
the Referee deems fit (1010410 minutes works well),

Wounds (Lost Hits)

Recovery From Wiwne Damase: Your Recovery Stat also
determines how fast you regain Hits. For every 24 hours
you spend resting and with medical care, you will recover
as many Hits as your Recovery score. Example: | am
wounded, taking 30 hits. My Recovery is 10, | will be back
to my full it level in 3 days.

DC DC14 DCE-10 DC11-20
o Poison  Belladonna frsenic Stonefish Venom
Drua Alcohol Sodium Pentathol LsD
luness  Measles Preumonia Plague
A pRys oR PomsoN need not be fatal: sleep or “truth drugs” also work by acou
mulation; “damage” is subtracted from differ- | Eprecy Taren From
ent point pools depending on the type of effect. | Sleep drugs....oeeee. STUN
Example: Madigan administers a strong dose | Poisons ..........o.ceeced HITS
of Mind Control Serum (DC5) to Nene, hoping | Mind drugs ...... RESISTANCE

Though this isn't as much fun reahstrcally rt should take
much longer to heal back from serious injury. In this case,
a redlistic rate would be to recover your Recovery rate in
Hitz every week that you are laid up; the above example

would take three weeks of medical care.

to find out the Knight Sabers’ secrets. Each

Instantaneous Effects: Falling & Collisions.

tum, the drug does 5 to 30 points to Mene's Resistance. At 0, she gives in.

Aspramone This does 3DC per Phase, taken of f of your Hits, Sitling quietly, you
can hold your breath up to 1 phase for every 2 points of Endurance (a tough char-
acter could hold his breath for about two and a half minutes.). If activity, such as
swirnming or running is required, this cost rises to 4 pts of END/phase.

Death :
aving a dying character is still possible. Another char-
acter, making a successful Physician or first aid skill roll

can stabilize you at any point beyond O. The Difficulty for

this task is 2x the number of Hits beyond 0. Example:

Lazarus, is now at -7 Hits. To save him, Fox must make a

hese are all types of damage that come from hitting some- | | Medical skill roll against a Difficulty of 14 (2 x 7).

at speed. 18

Favume: Usingt:r:fihle E‘L Com- o i “1 s nﬂ B:I._l 015 rhh‘
o iniernen o A S o S e

5 . < LES
;j};;f m “t:pnlﬁnd'im 0w | 2 | 8 | 8 | 8 [10 [ 12 | 1K | 2K | 3 | aK | 5K
table). The result is how many DC wows | 4 | 6 |8 10 [12 [ 1K | 2K | 3K | 4K | BK | 6K
are taken (1K=14DC, plus 1DC per 200es | 6 | B | 10 | 12 | 1K | 2K | 3K [ 4K | SK | 6K | 7K
additional KILL added). Note that at a00ws | B | 10 [12 [ 1K | 2K | 3K | 4K [ 5K [ 6K | 7K | 8K
terminal velocity, you will have no BOO Les 10 12 1K 2K 3K AR 5K Bk TH "?H 9K
increase in speed or damage. 1600es | 12 | 1K | 2K | 3K [ 4K | SK | BK | TH BK 9K | 10K
Cowsions: Compare the weight of 1 Ton 1K 2K aK Ak | BK 6K TH BK Gk 10K | 11K
the U't-ﬁct to i'tE clasest ﬂ-ﬂ-ﬂ'rﬂmmate 2 ToNs 2K 3K 4K aK BK T BK oK 10K 11K 12K
spead. The result is the DC done. 4 ToNs 3K 4K | K Gk, TH 8K 9K 10K 11K 12K | 13K
Rammmwe: i head on, add the 6 ToNs 4K 5K | 6K TH BK aK 10K 11K 12K 13K | 14K
speeds of both objects logether and 8 Tons Ei*‘. 6K K 8K OK [ 10K | 11K 12K 13K ii}I{ 15K
compare the welghts of each to that 10 ToNs GH TH | 8K 8K 110k 11K ) 12K 13K 14K 15K | 16K
speed: the result is the damage 20 Tons TH =18 SR | 10K | 11K |12 | 13K 14K 15K 16K 1K
done to the opposing object. If a A0 Tons | BK | 9K | 10K | 11K | 12K | 13K | 14K | 15K | 16K | 17K | 1BK
side ram or swipe, treat as a colli B0 ToNs oK | 10K | 11K | 12K | 13K | 14K 15K 18K 17K 18K | 19K
sion (above). If rear ended, subiract 100 Tons 10K | 11K | 12K | 13K | 14K | 15K 16K 17K 18K 18 | 20K
the speed of the object in front from +100 Tons 11K 12K | 13K [ 18K [ 15K | 16K | 17K | 18K | 16K | 20K | 21K
the speed of the frailing object, then NOTE: 1K=14DC. Each additional Kill adds 1 DC.

treat as a head on ram.
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ehicles. Planes, trains, automobiles; they're easy to classify. But what about space stations, cosmo raybeam projectors,
giant robots or sexy skintight powered ammor suits? Where do they fit in? Are they Vehicles? Gadgets? Ammor? Inventions?
Luckily, the Japanese, who love technology, have given the lexicon of high tech the perfect term: Mecwa. Derived from the word mechanism,
Mecha are any complex machine that requires some type of pilot or operator. Mecha include cars, planes, helicopters,ships, spacecraft, glant robots,

powered armor, and mare.

BASIC CONCEPTS
ithough these rules don't deal with the
actual process of constructing your own

mecha (this may vary from campaign to campalgn) all

“mechanism” deslgns involve the same elements:

Armor: Most mecha have armor to provide physical or other

types of defense. Example: The D.D. Airborne Battlemover

has a Physical Defense of 100 in it's mighty armored hull
plates, which translates to 2 Hills of FD (see the next page for
an explanation of Kills,.

Manenver vallE [MV]: How responsive the mecha IS 1o its pilot

or operator. The MY value Is applied to the pilot’s REF (& DEX for

Powerad Suits) whenever Actions are taken or Inftiative rolled.

Movenent: The way the mecha gets around (il it can). Usually

expressed as a MOVE stat, but different types of Movemeant may

be employved by the same mecha; these are detailed in their
descriptions. Example; A Motorslave can dive like a matorbike

{Surface MOVE 22), fiy like an aerodyne (Effecthely Surface

MOVE 18) and run like a person (Running MOVE 25),

Sensops; Vehicles with ransparent canopies usually don't rely on

computerized information, but machines whose cockpt is

enclosed by armor needs sensor systems. If such a maching
loses its sensors in battle, its pilot suffers -4 to all combat rolls.

StrRucTURE: As nonHiving devices, mecha record their hits as

either Structural Damage Points (SDF) or KILLS (a unit of mea-

sure describing particularly large or tough mechanisms).

Sme: Interestingly enough, a cool enough mecha can actual-

Iy add to its operator's Personality (in the way that a Ferrarri

can enhance anyone’s cool). This is always expressed as a

bonus to the pilot's PER stat.

Weapons: Many mecha have builtin or carred weapons.

These operate much as other weapons do, but often, due to

their large size and awesome power, are measured in a spe-

cial damage ratio called KILLS (see Section opposite).

WaeHT: Most mecha, being complex machines, weigh a falr

amount. This is usually measured in kilograms or metric lons.

Special Systems:

These are special systems that are unigue to certain mecha
designs. If present, they are always outlined as part of the
mecha’s description for the individual campalgn.
Transrormanion: Certain types of mecha can change from one
form to another, or otherwise vary their configuration to
achieve different effects. This takes 1 Action and is usually
part of the mecha's description; the transformer's abilities
are also usually listed with this description.

Automatep of INTELLGENT systems: These are highly advanced
computers that can operate the mecha independent of a
human pilot. These are generally described as one or two stat
“characters” (INT and REF for example), unless they are
intended to be fully realized artificial intellects.
SyNCHRO-SysTEMs: These are systems that react or interface
with their human operators to a level where they actually
enhance their performance. Synchro systems usually give a

bonus to their pilot's REF and/or DEX stats or WA,
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isn't regularly designed to do, it will require a

Maneuver roll.

This s done by combining your REF+Piloting (or appropriate Skill for con-

trolling the mecha), and a die roll vs a roll and a difficulty based on the

type of manuever you're making (see table below), plus any appropriate

modifiers for weather, driver or road conditions.

111 §E [l
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it u . Swene [10] Mueer Comma 112]
[oo 2 ron v ot o MOVE A HALF OF FULL NIOWE oF VERGE. _=_|

If the manuever isn't described above, pick the closest appropriate one
to work from. If the roll is successful, you will be able to pull the manewnver
off, If not, you will lose control. In a walking unit, you'll just fall over; you
must then get back up. In a ground unit, this will be a skid (miss by 4 or
mare and you'll continue straight for 106 meters per 10mph) or spin (miss

by 4 or less; treat as a skid, but roll 1D6 1o determine new facing: 1=back-
wards, 2=forwards, 3-4=facing right. 56=facing lefL). In an alrcraft, you will
probably stall (miss by less than 4) or spin (miss by 4 or more), Both require
a roll be made to regain control. It's a Target Number of 15 to Regain
Control from a spin, and look out for that ground thing coming up at you ...

DOGFIGHTING

(R | S oo o e

. outfly your opponent; to count on

s a combination of Innate skills and your vehl-
cle's ability to maneuver (s MV).

Start by determining the position of the combat-
ants at the start; is one closing on the other, or ane
they headed right at each other? This intercept can
be determined by making a Perception roll on either
side with the high roll choosing positions, or at the
Referee's discretion.

To find out the result of an aerial or space dogfight,
each participant rolls their Piloting Skill+REF+Roll
plus their vehicle's Manuever Value, The player with
the highest roll has the Advantage position, based

ey AT

on how many points they won the rofl by. The result
is compared with the chart on the left; the player
who has won can shoot or flee at his option. The
key position is the Tailing one; because it adds +2 to your Offensivive
Combat roll that phase.

To break off a dogiight requires either mutual agreement, or one player
making an escape. The player with the current Advantage announces his
intertion to break off combat at the start of the Round, and must maintain
his Advantage for as many Rounds as the Referee determines at the time
the intention is announced.

TAILING: White beats
Blachk by 4 or >
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f MECHA COMBAT
n general, mecha combat Is considered Ranged
Combat [pg.43] and follows similar rules.

The one exception s missile combat; missiles are defined
as any weapon that can follow its target independently. How
good it is at this job (and thus the Target Number to beat when
avalding it) is based on how smart it is; does it just sniff a heat
signature or Is it smart enough to outthink you?
WhssilE 5 Dums  SMART  BRILLANT  GENuS

TARGET # 8 12 16 20

To avoid a missile hit, you must make a Piloting+REF+Die
roll for at least 1D6/2 consecutive rounds. This can be modi
fied by the use of coumtermeasures, which add +2 to your
Piloting rolls. Make the rolls, you're clear, miss, and you're hit.
In the case of clusters of missiles fired at one time, ane mis-
sile roll iz made once for all missiles fired, with one missile hit-
ting the target per point by which your Defense Roll failed,
Example; 10 missies are fired at a jet. The jet fails its roll by

l?, s0 7 of the 10 missiles hil,
E o e o o bt
are subject to a few special cases. Take
mMMﬂﬂmMmmm

SPECIAL CASES

nmﬂﬁat attaﬂﬂnnmechamﬂahmbem'actedmm

armor, then from the mecha's SDF. However, even the heawv
lest armored machines will become wulnerable after a long
fight. To represent this, Killrated (i.e., metha) armor uses the
idea of Staged Penetration. Each time any area of Armor is
penetrated by an attack of one Kill or greater, that area loses
amor protection.
» Armor rated in Kills loses 1 Kill when it's penefrated.
« Armor with fractional Kills loses 0.1 Kills when it's
penetrated,

Special Case 2: Chinks in the Armor

Imost every kind of mecha has a weak spot somewhere,

and in combat, it's possible for you Lo hit that weak spot
(after all, Anri sure did in Red Eyes—a pocketknife punching
through a Hardsuitl? Hmmm...). When making at attack roll, Iif
you beat your target number by more than 10, your attack
Ignores the PD of the mecha's armor. In the case of autofire
attacks, only those hits which beat the target number by 10 or
miore will ignore armor.

3: D

owered Armor (i.e., ammor wom by a character which has

SDP as well as PD) has a very spreadout structure which
is tightly integrated with its pilot. Therefore, any damage which
gets through Powered Armor's PD Is divided by two; one half
affects the Powered Armor's SDP, the other half is applied to
the wearer's Hits. All Hardsuits use this rule.

S 4:

Whenever & hit penetrates mecha ammor, roll 1D10: If the
result is greater than the number of fractional kills remaining,
the mecha (or the location taking the hit) is destroyed! For
example: 1.1K get through to a 1.6K Battlermover; with 0.5K
remaining, on & roll of 6+ on 1010 it's scrapped.

_tgn-—n'gu,
Lk v——-**

MECHA WEAPONS

AND DAMAGE
echa Weapons often do such stag-
gering amounts of damage that
~] their damage is measured in a scale
called Kills, that represents larger
amounts of damage usually assoclated
1 with military level hardware, large inan-
imate objects or extremely powerful

attacks.
Every 50 points of structural damage or

T ——

armor converts into one Kill. Thus, 100 PD of armor would equal 2
Kills and 200 points of SDP would equal 4 Kills. Example: Sylia’s
Hardsuit has 50PD of armor, This converts (using the formula of
S50PD=1kill) to 1 Kill of Armar.

One Kill of damage also represents DC14 (since the aﬁerage result
of 1406 will be about 50 points of Damage). Large weapons (those
larger than a 30mm gun) generally measure their damage in Kills; a
30mm Gun does 1 Kill, a 60mm cannon does 2 Kills, a 120mm tank
gun does 4 Kills, 8 300mm cannon does 6 Kills, and a 16-inch bat-
tleship gun does 12 kills. Kill-level weapons also always have a blast
radius of 2m per Kill, dropping off by 1 Kill of damage per 2m, so a
3K weapon would do 1K at 6m.

Kills vs Soft Targets:
B ut there’s a catch to the above: really big guns (those that mea-
sure their damage In Kills) are designed to damage really big tar-
gets. Particularly, they do damage through blast, fragmentation, over-
pressure, etc., which works guite well against “hard targets”™ but not
so well against “soft targets” (i.e., people). Thus, a large “hard tar-
get” will be fully affected by a Kilkievel weapon, but @ man will not.
Sure, a human who's hit by a tank gun is dead meat, but if they're
simply within the blast radius, they might survive. To reflect this, Soft
Targets are damaged differently by Kills than Hard Targets.

Soft Targets (a.k.a. people, even if they're wearing Armor) do not
take the full force of area-effect overpressure attacks (a.k.a. weapons
which do Kills of Damage). If a person is taking DC14 or less, it's all
straightforward. However, each additional Kill of damage a person
lakes adds only 106 to the base 14D6 of a Killorless attack,
because the remaining overpressure/blast effects just don't have a
big enough surface to expend themselves on. For example: A tank
shoots a 4-Kill shell at & man wearing SPA5 armaor. The attack will do
1408 for being a Kill or more, plus 4D6 (for its 4 Kills) from over
pressure ete.; the armored fellow winds up facing DC17. The average
is 60 points of damage, which is 15 points of damage after armor—
he might survive,

But what if a human in a Killlevel suit of armor were hit by a KilHevel
weapon? Simple: Subtract the Kills of armor from the Kills of damage,
then convert any remaining Kills of damage as above, If 3 man wearing
1.8K of Armor is hit by a 3K gun, the man takes 1.2K, or 14D6+5
{ouch). If the 1.8K Armor is hit by a 2K gun, the man inside takes 0.2K,
or 2.8D6 (which is 2D6+5 or 3D6-1) in damage (less ouch).

The Comic Book Rule: Super Powers vs Hard Targets

amage done by high powered or super powered attacks against
D *hard targets” converts up the same way as Kills of damage con-
vert down against “soft targets™; A superherc's DC20 punch is 7D6
greater than the DC13 starting point for Kill-level weapons, so this
superhero can do 7 Kills {20 minus 13 is 7) with a single punch! Note
that this upwards conversion is optional; in a fourcolor superhero
campaign, this rule would probably apply, but a low-powered, “realis-
tic® game probably would not make use of this rule.
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OF BGC ME
t's Important to remember
that just about every type of
vehicle the human mind can
conceive has tumed up within
the pantheons of cyberpunk,
comic books and mecha-anime.
. Even so, Bubblegum Crisis has
hmhﬂhhﬂmﬂaﬁﬂummm 50 It would be a fallacy to
say that anything goes. In the world of Bubllegum Crisis, there
are no gigantic space battleships, no antl-gravity cars, no 100-
foot-tall giant robots, no chvilian jet packs, and no flying car-
pets. Why? Well...

THE WEIGHT ISSUE

Every maching has a listed weight. For motorcycles, cars and
other mundane vehicles a weight listing is largely a point of mere
curiosity, for legged mecha such as Powered Suits and
Battlemovers, weight 1s a terdble difficulty. Because of the
physics of ground pressure, the full weight of a walking machine
is going to be pressed down on two (or more) proportionally slzed
feet. If a walking machine were 12 meters tall, it would be exert-
ing so much ground pressure it would crush its own feet! For this
reason, mecha are never built much larger than, say, a bus.

n Bubblegum Crisis, certain assumptions are made as to how
mecha move and fight. These assumptions are based on, as
ever, a mixture of cyberpunk, superheroics and anime.
Therefore, below are a couple of special stylistic rules which
apply to BGC In particular.

MECH

Unlike peaple, which are generally treated as a single target,
‘many machines are |arge enough to be treated as having sev-
eral locations which can be damaged seperately. When fight-
ing a large machine, roll 1010 and check the mecha's indk
widual hit location fistings (included with each mecha's
‘description) to determine what part was damaged.
MaovemenT System Hirs: Note that if haif the full number (round
up) of wheels, treads or engines your maching has are
destroyed, the movement system is totally disabled.

BGC MOVEMENT NOTES

Fuant Systems: In BGC, most flying machines use hoverfans
or other relatively slow flight methods, so their flying
MOVEment ratings are usually listed using the Ground value
{1 MOVE = 16 kph). Rememiber that flight systems allow a
machine to move off the ground In any direction including
backwards, considering most of these machines can hover as
well. Flight engines are quite fragile: If the armor on a flight
engine is penetrated, the engine can be considered
destroyed.

Jumpiers: Also note that some systems grant rocket-boosted
jumps but not true flight. Hardsuits and other mecha with
jumplets can jump as far as their Jumping listing in one
Action, just like taking a normal Full Move Action—in fact,
they may Jump up to their full range in one Phase, then in
their next Phase take another Action while returning to the

OO

= r,'- th f--‘_-*_r_‘? SRR Bl U T Y s B SR G i
VEchl_E = ME(:HA nETAll_s B

{ BUBBLEGUM CRISIS

IAL WEAPONRY & EQUIPM

enerally, mecha eguipment and personal equipment (includ-
Ing weaponry) work in the same way, but many mecha func-
tions may have speclal effects (for instance, Armor-Plercing
weapons treat armor as 1/2 its full protection). This is espe-
cially true for Bubblegum Crisls, which combines the high-tech
sensibility of cyberpunk, the power levels of superheroics, and
the “anything goes" attitude of anime.

Below is a list of special effects and terms you'll find in the
mecha writeups in the next hundred or S0 pages:

AP (Amor-Plercing): AP weapons treat any armor they affect as
having 1,/2 their PD.

AP {Armor-Piercing Incendiary): As above, plus the burning effect
does 1,2 damage on the next phase, and 1/4 damage for the next
2 phases beyond that.

Area: An area effect weapon, with the damage radlus listed in
meters,vards.

Bursts: An alternate listing for Shots, telling how many fullauto fir-
ings the weapon has; 1 Burst fires as many shots as the ROF.
Defense Abllity: Shields have WAs like weapons, called DA; usual-
Iy negative.

ECM Rank: Pending a successful use of Electronic Warfare skill (v
ECM system’s Rank =2 +die roll), ECM e¢an: (1) subtract a value
equal to its Rank from others' Perception rells when using Radar,
or {2) subtract 10% per one Rank from others’ sensor ranges, or
(3) subtract a value equal to Its Rank from the Offensive Roll of any
missile or group of missiles. ECM can be set to affect a single tar-
get or all targets within its listed radius,

ECCM Rank: ECCM offsets any and all types of ECM on a 1-to-1
basis; Rank-3 ECCM will reduce Rank-¥ ECM to Rank-. It works
automatically, without requiring a Skill roll.

EMW: Energized melee weapons treat any armor they affect as
having 20 (0.4K) less PD.

Fly,/Skim: Boomers' ratings are listed as #/=; the # is the number
of consecutive tums the Boomer can fiy, while the = means that they
can skim along the surface at that speed for as long as necessary.
Gravity Weapons: Though these are energy weapons, PD defends
against them like any normal damage. Also note that Gravity
Weapons can do Stun OR Killing damage.

Lasers: Also stopped by PD. Lasers have unlimited shols as long
as their power source is still operating.

Linked: Linked weapons can be fired together in one Action, with
one roll. If you're using hit locations, each shot hits a different ran-
domiy-rolled location.

Cross-Linked: Sometimes called “¥-Linked,” these weapons can
also be fired together in one Action, with one roll. If you're using hit
locations, all shots hit the same location.

Quick: These weapons can be used to attack twice in one Action.
Recovery (Boomers only): Because of thelr fusion and molecular
cloning abilities, Boomers can regain as many Hils as their
Recovery PER TURN, provided they take an Action to do so.
Shock Effect: Does Killing damage AND Stun damage in one attack,
but the Stun damage ignores any armor's PDL

Target Analyzer: An advanced scanner system operated with
Electronic Warfare skill. A successful roll allows the scanner to fig-
ure put pretty much any detail about the mecha being scanned
{weight, schematics, functions, etc.), pending Referee approval.
Warm-Up: Recharges for the listed number of Phases between firings.
= ROF: Some energy weapons can fire a constant beam, function-
ing like an infinite-dlength energy sword. VERY dangerous.
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ence-fiction wonderland people dreamed of in
Popular Mechanics. Instead, the towering build-
ings are not monuments to science, but to corporate power.
The buzzing helicopters carry police who monitor crime in
the streets below. Androids built to serve us are almost
indistinguishable from ourselves... even to the point of
going insane periodically. The problems of the last century
have also grown: The planet is plagued by corrupt govern-
ments, greedy corporations, pollution, overpopulation, vio-
lence, and technology run rampant. It's a high-tech era
where everyone lives at an accelerated pace, facing prob-
lems that seem too big for anyone to solve. In short, this
brave new world remains a complex, often unfair, place.
But it's not all universally depressing either, People still have hopes,
dreams, and moments of real happiness. Sure, it rains a lot—sometimes
acidic sludge—but the sun still shines as well. Love, success, and honor
are by no means fargotten—on the contrary, such things are more impar-
tant than ever in this age of perpetual change ...

W elcome to the 21st century. Surprise, it's not the sci-

VTHE CERRMIC JUNGLE I

The development of the new cityscapes has made the face of the 2151
century urban, tech-oriented, and corporate-owned. Beginning as far back
as the 2000s, corporate propaganda and expansion presented many pec-
ple with images of urban environments where supposedly everything was
ultra-modem. People crowded into the megalopoli, lured by promises of
jobs and material plenty. Disappointment on both counts was comman,
and overpopulation and poverty soon became deadly serious issues.

In an attempt to solve these problems, several countries pursued
space colonization programs. Progress was slow, however, and many
industrialized nations edged near bankruptcy in their desperation. At this
time Genom and other corporations, after creating the problems in the first
place, offered to step in and exercise greater influence over the manage-
ment of urban areas, They provided the money for new buildings, shop-
ping malls, and model community areas, while the government provided
tax incentives, inexpensive land, and police protection. By 2020 many
cities across the world, including New York, Tokyo, London, and Berlin,
were replanned as “Technologically Integrated Economic Cities.”

Mast replanned cities had Industry Zones designated for modern pro-
duction facilities, Academy Zones dedicated to corporate research and
schoaling, and plenty of Residential Zanes. To facilitate their commuters,
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many companies funded the installation of maglev trains to and from their
showcase downtowns. Patrolled by private security, these suburbs were
clean, quiet, and ominously cime-free.

All this seemed like a fine idea, but, as might be expected when
greedy, iresponsible corporations are involved, the benefits were distrib-
uted primarily to the corporate investors, and little made its way to the
people who actually fived there. Inner-city "undesirables™ (the poor, drug
dealers, pimps, gangs, and simple streetpeople) were pushed into cheap
Residential Zones, bounded by affluent apartments and the showcase
Academy Zones. By dumping these undesirables in the midst of the
Residential Zones, crime rates skyrocketed, turning many of the RZs into
slums. In response, new, violent movements formed to express the citi-
zens’ bittemess about the "new order” which had backstabbed them.
Large-scale crimes and riots became more common, and criminal organi-
zations became more organized and ruthless.,

As this crisis grew, the corporations again stepped in, but rather than
supporting the overloaded normal police forces, they funded the establish-
ment of new, small, advanced police organizations to fight the waves of
crime and violence—espacially the new problem of rogue Boomers.
Specially trained and authorized to conduct unorthodox investigations,
these officars were well paid and had access to the best equipment avail-
able. However, all this corporate funding made them vulnerable to corpo-
rate control, so they were less than effective at preventing corporate crime.

Corporations now enjoy tremendous influence over the inner cities
and own large portions of most suburban developments. Despite all the
commercial advertisements, the average citizen has experienced few sig-
nificant benefits from the ever-increasing power of technology. Having
lost faith in the future, many people have accepted the ever-more-rigid
and regimented lifestyles being encouraged by the corporations. Still, the
youth of this generation have not yet lost their vigor and enthusiasm—
especially toward their future—and struggle for control of their destiny.
See the MegaTokyo section (pg. 143) for an in-depth profile of one of
these new cities: MegaTokyo,

WTHE TECHNO-WRAVE I

Wonders of technology populate the world of 2033—and more are com-
ing by the minute, Computers, cybernetics, mecha, and artificial people
are staple features of this century, but all of them have proven mixed
blessings. This new technology has accelerated the pace of life, eliminat-
ed millions of jobs and careers, and forced radical lifestyla changes to
which society still struggles to adapt.

For example, computers and other machines are all linked in a vast
telecommunications grid that spans the globe. This computer Net allows
for greater information access and exchange than ever before in human
history, with even the average person having access to a Net-capable
maching. But now there’s no place you can go for privacy, and data sys-
tems hold records of everyone, whether you want them to have the infor-
mation or not. Computer design systems have increased the speed of
product development, tuming over entire technologies in months, and
making product obsolescence an epidemic. As an artificial labor source,
Boomers provide cheap and relatively reliable alternatives to real humans,
putting many out of work. In addition, they're now so complax, they may
be on the verge of self-awareness, raising very real moral questions.
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he complex and exciting world of Bubblegum Crisis
has grown out of forty years of stunningly rapid
change. Technology, geography, politics, and culture
have all been caught up in the maelstrom of the 21st cen-
tury, shaping the face of 2033. Whether these changes are
for the better or worse remains to be seen ... .
Here is a chronological list of some of the events that |
have contributed to the BubbleGum Crisis stories. In order
to be comprehensive, this timeline includes events from the
AD Police Files and Bubblegum Crash OVAs as well as the
main Bubblegum Crisis series and the AD Palice manga.
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# The First Great Kanto Earthguake levels most of Tokyo.

= Allied firebombing of Japan during World War 11,

# [luincy is bom.

* Japan’s “bubble economy” increases organized crime.

* The first suit of powered armor, the U.S. Army’s top-secret
Slave-Trooper "MADOX-01", goes out of control in down-
town Tokyo.,

¢ * The European Community is organized.
1 # Daley Wong is born.

# [ eon McNichol is born.

£ * Reika Chang is born.
1" = Sylia Stingray is born,

* Linna Yamazaki is bom.

* ® Priscilla 5. Asagini is born.
L= » Nene Romanova is born,
£4 » Genom begins strategic purchases and buyouts which will

put it in a position of power after the 2nd Great Kanto Quake.

» Wackie Stingray is born.

* |rene Chang is bom.

= Superconductive rail lines replace subways in MegaTokyo.

* The son and daughter-in-law of Chinese syndicate leader
Dr. Chang Chongk die in a suspicious traffic accident; the
suspects, the Gulf & Bradley Corp., are found “not guilty”
due to lack of evidence. G&B and the Chang Group enter
into a long-standing enmity.

# The first Boomer is built by Or. Stingray at Wiz Laboratories.

¢ » The Griffon line of sports cars is introduced by HMJ 1o the

overseas collectors’ markat.

D% » Biran J. Mason kills Dr. Stingray and bums down Wiz

Laboratories. The event is covered up as an accident.

8 « Construction of Genom Towers around the world begins.
b1 * The Second Great Kanto Earthguake levels most of Tokyo;

Priss’ parents are killad,
o SOPC establishes orbital station Genaros-1 as a transfer
point to the Moonbase,

d * Boomer rampages escalate; Linna's parents die in one such

incident.
» First A.D. Police units formed.

e 3§ * Experimental combat cyborg program ends in failure.

* Four rogue Boomers escape space station Genaros.

S8 » The line of Griffon sports cars is discontinued.

* Genom's old headquarters is seized by terrorists; uncontrol-
lable Boomer involvement brings on an orbital strike by the
USED.

# Priss hegins her singing career.

L' # Virtual-interface systams marketed to the public,

 Sylia Stingray secretly begins construction of the Hardsuits,
» Friss, Nene, and Linna are recruited by Sylia; the Knight
Sabers are formed.

34 * The EC develops a prototype powered suit for close combat,

but when faults are identified during the testing stage, devel-
opment is halted ... at least, officially.

b8 * Incidents of rampaging Combat Boomers increase.
., _ » Jone Corporation begins work on 2nd-generation Boomers,
= |JSS[ satellite misfires, destroying MegaTokyn's Agua City.

= |rana Chang is murdered,

# Brian J. Mason is killed by the Knight Sabers.

= [ecember: The LL.5. Dept. of Defense holds a new weapons
competition—six companies compete, including Genom and
Gulf & Bradley. The winner was the GD-42, a combat robot
built by Kyuusei Industries.

# (ol Lando and his team of mercenaries (the "llegal Army”)
are killed in the Philippines while on a mission backed by a
major Japanese concern.

B « March 26th: Genom and G&B enter into a partnership. The

chairman of G&B is killed that same night

» A series of "vampire” style murders occur in MegaTokyo.

» LI5S0 satellites are hijacked, attacking Genom Towers across
the world.

o * June Bth; Vision's tour of Japan begins.

* Jung Sth-14th: A mysterious Battlemover makes several
attacks on Genom facilities in MegaTokyo.

\ » Decemnber 17th: Lisa Vanette photographs a Knight Saber.
0« December 20th: The Knight Sabers upgrade their Hardsuits,

= [ecember 215t ADP building is attacked by rogue Boomers,
* The lliegal Army resurfaces in Megalokyo, only to be
destroyad by the Knight Sabers.

4 L A Boomer uprising occurs in MegaTokyo; the Central

Databank Building is destroyed, but an attempted attack on

the underground nuclear reactor fails.
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WGLOBAL OVERVIEW MRIERIERIEn

Physically, the planet has continued to degrade, with altered
coastlines due ta global warming, and a higher particle count hav-
gring in the smog-laden air. Overpopulation and pollution continue to
plague the biosphere, with little respite in sight.

Politically, the world is still restructuring after the premillennial
decline of the U.S. and the USSR. Global commerce and stability were shak-
en up by the removal of the two superpowers, as myriad squabbling (and
possibly nuclear-amed) states surged forward into many Iocal power vac-
uurms. The U.N., with the support of Japan, the U.5., and Europe, was able
to step in to help keep things from exploding into chaos. The United Nations
Strategic Space Defense Force's ring of orbital weapons soon guaranteed
“peaca” much the same way nuclear weapons did in the last century.

Factionalism and war are still common, however. For example, Neo-
MATO is a new intemational alliance formed against the growing strength
of the Chinese communist bloc. Their friction has developed into the Polar
War—a limited-scale conflict being fought in Antarctica over resources
such as oil, coal, minerals, etc. Boomers, Battiemovers, and Powered Armor
get a lot of field-testing in this little war, despite U.N. intervention and mod-
eration. In fact, the current world political climate is so tumultuous that sev-
eral heavily armed mercenary units have gotten very rich selling their ser-
vices at a variety of local hot spots.

Here are some thumbnail sketches of this New Waorld Order.

» JAPAN: Home to Genom, Japan has become the economic axis around
which the world turns. Although rocked by the Second Great Kanto
Earthguake, the land of the rising sun now rides high on the seas of com-
merce and informatian ... largely thanks to Genom's patronage. It is also
the most technologically advanced country in the world, with the highest
per-capita consumption of Boomers, and the greatest number of cyber-
netics and Al systems (both private and corporate), and always in the
forafront of such research and design. However, as a vital base for world-
wide economics, Japan has become a much greater target for interna-
tional terrorists.

Mationalism is still strong in the Japanese mindset, but a sense of
their new leadership role in the world has resulted in avid support of the
U.N. They have sent troops and technology to the USSD rather than inflat-
ing the Japan Self-Defense Force into an offensive army. The Diet (the
Japanese Parliament} rightly feels that Japan can project its power more
gffectively through economics and technology than military force. Besides,
they have the United States for that . ...

Internally, Japan is going through troublesome changes.
Corporations are exercising ever greater control over the people’s lives
and are subverting the populace’s raditional feudalistic mindset into cor-
porate loyalty and back-breaking work habits. Genom has epitomized this
in MegaTokyo, the ultimate corporate city (see pg. 143), where the com-
pany wields more influence than the state. Al this is creating a social
pressure-cooker where paople often become drones, psychatics, or rebels.
« AMERICA: While the United States is still an important, powerful coun-
try, bsing some of its economic status to Japan has battered its national
pride. At the same time, it's led to an even stronger relationship between
the two countries; needing access to Japan's technology, America has
cozied up to the little island nation and shared heavily in military support
and trade. America remains as over-armed as ever, and is fielding sub-
stantial forces in the Polar War in support of Neo-NATO and the U.N.

The U.S. has recently gone through a period of social fragmentation.
A faltering economy allowed the multi-national corporations to move
many staple U.S. industries overseas, making it difficult for the States to
compete in the world market. A general sense of decline and disunity has
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kept the U.S. from quickly retoaling and stepping back into the economic
arena. The social fabric is stretehed thin as racial and class issues further
divide a populace, as each segment struggles to hold onto its piece of an
ever-shrinking pie. Corporations, politicians, and arganized crime co-min-
gle as street violence hits a new high and public faith in any large institu-
tion hits a new low.

Signs of revitalization do exist, however. The corporations have final-
Iy turned their attention back to America and are re-investing—if at bar-
gain basement rates. Many larger cities have often been rebuilt through
the TIEC program. The business areas are clean, neat, well lit showcases,
free of crime and poverty, and controlled by the corporations.
Unfortunately, scattered around the central areas are decrepit, squalid
suburbs and burned-out ghettos teeming with gangs and other violent
hate groups. The outer suburbs are also corporate-controlled zones: safe,
well guarded tracts where executives raise their families in relative secu-
rity. Many small towns have been abandoned, as loca) farms, businesses
and banks collapsed in the wake of drought, famine, and economic chaos.
The farms have been bought up by huge agricultural concerns like Genom
and Grean Food, and are now maintained with contract waorkers, machine
labor, and Boomers.
» EUROPE: \Western Europe, in the shape of the European Community,
has formed an economic competitor to America and Japan {who still main-
tain good relations with Eurape through joint membership in Neo-NATO).
In particular, Germany has become a center for technological research
with an international data-sharing program; there's even an institute for
Boomer design there. Most of these nations are fairly stable socially and
politically, even as the EC itself becomes more aggressive economically.

Eastern Furope, on the other hand, remains a hotbed of strife; revo-
lutions, coups, and brushfire wars thrive in this area, providing an active
market for many of Genom’s Battle Boomers. Still, Russia has emenged as
a strong supporter of the Furopean Community. Bolstered by a new will-
ingness to accept capitalism, the great bear continues ta move forward,
huge and almost unassailable. Where Russia is weak is food produc-
tion—its agricultural technology lags far behind that of most other
European nations. As might be expected, Russia often offers military
forces to the UM, (and, covertly, to the EC and anyone else) in exchange
for industrial and biological technology. Its relations with both Neo-NAT0
and China are amicable, if somewhat undefined and uncomfortable.
« CHINA: Burdened with the largest population of any country on Earth,
China has entrenched its communist regime and adopted an expansionist
policy similar to that held by the USSR in the mid-20th century. Faced with
the joint forces of America, Europe, and Japan {under the banner of Neo-
NATO), this new Communist Bloc's growth is being “held at bay”. The U.5.
and Neo-NATO like to hold up the Chinese communists as the new bogey-
men against the “free world.” In reality, China's ruling party is too para-
noid of capitalist systems to seek the technology to snhve its food and pop-
ulation problems, and instead is aggressively working to gain access to
raw materials it faels it needs to survive—aven if they are in someone
slse's territory. The somewhat-restrained Polar War is the main focus of
China and Neo-NATO's current antagonism, but the final outcome of this
new "cold” war is anybody's guess.
» THE THIRD WORLD: The decline of the superpowers and other rapid
changes in the environment, politics, and warld economics have led to a
series of warring countries under a bewildering array of dictators, democra-
cies, and socialist states.The current hot spots include a civil war in the
Philippines and vialent political unrest in the African nations of Tanzaar and
Zambigue, Other problem nations are scattered throughout Africa, South
America, the Middle East, and Southeast Asia. All these regions seem con-
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stantly bogged down in revolutions, juntas,
depressions, wars, famines, exploitation, and g
other assorted afflictions. Their imemal strug- 5
gles are often aggravated {or even created) by ;
interference from manipulating nations and/or
corporations. Sound familiar?

* THE NET: The technology wave which has

engulfed the world and swept it along was made

possible largely by the Net—the vast telecommunications network which
joins almast all of the computers on Earth, defining a psuedo-nation unto
itself. Populated equally by hackers, businessmen, and common users, this
network allows the nearly instantaneous transmission of ideas and infor-
miation, acceleratas progress astronomically, and is becoming more acces-
sible every year. The resulting interaction of people across national and car-
porate borders is redefining global culture on a daily basis.

Motivated by a deteriorating ecosystem and overpopulation, mankind
began expanding out into space in the earfy 2000s. While it was unlikely
that space colonization could actually solve the population problem, these
programs provided a measure of hope that people needed during those
harsh times. if industry could be moved into orbit, at least the strain on the
binsphere would be minimized. Enormous international investments were
miate in pursuit of extraterrestrial resources—in fact, Boomers were orig-
inally created to help humanity expand beyond the bounds of the Earth,
But progress was slow, and some nations came close to declaring bank-
ruptey due to their commitments in orbit. Now the development and
exploitation of outer space is proceeding gradually under the auspices of
the USSD, SOPC, and Genom.

The USSD and SDPC are the two biggest players on the high fron-
tier. The United Nations Strategic Space Defense Force is an intemnation-
al militia operated under the auspices of the United MNations. It has world-
wide authonty to shoot down nuclear missiles fired from and at any
nation, and its devastating orbit-to-surface weapons are also used to help
enforce world peace. Its unigue resources can even be called upon by any
nation for “special interventions” as long as the L.N. council approves the
action first. Meanwhile, the Space Development Public Corporation is a
corporate group which is exclusively contracted by the United Nations to
develop the orbital territories (like a privatized Parks Service). Genom is
also a powerful force in space, partly because of its scores of orbital plat-
forms but more importantly because it owns the world's four largast aero-
space industries—consequently, SDPC is effectively a puppet of Genom.

Despite all the

setbacks, space /5 be-

coming the new frontier. Low

Earth orhit {LED) is now heav-

ily trafficked: Orbital transfer

o vehicles (0TVs) unload cargo

: from space shuttles, slesk

spaceplanes dock among the

spiderweh girders of habitats and

stations, and power satellites spread lattice wings to catch the solar

wind, converting its energy ta microwaves and beaming it down to the
energy-hungry millions below.

Communications and weather satellites shift from LED to geosyn-
chranous orhit (out ta 37,000 km) and back as their programmed routings
dictate, and the sinister shapes of military sateliites skirt the outer fringes
of the atmosphere, their multi-spectrum eyes peeking into people’s lives,
their particle beam cannon ready to rain fire fromheaven. The USSD alone
has launched over 500 satelliles—200 ammed with particle beams—io
suppart its role as the intemational shield against nuclear war.

[he USSD isn't the only group with orbital weapons, either. Satellite
weapons are the “hig guns” of the new era, and every country trying to make
a name for itself is working to get its own boosted into the big black, Despite
LN, efforts, several smaller nations have managed to place weapon sys-
tems into orbit—largely due to Genom's ability to supply low-cost launch
systems. Fortunately, no battles have yet erupted in space. Tellingly, Genom
has invested considerable effort in building specialized space combat
Boomers; they must certainly feel that a need is about to develop ...

Geosynch orbit is dominated by stable platforms such as small fac-
tories and automated workstations which churn out drugs, plastics, alloys,
and tools for corporate markets on Earth. It is here that ground-based
spaceplanes and shuttles dock with orbital transfer stations, shifting
crews and cargo to outbound OTVs. Twelve of these platforms are owned
by Genom itself, but exactly what these facilities (and Genom's four lunar-
orbit transfer stations) are used for remains a tightly kept secret. While
work on large orbital colonies has begun, most of the effort so far has
been to establish industries in orbit to provide a production base. What
that manufacturing power will actually be used for remains to be seen.

The LaGrange Points occupy stable positions relative to Earth and
Lina, making them perfect for long-duration, self-contained bases, facto-
ries, and construction sites. At these "L Points™ orbit the largest space con-
structions in existence—the five huge cylindrical hulls of the SDPC space
stations, titanic, rotating micro-planets each of which span eight kilome-
ters in length. These giant hives of activity perform all sorts of functions
[such as serving as relay and supply stations for the Moonbase), and are
supported by a myriad of F- and G-series space-development Boomers and
ORCA shuttles. SDPC turns a blind eye to the fact that there is a heavy drug
trade (home-brewed and otherwise) aboard their space facilities because
working conditions are so tedious, dangerous, and claustrophobic,

The Moonbase started as a limited mining facility, but has expanded
into & permanently manned pseudo-colony. Through the use of laser drills
and vacuum-capable Boomers, a network of sub-surface living structures
has been tunneled deep into the lunar crust. Acres of solar collectors pro-
vide the raw energy needed to support the base's staff and operations.
The kilometer-long tracks of the moon base's massdrivers are used to
boost lunar ore out to the orbital worksites.
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“Trade friction, you say? The nations of the world want Genotn's

produsts so much, they're fighting over them! That's true. Genom
accounts for 68% of the world's cars, for eample ... Relax.... "

—Genom Chairman Quincy, AD2032

V¥ BIG BUSINESS 2033 i

n case we haven't made it clear yet, the main bad guys in
Iﬂnbm‘agum Crisis are Genom and some of the other

megacorporations—multinational conglomerates with
operations all over the world. The largest ones are nearly
nations in themselves, having their own cities, factories,
and politics. They operate under a twisted form of capital-
istic Darwinism, with the survival of the richest and most
competitive as a major axiom. This means that they will
undermine—or purchase outright—entire governments,
control and abuse employees, ignore manufacturing stan-
dards, and pursue profit and progress over any ethical or
moral objections. They have become so confident in their
power that they are even willing to use violence (albeit
covertly) to achieve business goals—assassinations and
sabotage have become common tactics.

Mow, we aren't saying that all corporations conduct business in this
manner, hut in BGC, this is the way of things—particularly for Genom.
2033 is a chaotic and, to the corporate mind, opportunity-filled time—the
perfact moment for the megacorps to shapa the world into their image,
with Genom providing the model. The big governments are weakened by
years of corruption and infighting, and the newly empowered UN. is busy
trying to keep every splinter group from getting its own pet nuclear war-
head. The “undeveloped” countries of the world are clamoring for cut-
ting-edge technology and capitalist economic systems are infiltrating
every comer of the globe, providing a ready market. Genom and the
megacorps have unprecedented freedom to act internationally, moving
like mercantile sharks through schools of commercially impaired min-
nows. They can set the exchange values on national currency (with the
Yen as the standard), establish trade agreements, and even shape inter-
national law. Technology is kept in a state of constant acceleration,
which allows them continually to create new markets by making older
products obsolete and offering (supposedly) superior replacements—
whather the public needs them or not.

In addition, the roles of govermments and multinational corporations
are being redefined. Mare and more, national governments have found
themselves in the uncomfortable position of kowtowing to companies
like Genom, Gulf & Bradiey Corp, and the Chang Group rather than vice-
versa. Corporations still have to give lip service to various pollution con-
trol, product safety, and minimum wage rules, but on maost other topics
the modem multinationals usually make their own rules. They will strike
a bargain with a local government, be it a bribe in the right palm or mili-
tary support for the local dictator, and gain total autonomy of action. In a
more sophisticated nation like Japan, the corporations tread more light-
ly, going out of their way to cover up their more illegal operations, but
even there, thay are pushing the scope of their power ever farther.

A1 the same time, megacorporations are becoming subcultures unto
themselves—ones that transcend other boundaries and loyalties.
Employees of Genom or the other multinationals are fed corporate culture
and ethics that often supplant their national ones. This has had mixed
results, and in places where feelings of national identity run deep—such
as Japan—this conflict between loyalty to company and loyalty to coun-
try is creating potentially explosive tension.

(ne major exception to such corporate domination is China. Being too
pamoid and too busy to acquirw the technology of the West, the commu-
nists have successfully kept most corporations from gaining any strong
palitical foothold within their borders. Not that Genom isn't trying ...

WCORPORRTE STRUCTURE Sisimaaais

Modern megacorporations have branches everywhere, sometimes as
small as a sales office, sometimes as large as 8 major factory complex.
Most businesses are manufacturers, producing or refining some kind of
commodity for sale on the open market. The panoply of lucrative corporate
operations includes oil, steel, automobiles, aircraft, weapons, foodstuffs,
computers, cybemetics, and biotechnologies.

While there are countless smaller, dedicated companies which spe-
cializa in one particular field {such as electronics, entertainment, etc.),
many corporations handle several commodities on the market—they may
contral chemical plants in Europe, computer factories in Japan, and stesl-
making operations in the United States. The largest corporations, Genom
included, are even more widely diversified, controlling interests in manu-
facturing, services, and the media.

Several huge media conglomerates grew out of a trend in the late
1980s, in which firms bought up TV networks, film studios, record compa-
nies, radio stations, and book, magazine, and even camic publishers. The
media has effectively been centralized under the banner of a few concerns
such as AIC and EM, so underground sentiment and independent produc-
tions are relegated to “indie” street operations. Media corps have a sub-
stantial effect on news and information; political candidates have realized
that connections to mediacorp executives can win elections—it is only a
short step to where a mediacorp actually selects, packages and sells its
own candidates ...

By 2033, worldwide communications and trade have resulted in the
“cross-pollenation” of business practices; companies across the globe
have adopted German management structures, Furopean research tech-
nigues, Chinese manufacturing systems, American advertising approach-
s, and Japanese business culture.
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In particular, the Japanese tradition of zaibatsy [powerful industrial
cambines) has become a worldwide standard. & zaibatsu is a family that
controls many companies, However, "family” doesn't necessarily mean
blood relatives—if a person is superior in ability, he can be adopted into
a powerful family. At the same time, the zaibatsu system establishes a
situation where suppliers and manulacturers are owned by the same
group. In addition, most zaibatsu own banks; each zaibatsu corporation
raises funds from the banks in the form of debts held, and all companies
from the same zaibatsu will use the same bank. A monopoly by any ather
name would still be as powerful, comrect?

Contralling an establishment such as the Tinsel City Bank or the
Glory Bank is ane of the earmarks of a modem, Japanese-modeled cor-
porate group, since it grants the ability to control other corporations
through the use of loaned cash—in 2033, many companies supplement
the capital they gain from sales with extravagant bank loans. Thus, the
syndicate which controls the bank can exert pressure on the borrowing
company’s boards of directors, etfectively forcing them to follow policies
beneficial to the syndicate—thay can even take over through threat of
foreciosure. Genom has set up such a zaibatsu system, and controls cor-
parations that aren’t even under the Genom name, all thanks to the mir-
acle of cash control. Genom has used this as yet another way to build up
their power and influence. In fact, smart observers can recognize a sub-
ordinated company by the way they kiss up to visiting Genom staff.

As an example, consider the production and sale of automobiles:
First, a zaibatsu company will impaort the raw materials (iron), which they
will only sell to steel companies in the same zaibatsu, who will make steel
plates. The plates will then be sold to an auto manufacturer within the
zaibatsu who makes the cars, which will be sold through that zaibatsu's
dealerships or exporters. Capital for all this will be gained through loans
from the zaibatsu banks. Thus, an almost self-contained corporate systam
is made, with each company being led by a member of the same family,
This minimizes financial risk, but management freedom is severely limit-
ed by the needs of those up the line,

Internally, modem corporations often follow German management
models, organizing as a vast hierarchy, with a President and Board of
Directors at the top, and a huge sea of workers at the bottom. In the mid-
dle of this, one finds corporate executives—matenialistic overachievers,
usually with the singleminded goal of grabbing as much power and privi-
lege as possible.

In the 21st century, corporate executives are a mix of secret agent
and samurai. Whether their employers are honest or corrupt, it's none of
their business—an executive’s job is to serve his employers, not to ques-
tion them. Given this basic assumption, an upwardly mobile corporate
employee usually starts as a junior exacutive, heading a particular project
or group of people. At the next level, he becomes a manager, controlling
a specific department or production area. The major infighting begins
here—only very successful managers get elevated to the position of
Assistant Vice President, where they control entire factories or subsidiary
corporations. They are, in tum, bossed by Vice Presidents, who control
entire divisions of the company. Mear the top is the Executive Vice
President, who effectively runs the corporation. His boss is the President,
who answers only to the Board of Directors (major stockholders) and the
Chairman of the Board.

Theoretically, corporate advancement is based on merit. In reality, the
corporate world is rife with nepotism, deal making, brown nosing, cheat-
ing, Iying, and credit stealing, Extortion, blackmail, and frame-ups are com-
man, and even kidnaping and assassination are not unknown. Of course,
that's nothing comparad to what the corporations do to each other ...

WCORPORRTE WRRFRRE SREs

Carparations are competitive by nature. In this new era of cor-

porate freedom, that competition can take many farms, including vio-
lence. Fortunately, the majority of corporate warfare takes place in the
boardroom and the marketplace. Stock manipulation, hostile buyouts,
price wars, and political influence are typical weapons of choice.

Take stock warfare: A corporation’s livelihood rests on its stock,
shares of which might be owned by the public or by private individuals.
This makes it vulnerable. Acguiring a sufficient percentage of a corpora-
tion’s voting stock effectively gives you control of of the company, as long
a3 you do so before the target corporation can discover what you are doing
and arrange a defense. Conversely, investors can now use their cellphones
to contact their brokers at any time or from any place. If-a company’s
assets can be andangered, or properly faked rumars and reparts be circu-
lated, investor panic could crush that company as surely as an army.

Espionage is another tactic. Every corporation has its trade secrels—
R&D data, market research, programming schedules, the formula for
Gasohol, etc. To protect these secrets and to gain access to others’, many
corporations employ highly trained operatives or purchase Boomers spe-
cialized in espionage, counter-espionage, sabotage, and counter-temor-
ism. These agents are often used on the offensive, infiltrating the secure
facilities of enemy corporations for a variety of “information-gathering”
and blatant sabotage missions. In extreme cases, corporate special forces
have been used for such extreme measures as assassination—against
uncooperative governments, pesky individuals, other corporations, or even
within the corporata structure itself.

A corporate covert operations division is usually made up of
weapons specialists, computer technicians, and various "hired guns.”
Almaost all of these covert forces are equipped with the best technology
available, or are "manned” by deadly, stealthy, Combat-type Boomers.
Genom has several such groups, almost universally staffed by Boomers.

All this isn't new. Zaibatsu used to be infamous for secretly employ-
ing ninja clans in many of their covert operations. Less covert operations
requiring muscle and a lack of subtlety were often delegated to various
Japanese gangster mobs (e.q., the Yakuza), many of whom had full or par-
tial interests in the corporations themselves. Chinese Triads have become
corporations in their own right, the Chang Group being one example, and
have carried many of the more ruthless aspects of their organization over
into the business world, As Westem corporations began to adopt various
methods of Japanese management and production, it was a simple step for
these companies to employ (or even manufacture) their own "ninja” forces.
Covert operations Boomers like the BU-55C now offer the hi-tech equiva-
lent to trained assassins and are one of Genom's best-selling items. As
usual, Genom knows how to make a profit even off its potential enemies.

The Guir &
BranLey BuiLDING,
HousTon, TX
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There have been a very few instances where corporate compe-

tition has maved from the typical low-key fighting into full-

fledged armed confiict. These "wars” are always very expensive

and highly destructive of corporate property, meaning that they are also

short. Few companies can afford such losses for any length of time, and

profit is what it’s about, after all. Corporate conflicts are also low profile.

If such warfare became obvious, there's a chance of government (perhaps

aven L. N.) interventian, and that would be ... inconvenient. No business-
mian wants to have to fight a national army-—thare’s no money in it

Farly on, some corporations hired actual temorist groups to wage

these wars, but as these groups proved undependable, the companies dis-
quised their own special forces to resemble terrorists. Several current ter-
rorist groups are actually fully equipped corporate or mercenary strike
forces, whose seemingly random attacks on rival offices and strongholds
are part of larger covert strategies.

Monetheless, corporate war is a rare event; corporations enter into
violent conflict only when they can be sure it will be cost effective, and
wars are rarely so. But it is a sign of the times that the corporations can
foment revalutions in other countries, conduct international covert opera-
tions, and assassinate government officials with relative impunity.

- SAMPLE BUBBLEGUM CRISIS CORPORATIONS

mmmmmm succassful brokerage firm,
it has offices all over the warld and wields 2 great deal of influence
wtﬁuﬂlar mmemhum. It has- auﬂnngﬁa in Mma?ultw. Berlin, anﬂ

;-mﬁ mmm Ituamaa ﬂm asaarch foundation
‘where Sylia's father, Dr. Stingray, created the first Boomers at its Wiz

 Laborateries facility. Wiz and BEC have been defunct ever since the fire
“set by Brian J- Mason to cover up his assassiration of O Stingray,

« EBISU MECHATRONICS: A subsidiary of Genom, Ebisu’s MegaTukyu
offices were built on the site of the old shrine to the Buddhist god of
"wealth by the same name. This subcompany generally designs and mar-
kets "Boomer clones’—essenfially cheap knockolfs of Genom's famous
rghmdrnMdﬁsmmmnbaMtumammmm

designed ty Dr. Miram Yoshida. -

 ESSEX: An information tsdmhgm mrpm'.atlm me i5 heavily
- ivolved in computers, software and consulting. It manufactures busi-
mm:hmmﬁqmrmimmm produces custom programming
for banks, stock companies, and other corporatians, and p&rrunns infor-
mation services for all sorts of businesses. - :
-ﬁm%hmmm“&l tlﬂs fsup&rmngiumwte gats its
own section |seepg. 90).
= GULF AND BRADLEY: TFIIS*]S one of the few corporations which
comes anywhere close to equaling Genom in size. Headquartered in
Houston, Texas, this multinational’s core is & petrochemicals combine
a;»maﬂzmgméim production and sale of Gasohol (a mixture of gaso-
line and an advanced form of ethanol); much like Genom manufactures
‘mast of the cars in the world, G&B makes and sells most of the fuel
that those cars use. G&B's many other operations-all stem out of this
“focus; it controls the largest network of gas and service stations inthe
warld and has a near-monopoly in the fields of oil and petroleun. G&B
haslrandwd into other fuel and power resources as well, operating
prhﬂahmim services for many Western cities. Mineral mining and

| ghemical svnﬂuasm haldings have made it one of the largest manufac-
turers of alloys, plastics and chemicals—it is alsa involived in medi-

i

rmandhmhww Early in 2033, G&B entered into a partership

Cwith Gam a nexl-generation Boomer, each investing 50%
of the capital 'ﬂﬁmﬂbmmﬁ partnership was a canny
“move by:both parties; G&B has insured itself against hostility from
i Genum:ﬂtﬁﬂﬂnha& ; Ermﬂse of the resources of one
of its primary co = 4

-ﬁmm mm*m-,r Its products, you've heard the jin-

gles: “In the sky, or by the oeean, it's delicious everywhere you go—
Green Cereall” Green was one of the faw companies that kept its agri-
cultural MH'F wbﬂl he changing - ‘tedwhgu:al and environ-

mental l.‘.lll'l‘lﬁtii. While most agricorps cmshed as Ih'ﬁil‘ farmlands died
away, Grean invested in greenhouses, hiydroponics, advanced growth
chemicals and fertilizers, and genetically engineered vegetables and
livestock with increasad survivability. Soon, the competition had "dried
up”, and Green was in a perfect position to buy up agricultural lands. It
naw controls (directly or indirectly) nearly 25% of the world’s farm-
lands—while Genom provides '.-'2% of the wu:Ld%ﬁmd Grean Food pro-
vides most of the rest,

» KYUUSEI INDUSTRIES: One of the many mpames arrayed under
the umbrella of tha Chang Group (2 syndicate run by the Chinese Triad
Hou Bang), this military-industrial concern manufactures a varisty of
heavy-duty equipment, including construction devices, heavy trans-
porters, and military vehiclas—including the U.S. Am.rs nmr G042
Battlemover. i

« OMNI CO. LTD.: This British corporation is prmmnlrr a suftwnra
company, making everything from videa games and spreadshests to
preprogrammed templates for Boomer behavior angrams. More impor-
tantly, Omni is davn!opmgmwﬁl systems as a subcontractor for
Genom.

» SDPC: The Space I:Imrempnm Fub!u: Corporation is an m&ge-nun—
scigus company charged with the development and exploitation of
extra-temestrial resources. It maintains five space stations, including
Genaros, the orhital transfer station to the Moonbase. It bills itself as
the herald of the 22nd century, pushing the dream of a better tomorow
and encouraging hard work and optimism, However, behind this face
lies the dark, grim reality of SDPC's policies: Since most of its holdings
are outside any and all national borders, SDPC considers itself outside
the law. As & result, it blatantly lies-to the public about such incidents
as the illegal arms sales and heavy drug trade on its stations or the
occasional escaped Boomer. Worst of all. while SDPC ostensibly
answers 1o the govemment, it is actually controlled by Genom. -

» ZONE CORPORATION: This relatively small but prosperous corpora-
tion makes Boomer brains as a subcontractor for Genom. Few peuple
are privy to the fact that back in 2032, part of Japan’s national budget
was sacretly rerouted to the Zone Corporation to advance the develap-
ment of Second-generation Boomers: These hyper-advanced machines
are expected to be integral in the creation af & new human civilization
centered around Cyberdroids. Dr. Haynes, one of Dr. Stingray's col-
leagues, works for Zone and is using the research data Dr. Stingray left
behind to design just such a Boomer. It should incorporate a new type of
Al capabie of mental processes that are even closer to human than
existing Cyberdroids, making them almost indistinguishable from peo-
ple. Second-generation Boomers are to become “a good friend of
mankind"+—but then, so were the first-generation Boomers ...




“To think that such suite actually exist ... | would very much like
to acquire them for analysis.”
—USSD General Schwarz on the Knight Sabers’ Hardsuits, AD2032

y the 2030s, many technologies which were expected to

be important in “The Future” had already come into

common use. Solar power stations and optical commu-
nication systems spread across the globe. Biochips were
being grown in laboratories to make faster and smarter
computers, and advances in ceramics and synthetic resins
trickled down to people in the form of such everyday appli-
cations as more durable dentures. Exoskeletal frames, tita-
nium bones and cyberlimbs—prosthetics actuated by syn-
thetic myomer muscle fibers and using organic chips to
process electrical commands sent from the brain—gave
new hope to the handicapped. Artificial organs were creat-
ed to circumvent fatal iliness, which quickly led to new
types of elective surgery. Few people knew it then, but var-
ious militaries were trying to develop mentally controlled
weapons systems. Automated design programs were hitting
the market, facilitating the composition of 3-D digital mod-
els which were far superior to draftings done by the human
hand. The field of bioengineering, once the realm of science
fiction, was growing rapidly.

It didn't take long for technology to outstrip mankind's ability to com-
prehend it. First came home computers which served as data systems but
also automatically adjustad the termperature in your house and made your
coffee. Spin-offs of biochip tech led to cybemetic eyes and other complex
argans, and to direct linkages between humans and computers. Combined
with new advances in telecommunications and satellite links, the basis for
the now-planetwide Net was established. Next thing anyone knew, you
eould dial the moon base aon your cellphone. Then, all these technologies
converged in the creation of a “new race” of arificial humans—
Cyberdroids. As each new technological advancement slammed into
place, & sort of cultural technoshock set in.

V INTEGRRTIO ESPTERIeTE SRR T TE
Technoshock is a form of mass psychosis that can occur when the rate at
which technolony progresses is too fast for society to integrate it. Feople
feel helpless and frustrated, caught up ina tech-rush over which they have
na control. Commaon reactions are vinlence or abject passivity, making civ-
ilization stall in chaos and conflict.

In an attempt 1o prevent such a catastrophe, two sweeping global
programs were adopted by the industrial nations of the world: the
Technologically Integrated City Project and the Space Colonization Plan.
By replanning the cities into modern, communication-oriented living
spaces, the people’s technoshock could be minimized. Looking to space as
a new living area and source of resources, overpopulation could be solved.
This would provide a goal, a horizon toward which people could ook and
yeam. While it would be difficult to displace a significant portion of the
population, the development of space industries, colonies, and technalo-
gy might buy Earth the time it needed to heal. Eventually, the populace
could be moved into controlled, ordered environments in orbit, with better

support structures and less pressures from overcrowding. But how to col-
onize space in the limited time available?

This was the genesis of the Cyberdroids. Boomers were conceived as
artificial stand-ins for humans who could work efficiently in space to expe-
dite the process of construction and colonization. As the maker of
Cyberdroids, Genom has also made itself instrumental in the replanning of
the waorld, beginning with Tokyo, one of the wrold’s most important cities.

By controlling technology, Genom hopes to control society. As the
public becomes more and more willing to pay any price for stability and
comfort in this confusing new era, it looks as if Genom might succeed.

But there are always the young—those whaose hearts and minds are
not bound by fear and routine, who refuse to sit back and be cowed, who
decide to hit the future head on. Instead of being intimidated by technol-
ogy, they grab it by the throat and tame it for their own uses. The fate of
the future will be decided by these young people. People like the heroes
of Bubblegum Crisis. People like you.

W TECH ADVANCEMENTS I
The technology of 2033 is quite remarkable. Comman items have become
smaller, more efficient, and maore powerful, while entirely new products
have replaced the everyday standbys of the previous century, Here is a
brief overview of just a few of the major inventions that have shaped the
Bubblegum Crisis world.

Computers: Computers are absolutely (7
everywhere in 2033. They are found in car
engines, household appliances, and most
other common electronic items. They man-
age mass transit networks, building emviron-
ment systems, deep sea mining units,
space exploration probes and other such
things. Most households have a per-

sonal computer which is linked to the
Met, and which can use the Central
Databank service in the area to access

maps, information, news updates, phone numbers, current events,
entertainment, information, and shopping services. Computers can also
be used for email, which is a popular form of communication. They range
in size from a microchip up to @ house and everywhere in between.
Though they're all highly advanced, their processing power and speeds
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vary: Some are barely smarter than calculators, while some
are full-blown artificial intelligences (Als) with their own per-
sonalities [see pages 62-63).

g ra= E " <

wransmitters, and satellites are all part of a single vast telecommunica-
tions network which joins almast all of the machines on Earth. This world-
wide network (commonly referred to as simply “the Net”) includes tele-
phones and TVs, but its primary nodes are computers—which are every-
where. Almost every business and household, from ultra-modern "intelli-
gent” buildings to simple apartments, has a computer system.

While the Net is primanily used for communications, research, and
data transmission, it's also the realm of hackers; while the Net includes
phones and TVs, its primary nodes are computers, ripe with data. Most of
this data is trivial, but some is incredibly valuable: Business plans. Insider
stock tips. Secret blueprints. Hot new software. Money you can transfer
electronically. The specs for Boomer Als. Yes, information is power,

Most cities use computers to manage their public transportation sys-
tems, public works services, and traffic patterns. Control of a computer
means control of what it controls—if you need to get inside a secure
installation, hacking its computers might allow you to override security,
open doors, even eavesdrop through cameras and observation devicas.

The law is tough on computer crime in 2033. Government agencies
can freely use any means to stop intruders, and the law allows corpara-
tions to locate and apprehend hackers. Frison time is just a8 sample of
what awaits a computer felon—some groups resort to (highly illegal) anti-

cally online hacker.
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Mail: While email, fax, and letter-writing are most popular, one can also
sand a Discletter, wherein an audiovisual recording stored on a disk is
mailed to the recipient.

Phones: Two-way video versions of telephones are available in most
cities and offices, and personal “pre-cashed” phane cards are often used
for public booths. Cellphanes are extremely common and come in a vari-
ety of brands and styles, from pen-sized to wristband or even
ring models, =
Newspapers: To stay competitive
with TV, newspapers in 2033 use
online/fax technology, Newspapers in
digital code form are transmitted to

hundreds of subscribed personal com- |
puters, which print the paper on the
spot. The result is a slick, flimsy news-
paper customized as you like—you
receive only the sections of the paper you want.

Media: An all-parvasive force in 2033, television has moved info the realm
of total entertainment. Hundreds of channels crowd the airwaves on top of
cable/satellite subscription channels, covering every type of programming,
and radio remains a popular form of entertainment for people on the mave
(driving, jooging, ete.). Giant TV screens are beginning to replace billboards
for advertising purposes—they can be seen everywhere, from the walls of
huildings to the undersides of slow-moving, low-flying advertising blimps.
Media programming comes from AIC, EMI and other massive entertainment
conglomerates wha produce not only TV and radio programs, but CDs,
videos, movies, and comics for the masses; there are also still a few pirate
channels operating out of hidden stations and through cable and satellite
patch-ins. All media data is digital, so it's easy to alter, edit, or even create
whole portions of programming without any degradation in image quali-
ty—needless to say, video is rarely accepted as trial evidence.

Power Sources: Due to the rampant exploitation of the environment,
"classic” sources of energy such as fossil fuels and nuclear power have
become only marginally viable. Just as Gasohol has replaced gasoline as
the major fuel for automobiles, so too have hydrogen-buming turbines
replaced the gas-guzzling engines used in airplanes and helicopters.

Similarly, fossil fuel-based power systems have been replaced by
other means of providing massive quantities of eneray. Fuel cells [chemi-
cally catalyzed power packs) far superior to any conventional batteries
have also bean developed, but they're still too expensive to warrant their
incarparation into anything other than devices which are already complex
and expensive. For this reason, fuel cells are generally used for high-per-
formance Boomers and Powerad Suits. Many new buildings in MegaTokyo
and other cities have thair own fuel-cell generators which they can use in
case of a power outage, and Boomers which do not run on electrically
recharged batteries use fuel cells to power their engines.

Hydroelectric stations are now the most commeon power source for
urban areas, using the motion of waterfalls or the tides to run electric
dynamos. Geothermal power is used where available, but solar power sta-
tions are much more common—glittering seas of photovoltaic arrays
spread for miles in open, unpopulated areas on the outskirts of many
conurbations. Furthermore, the development of space resources has
established several orbiting solar-array satellites which beam energy by
microwave to collector stations across the equator.

Nuclear reactors are a relatively uncommon power source due to

their hazard potential, and fusion is being developed as the replacement
standard in nuclear power, being cleaner and safer than fission-based
models. Real and exciting progress is being made such that fusion reac-
tors are being put into limited test use.
Automobiles: Contrary 1o
expectations, the 21st centu- 4
ry vielded no huge new
developments in transporta-
tion. What has changed is what |
vehicles run on and how they e
implement their systems. Qil
supplies have inevitably dwindled
to & trickle, so altemative sources were sought; the most effective answer
came in the form of & grain alcohol-based fuel called Gasohol. Now most
motor vehicles either burn Gasohol, or run off of batteries.

Cars and motorcycles are little changed from their Ford or Toyota roots.
Most have lightweight composite frames, and control systems employ a
few more digital displays, push button controls, and traffic data links.
Autopilot systems are available—but they're expensive and they're only
good enough for basic driving conditions—nao street racing on full-auto!
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Rail Travel: Within city limits, the trains of old are all but gone—super-
conductor magnets have made it possible to build extremely cheap and
durable, high speed, magnetic levitation trains. Riding on magnetic cush-
ions, these "maglevs” have become one of the major transportation
resources in the 21st century. Financed by corporations or gity govem-
ments, they are present in most major cities. They are usually under-
ground within the city limits, running on high pillars out in the suburbs.
Aircraft: Skyliners still ply the air lanes, and suborbital supersonic space-
planes make transcontinental flights comfortably short. Rotorwing aircraft
are actively utilized within urban airspace—limitations on available space
have made helicopters, asrodynes, and tiltrotors everpresent sights in the
city sky. Aircraft are still typically outside the realm of private individuals,
but are popular as commuter vehicles between city centers and hub air-
parts, as police patrol and support craft, and as corporate vehicles oper-
ating from rooftop pads atop skyscrapers.

Rotors are being replaced by aerodyne arrays: single lamge fans

housed in a ring-like fuselage to provide Iift. Tiltrotor aircraft mount two
large, wide-propped engine nacelles at the ends of long, high-lift wings.
These engines can be tilted from a forward-facing direction 1o a vertical
pasition, allewing the aircraft o take off and hover vertically. The wings
can be folded back along the body for easy storage, making tiltrotors per-
fect vehicles for rooftop pads.
Weapons: Most personal weapons have changed little in the last hun-
dred years. More powerful gunpowder is used to fire deadlier bullets
faster and farther, but the basic idea is the same. In fact, many 20th cen-
tury weapons are still in use in 2033—the ever-popular Colt Government
A5 and the 9mm Uzi remain in use alongside caseless-ammo, compasite-
construction assault modules.

On the cutting edge are lasers (which fire focused light which caus-
g3 heat damage| and railguns (which magnetically accelerate metal slugs
to incredible speedsl—such weaponry is rare in man-portable form, since
the power requirements for such high-energy armament are nearly pro-
hibitive. Boomers are the only man-sized (0K, almost man-sized) things
which regularly mount such high-energy weapons.

{On the other hand, lasers and railguns {as well as cannons, rockets,
and missiles) are in wide use as vehicular weapons, being fielded by
Powered Suits, Battlemovers, tanks, and other fighting armor. There are
scores of experimental weapons being tested by corporate research labs,
including particle beams, monomolecular blades, and even gravitic-pras-
sure cannons, but mast of those are yet to be seen on the battlefield.

V¥ NeW TECH DEVELOPMENTS FEEissississsii

“Fluid temperature: 23 degrees C. lon congentration: 75%.
Commencing armor plating.”
—Genom technical staff at work on giant Boomer prototype, mid-2033

Along with the relatively mundane technologies mentioned above, the
21st century has seen the emergence of several technologies which were
all but fiction before 2000. Cybernetics. mecha-tech, genetic enginearing,
nanotechnology, artificial intelligence, and Boomers are all new develop-
ments which have exploded in the last thirty years.

Cybernetics: By the 1990s organic biochips were being grown in laborato-
ries. By the tum of the century, artificial limbs moved by pseudo-plastic mus-
cle fibers and controlled by hardwired nerve connections were an effectiva
reality. By the 2020s, cybernetics had become a popular altemative fo clas-
sic medical science. The ethos of the 20205 was that if a part of you hurt,
you didn’t bather with expensive treatment—you just replaced it!

With most implant opera-
tions taking only five minutes,
cybemetics were more than a
medical technology—they were
a hip new fashion. Competitive
individuals and corporate-spon-
sored workers could hoost their
talents with built-in computers,
reflex enhancers, memory chip
information  links, and - infrared
vision. Through implanted sockets
which route electronic sig-
nals to and from the
central - nervous
system, & person C
could even link to
properly equipped
machings via cables—this
would allow the user 1o operate
the device mentally, without the need for
physical controls. These cybemetically controlled
vehicles, weapons, and computers all had superior perfor-

mance to standard models. Cybernetics were embraced most strongly by

the rebel set—in the "cyberpunk” underground style, it was cool to have =

obviously artificial limbs, camera-like eyes, and wires coming out of your
head. This popularity endured despite high costs—cybernetics banks
offered argan-donor discount programs, making enhancement affordable
to anyone who could spare a kidney.

By the end of the 2020s, the cybernetics craze began to ebb.
Medical studies and police reports had revealed a mental disease in
which the addition of cybernetics caused an already unstable personal-
ity to fragment. A variety of psychoses could result, from disorientation
to homicidal sociopathy. This so-called “Boomer Syndrome” [after the
Cyberdroids) manifested in various forms, including compulsive lying,
kleptomania, sadism, brutality, split personality, extremely violent mood
swings, even murderous rage. Once “Boomer Syndrome” became a
praven fact, cybernetic enhancement became a much less common phe-
nomenan. Mon-medical cybernetics were discouraged and in some
cases made illegal. By the 2030s, mainstream cyberfashion was largely
dead; most people had their cybernetic parts removed and replaced with
flesh once more. Only hardcore cyberpunk rebels still eschew drastic
cybernetic modification.

FIFEIARFEET TIRNRN L TN S S LORISTS
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Mecha: Mecha, a name derived from the word “mechanism”, is a gener-
ic term for any kind of robotic vehicle. Mecha are most commanly used
for combat, as they are extremely versatile and maneuverable, and typi-
cal types of mecha include Powered Suits {power-assisted personal
armar} and Battlemovers {multi-legged vehicles with one or more pilots),
A recent development is the creation of mecha which are hybrids
between Powered Suits and Battlemovers, generally using synchronized
mation for leg contral and joysticks for arm control. On the very forefront
of mecha-technology is transformability; the ability to reconfigure the
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mecha’s shape to adapt to different conditions. The U.5.

Amy's GD-42 can collapse its legs to fit in small spaces, and

the prototype D.D. can transform between a 4-legged beastlike

form (for all-terrain mobility) and a 2-legged humanoid form (for combat

effectiveness).

Powered Suits; A Powered Suit is an armor-plated infantry machine

designed for military use (and adopted by advanced police forces for com-

bat with Boomers). Also known as a battlesuit or an armored trooper, such

mecha are power-assisted with hydraulic and myomer actuators to syn-

chronistically mimic the movements of the pilot who wears the armor.

Every battlesuit must be adjusted for its controller’s size and athletic abil-
ity—only those fitted with the machine can control it.

The first Powered Suit, the MADOX-01, was built in the late 1980s.

The most commaon type of Powered Suits in the 2030s are those of the K-

series developed by the USSD (although other types, like the German-

made Daimler MF-405D, are also available). There are also civilian

Powered Suits which are unarmored and have open chest cavities—these

Power Loaders have replaced forklifts in warehouses and factories for
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Battlemovers: These are the larger cousins of battlesuits; Battlemovers
are usually 4-legged (although insectlike B-legged types and semi-
humanoid 2-legged types have also been made) and are generally faster
and more heavily armed than Powered Suits. Since they are larger, they
can afford more protection to their pilots: The cockpit is fully enclosed in
the vehicle’s “torso” {i.e., its hull), protected from all sides by thick armor
plating. This added protection makes Battlemovers more appropriate for
use in extreme situations, but the cockpit-type layout requires that a
Battlemover's pilot use pedals and joysticks to control the vehicle instead
of moving his own body. The first effective Battlemover was the now-
obsolets Type-9, but most modern Battlemovers have a "D” somewhere in
their designation.

Synchro-Tech: While still an emerging technology, several methods
have been devised to allow a human brain to synchronize with machines
through a computerized interface without requiring cybemetic implants.
Such an interface effectively “skips the middleman™ of physical controls
such as steering wheels, pedals, joysticks, buttons and triggers—the
operator's brain becomes the brain of the machine. Most Synchro-devices
utilize electrode headsets and/or virtual-reality goggles, but as yet results
have been inconsistent. Recall systems for database management have

been relatively successful, and most large corporations have recall sta-
tions for their large information bases.

(ther Synchro-devices have had varying degrees of success. For
example, in 2030, a Psychic Brain Trip system was marketed to the public.
Utilizing synchro effects to stimulate the user's brain, it could supposedly
grant a safe high. However, vice departments took the PET's manufactur-
er down; extended exposure to the PBT's feed to the optic nerve and the
deep tympanum nerves caused blood to solidify in parts of the brain, lead-
ing to the formation of tumars. If untreated, this addictive stimulus caused
hallucinations, a breakdown of the autonomic nervous system, and even-
tually death.

Military-industrial Synchro-systems like the J-1 {as used in the D.0.
Battlemover) and the MFS (Mind Feedback System, as used in the Griffon)
are less physically harmful and can grant superior control, but have a ten-
dency to go awry—experience has shown that strong emations can be

“imprinted” on the computer core of a Synchro-system, potentially imbu-
ing the machine with madness. These hang-ups in Synchro-technology
will probably be overcome in the next few years, but until then such sys-
tems will remain rare and experimental.
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n.mﬁnul Intelligence: Most computers have no self-awareness; they
have a set of skill-like programs and controllers dedicated to the comple-
tion of certain specified tasks and goals. However, a computer with a suf-
ficiently powerful processor and enough memory can be imprinted with
algorithms designed to emulate the thinking patterns of human beings.

Only a large network af multiply linked, cross-communicating holo-
graphic coprocessors can establish enough neural pathways to facilitate
artificial intelligence—an Al can't be imprinted on a less complex system,
which won't support cross-processing and holographic data recognition. A
functioning Al is a “thinking machine”, aware of its own existence and
capable of sideways thinking, insigh, and logic leaps which are outside
the realm of mere computers (an Al's motivations, reactions, and overall
psyche are generally inscrutable). However, for an Artificial Intelligence to
be any more useful than a normal human brain, it must be running on a
maching with tremendous amounts of power, parallel processors, and
memory storage—cansequently, only national govemment agencies,
mighty corporations, and other rich and powerful groups have Als under
their contral.

Technically speaking, artificial intelligence has been around since
20120, when Dr. Katsuhito Stingray created the first Boamer (see below)}—
he built an artificial brain which functioned like that of a human, but its
functional performance was only equivalent to a normal human's intelli-
gence. It was not until 2028 that a “superior” Al was actualized, when
Genom created the ALEX-01 supercomputer for installation in its
MegaTokyo headquarters. The ALEX-01 was destroyed by terrorists
almost immediately after it was brought online (see pg. 166}, but another
computer of equal or greater power is no doubt now online deep beneath
Genom Tower (see pg. 311

Because of their unprecedented intelligence and power, Als are kept
under very tight reins. Their activity is constantly monitored, and attempts
to deviate from approved activities will be detected and stopped ... sup-
posedly. As yet, no incidents of Als going rogue have been made public,
but considering the troubles which have been had with Boomers, it would
seem to be only a matter of time.
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Hanutut:hnnlumr: This radical field imvolves the use of microscopic
machines which can manipulate individual molecules and is only just
beginning to be explored fo its full potential. When large numbers of
“nanites” are used together, they act like a kind of virus, able to transform
matter at the malecular level.

Manotech has been long been used in medical applications, particular-
Iy in the field of cybemetics—nanaids are injected into the area to be sur-
gically altered, along with a supply of the raw matenials needed to perform
their jobs (for example, nanoids can weave the nerve splices necessary to
allow the implantation of sophisticated cybernetics such as eyes and ears).
Powered by body heat and nutrient chemicals, these tiny machines quietly
oo about their business—they can knit broken bones, destroy tumors, splice
nerves, repair muscle fibers, and alter body chemistry.

Boomer science led to major breakthroughs in nanotechnology,
allowing Cyberdroids to maintain and repair their own systems and even
“glone” their own molecules, granting them the power to compress and
expand their bodies, extend their limbs, and sprout hidden equipment. At
the most extreme range, nanotech has been used to grant certain
Boomers the ability to fuse with inorganic matter; Fusion-capable
Boomers can “infect” objects and take total physical control of them.

Manotech is cumently a new technology, but it is expected 1o be a
VEry |rnpnr|:ant FEid in the futurE affa:tmg every aspect of lifa.

dEgads At aE TR Tea S N Qe TRR LRSS IIRTRE LY SATaREY
IN THE GAME: n game terms, nanatech s currefty seen only as atool
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Boomer Technology: "4 New Race” is one way to describe these
remarkable beings, artificial humanoids designed as a labor force for outer
space and here at home. Their presence has had dramati_t_: gffect on the
waorld of 2033—hoth positive and negative.

Boomers were created to aid in the development and colonization of
outer space. The Cyberdroid development program (known cryptically as
the “PCBC"} was being handled by the BioEscape Corporation, which was
directly controlled by the USSD. Having devoted his life's wark to merging
the fields of biotechnology and mechatronics, BEC's chief researcher Dr.
Katsuhito Stingray was placed in charge of the plan.

Most of Doctor Stingray's work was conductsed at BECs Wiz
Laborataries facility. For the first experimental body, a frame composed of
synthetic resin and a nervous system identical to a human being’s were
used; an actual human brain served as the central processing core for the
android. Eventually, advances in the fields of biological and electrical
engineering allowed Dr. Stingray to construct an artificial processar com-
parable to a human brain, and somatime in 2020, the first Cyberdroid was
created—it was named Adama,

Despite this initial success, the plan’s progress was often tempm'ar
ity suspended due to the incredible costs involved—the price of produc-
ing one Boomer was equivalent to fraining twenty astronauts! At the
same time, Genom was seeking government funding for its space devel-
opment projects—as an incentive, Genom invested a great deal of capi-
tal in the PCBC, which allowed development to continue. Gradually, the
“Boomers” [as they had come to be called) were equipped with thrustars
for greater space mobility and a stronger covering for protection from cos-
mic rays. As their distinctly humanoid features improved, Boomers were
effectivaly becoming a second humanjoid) race.

After two years of on-and-off development, Wiz Laboratories was
destroyed due to an explosion caused by an operational error of some
kind. Dr. Stingray was killed in this horrible “accident.” With all data and
prototypes lost, the PCBC was suspended. Later, a faction within the
USSD worked with Genom to secretly reimplement the PCBC, creating a
wealth of Boomers which soon appeared on the open markat. Some were
civilian and benign, but others more twisted and sinister; combat crea-
tures illegally designed to serve military objectives.

By 2033, countless types of Boomers are available: simple labor
units, nursing androids, bestial combat models, exotic computer-linked
types, anything the market requires. Many even serve their original pur-
pose of space development. With the general public’s acceptance of their
usefulness, non-combat Boomars have become integral to modem society
and have significantly contributed to mankind's welfare. But the questions
remain: Have we really just built a race of mechanical human slaves? if
Boomers are truly aware, don't they have the right to be frea? See pg. 96
for more on Boomers.
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“A mysterious armored band that haunts our orderly society.
They oppose Genom, shake down the weak for huge amounts of

money ... and even destroy helpless girls' cameraa”
— Lisa Vanette, Amateur News Photographer, AD2033

hey are the Knight Sabers: Battlesuited warriors con-

stantly seen combating the brutal rampages of mad

Cyberdroids in the streets of MegaTokyo. Their real
identities remain a mystery. Are they hi-tech avengers con-
ducting a personal war against the rising tide of rogue tech-
nology and twisted corporate greed? Or are they criminal
vigilantes, pursuing a reckless vendetta against the largest
corporation in the world?

Actually, they're a bit of both. The team consists of Sylia Stingray,
Priss Asagini, Linna Yamazaki, and Nene Romanova, as well as Mackie
Stingray, Sylia’s gifted little brother, and Dr. Raven, an eccentric associate
of Sylia's father. Like comic book heroes, the Knight Sabers do wark to con-
tain the Boomer theat to the public, and they also maintain an extra-legal,
secret organization designed to counter any "excessive” actions by Genom
and the other megacorporations. Each member leads a hidden double life:
nommal MegaTokyo citizen on one side and Boomer-busting battler on the
other, And Sylia Stingray is conducting a vendetta of sorts against Genom,
using this unigue group and the technology she has developed based on her
father's tragic research (see below). While the police and government offi-
cials must officially denounce the Knight Sabers’ actions, they are actually
grateful for the team's help in fighting the frightening plague of combat
Boomers that even the AD Police seem ill-equipped to stop.

Unlike most comic book heroes, however, the Knight Sabers are not
only vigilantes, but specialists-for-hire as well. Developing and maintaining
cutting-edge combat gear isn't cheap, and Sylia's pockets aren't bottom-
less. While they often take it upon themselves to stop those Boomers too
powerful for the AD Police to handle, the Sabers are also perfectly willing
to work for money—provided the client meets Sylia’s strict standards. The
Knight Sabers will not work for criminals, Genom, or anyone else whom
Sylia considers morally or politically unacceptable. Ironically, the same gov-
ermments that must rail against the Knight Sabers’ flaunting of the law
have been known to hire them for "special” tasks—at a steep price. {Even
more ironic, Genom itself has hired the Knight Sabers, albeit indirectly
through the SDPC.) Their jobs have included bodyguarding. counter-espi-
onage, hostage rescue, and even Missing persons wark.

Dedicated to confronting the evils of Genom and its Boomers, and to
easing the suffering of the people oppressed by the New World Order
which is being forced upon them, the Knight Sabers operate outside the
law to enforce what they see as true justice.

WWHERE THEY CAME FROM T

Doctor Katsuhito Stingray, the man who created the first Boomers, may go
down in history as ane of the greatest scientists wha ever lived. His “new
race” of Cyberdroids changed the face of the world and redefined human-
ity. Sadly, his plans for Cyberdroids didn't match those of Genom—when
he publicly accused the corporation of planning to use his creations for a
“frighteningly ambitious plot”, he may as well have b&en signing his own
death warrant. Brian J. Mason assassinated the doctor, and Dr. Stingray's
Cyberdroids were twisted by Genom into the ominous Boomers so well
knowm in 2033,

Dr. Stingray was survived by his children, Sylia and Mackie. Sylia, being
the elder child, was entrusted with the Doctor’s huge fortune and a mysteri-
ous data unit—one filled with all the Doctor's research information, as if Dr.
Stingray had known he was in imminent danger. As she matured, Sylia
became the executor of her father's will and her brother's legal guardian, and
watched Genom's grand schemes unfold. Appalled by the giant enterprise’s
avil deeds and the threat they posed to the freedom of Japan and the world,
Sylia organized her own covert operation. She invested wisely, bribed key
people across the city, refined her father's mecha-technology, and recruited
three women into her covert task force: the Knight Sabers.

“We work under the counter, as you know. What alternative do you
have, except to trust us®
—Sylia Stingray to General Schwarz, AD2032

VWHRT THEY DO I
Officially, the Knight Sabers exist "to defend peace and justice, and rid the
world of evil." However, what they really hope to accomplish is less eas-
ily sloganized. At first glance, the alleged heroism of the Knight Sabers
seems shaky; it's well known that they fight rogue Boomers, but it's also
well known that they work for pay and that their service fees are astro-
nomical. Even if ane excuses their vigilante behavior and their apparent
greed, their goal could easily be mistaken as a crusade to destroy Genom
and its horde of Cyberdraids.

Sylia didn’'t form the Knight Sabers to eradicate Boomerkind or to
destroy Genom, although this is tempting; as the world's largest corpara-
tion, Genom contributes to—even causes—wars across the globe by
manufacturing weapons and military Boomers. However, Genom also
makes products [including many Boomers} which are useful, even vital, to
society. By this point, Genom has become integral to the economy of the
entire world: if the corporation were destroyed, civilization itself would
probably grind 1o a halt. However, the fact remains that for every good
thing Genom brings to the world, it also brings something bad. Sylia
knows that to keep the world from falling into chaos, Genom's actions
must be carefully checked and balanced—and since Genom seems
unwilling to restrain itself, the Knight Sabers must do it for them. It should
go without saying that to tackle such @ job would require tremendous
resources, superior technology, and thus a great deal of money—hence
the Knight Sabers' seemingly mercenary tendencies.

-,




In essence, the Knight Sabers exist to keep Genom in check, to pre-
vent themn from taking aver the world. Exactly what Genom would do with
control of the Earth is unknown, but it may invalve the eventual replace-
ment of “obsolete” humanity with Boomers. Sylia's personal stake in her
father's creations, as well as her sense of responsibility to humanity, oblig-
ates her to prevent this from happening.

WHOW THEY OPERRTE IS
The Knight Sabers’ operation is a cross between a private detective’s and
a secret corporate strike team's. Sylia has set up a vast web of contacts,
agents and computer links whase primary function is to funnel information
on Genom and Boomer activity into her hands, Coincidentally, they are
also useful for finding and arranging the clandestine contracts that pro-
vide the Knight Sabers with their operating capital.

Informants and other agents freelance for the team, operating on a
need-to-know basis. In addition, Sylia regularly scans the Net boards and
newsfaxes for postings that may be of interest to the team. Should a
request for the Knight Sabers appear, Sylia is careful to use her network
1o determine the trustworthiness of the employer. One agent in particular,
Fargo, has proven useful in the delicate process of locating and screening
patential clients, and Sylia trusts him to the point of allowing him to know
her real identity. Payment is always one half up front, half upon comple-
tion, deposited into an anonymous Net account.

Once a case has been taken [whether on a pro-bono basis or nat),
the team will often do their own field work, using their individual talents
1o gather as much information as possible. Nene's access to the AD Police
database is extramealy important in this regard, and Friss” knowledge of
the street has proven useful as well. Secret hand signals, covert surveil-
lance, Methacking, and straight legwork have all been among the Knight

Sabers' techniques. Mackie will often follow the team into the field with

the Silky Wagon, which contains the team's Hardsuits and Motorslaves
{see pgs. 74-88), just in case things get hot—which they almost inevitably
do. In fact, the team is often called upon ta use its mechanized weapons
to resolve cases, facing off with protagonists either 1o defend the target
or to “convince™ culprits to tum over a stolen item or person. If you've got
all that coal tech, it only makes sense 1o use it!

The Knight Sabers’ base of operations is at LadysB33 building, which
Svlia owns, It is home to Sylia’s cover business, the Silky Doll Lingerie
shop; upstairs are her apartments, which contain a police bandwidth scan-
ner and her personal databank system, which is powerful enough to
access computers anywhere in the world (POW 9, but she won't let it be
used for personal business). The basement garage houses the Silky Doll
van and trailer, a5 well a5 2 maintenance shop for the Knight Sabers' gear.
A great deal of development and repair work goes on at Dr. Raven's
garage in Timex City (see pg. 148), The garage also hides a hi-tech train-
ing facility, which includes computerized exercise and medical gear and &
holographic simulation room for combat exercises.

While the Knight Sabers have impressive connections and technolo-
gy, their success is owed largely to Sylia’s brilliance and careful planning.
She is constantly analyzing, evaluating, and anticipating events, and she
always has a backup strategy in case things don't go her way initially. For
instance, she has contingency plans in case a member dies, quits, or is
otherwise rendered non-viable. Similarly, there's room for other members
in the team should likely candidates present themselves. Despite her busi-
ness and tactical acumen, however, she and the other Knight Sabers often
pursug personal cases that offer no retum, especially if they involve
Genom and/or Boomers—the Sabers have agendas that go far beyond

money.

The Knight Sabers have been operating at ever higher pro- g
file lavels since they were founded in 2031. Their first encounter
with the AD Police occurred in mid-2032 at the beginning of the Cynthia
case, By late 2033, they've gotten a great deal of publicity: Vision publicly
thanked the Knight Sabers at her final MegaTokyo show, and Lisa Vanetie's
front-page article about their December rescue of the AD Police headguar-
ters has also gamered them a Iot of attention. All this good press was much
needed, considering the team’s sarlier involvemant in such messy affairs as
the USSD's satellite weapon fiascos. By the end of 2033, the Knight Sabers
have achieved the status of folk heroes—which makes it all the more like-
ly that Genom will focus serious attention on them.
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WPRISCILLA S. ASRGIR| EEEEEESEE TS

AGE: 20. HEIGHT: 168cm. Last Name's Meaning: Moming Mist
Priss lost her parents in the Sacond Kanto Quake, when she was 12. Her
childhood was spent in a gloomy orphanage, and by 17 she left to join a
motorcycle gang and become a small-time singer. While daring fate on
her motorcycle and performing at small-time clubs like Hot Legs and The
Night's City Road, her soul cried out for more. The leader of her motorcy-
tle gang soon captured Priss' restless heart, but it couldn’t last. Having
learned secrets he shouldn’t have, he was murdered, and, due to the
involvement of “a cartain organization”, the AD Police declared his death
accidental (Priss has camied a grudge against the ADP ever since). Gun in
hand, the enraged Priss planned to hunt down the killers ... but before
she could exact her revenge, a mysterious lady in a red Benz approached
Priss and offered her something more.

Having entrusted her fiery soul to Sylia, Priss is now a member of
the Knight Sabers. Her regular job is as lead vocalist of a hard-rack band
called The Replicants. She calls an old trailer parked in a junkyard her
hame, and is currently staving off a potential relationship with Leon.

NOTES

Priss is a rebel and a thrillseeker, but her self-destructive psyche is coun-
tered by a strong will. She fluctuates batween being casual and hostile—
she generally does not allow people to get close to her, as most who do
wind up dead. Among her many quirks are her tremendous appetite, her

disdain for housework, and her obsession with motorcycles. She goes

through two bikes a year, due probably to the fact that she drives like a
maniac. Priss is skilled at hand-to-hand and armed combat, and has
incredible endurance. Being a child of the streets, she fights dirty.

AGE 20 | JOB Rock Singer
INT 5|PERS B |WILL 7ITECH 7/MOVE &
REF 10|DEX  B|[STR 4CON 10/BODY 10
LUCK 15 [MAX 144kg |LIFT  72kg|CAR  3Bkg | THRW  EBm
PNCH 4D6 |[KICK 5DG [RUN  18m{LERP  3m|SWIM  Em
STUN 25 |PD =20 |HITS 75(RCUR 14 |RES 21
SKILL I(NL | SKILL ML | OPTIONS (NL
PERCEPTION® + | FIRERRINS +1 | BERUTIFUL +3
CONCENTRETION® | +6 | GUNNERY +5 | RENOWN +3
EDUCRTION® +2 | MECHAPILOT +5 | COMBRKT SENSE | +3
PERSURSION® + | DRVING +7 | PhIN THRESHOLD | 45
SOCIL* +1 | DETECTIVE +1 | WERLTH +]
(OCL KNOWLEDGE*| +7 | EPIONNGE +2 | MARTIAL ARTIST
TEACHING* +2 | WHRDRODE & STVLE | +3 | RAPID HEALING
ATHLETICS® +1 | PERFORMBNCE | 46

STERLTH +1 | BRSIC TECH +3 | BRD TEMPERED 4
HRND-TO-HRND | +7 | HIGH TECH +1 | STUBBORN 3
MELEE + SECRET DENTITY | -10

EQUIPMENT: Motorcycle (usually a red, customized Pro Racer,

knife, gun (either Combat Handgun, Combat Revolver, or the

Member-ll), stage costumes and motorcycling leathers (SP10), guitar

& stereo equipment, Poor Lifestyle {old trailer home).




AGE 23 i JOR Entrepeneur, Scientist
INT 10 |PERS 7 |WILL BITECH  8|MOVE 5
Rer  9[pEX  8[STR  3lcON  B[pODY 7
LUCK 19 |MAX 100kg [LIFT  50kg|CAR 25kg | THRW  Bm
PNCH 306 |KICK 4D6 |[RUN  15m|LERP 25m |SWIM  5m
STUN 20 |PD -16 [HITS S0IRCVR 11| ReS 24
SKILL INL | SKILL ML | OPTIONS INL
PERCEPTION® +5 | FIREARMS +1 | BERUTIFUL 41
CONCENTRATION® | +B | GUNNERY +5 | COMBRT SENSE | +4
EDUCKTION® +§ | MECHRPILOT +5 | WERLTH +§
PERSUMION® | 45 | DRVING +5 | MBRTIRL RRTIST :
SOCRL* +6 | MLOT NTOL + | SECRET DERTITY | -10
LOCHL KHOWLEDGE® | 46 | DETECTIVE + | DEPEDRNT -10
TERCHING® +# | ESPONKGE +£ | DUTY -30
ATHLETICS® 48 | WARDRODE & STVLE | 46 | LERDERSHIP 46
STERLTH +3 | BUSINSS SENSE | +6 | RESERRCH +1
HAND-TO-HAND | + | HIGH TeCH +5 | SUPERTECH +
MELEE +1 | MILSPeC TECH +1 | SUPERSCIENCE | +8
EQUIPMENT: Replica 1954 Mercedes-Benz 300SL (5550F -3MV,
MAT0}, Mini Revolver, high tashion clothes, home electronics (effec-
tively anything you can think of], Rich Lifestyle {owns Ladys633, with
penthouse apartment. 4

WSYLIA STINGRRY

AGE: 23. HEIGHT: 179cm.

Sylia was raised in the lap of luxury, as she is the daughter of the creator
of Boomer technology—0r. Katsuhito Stingray, In 2022, he was assassi-
nated by Genom {specifically by Brian J. Mason), so Sylia was left alone
to raise hersalf and her little brother Mackie. However, Dr, Stingray left
her a huge fartune, and all his rasearch data was downloaded directly
inta her brain using a technique derived from his Boomer research, Sylia
now had the ways and the means to fight her father's murdarers.
Meanwhile, having stolen Dr. Stingray’s technology, Genom corrupted the
late Doctor's creations and began terronizing the citizens of MegaTaokyo.
The "rebom” Sylia vowed to stop Genom's abuse of her father's life's
work, and set to work designing compact and powerful battle armor. She
perfected her Hardsuit technology in 2030 and set out to recruit wamen
for her vigilante group. By 2031, the Knight Sabers were a reality.

NOTES

Sylia is elegant and enigmatic—she keeps many secrets, and maintains
a cool, controlled (sometimes even distant) front. She is driven to defeat
Genom's evils, and has sacrificed her personal life for this cause. She has
also adopled the other Knight Sabers as her surrogate family, and seems
determined to elevate them all beyond the limitations which brought
them to her to begin with.

Her financial empire and network of contacts is extensive; she owns
several real estate properties, has access to military and corporate
secrets, and has an ever-growing array of intelligence and counter-intel-
ligence resources. In combat, Sylia is a calculating, efficient fighter—she
usually goes straight for the head of a Boomer, putting it down as quick-
Iy and and cleanly as possibla.
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WLINNA YAMAZAK| S s i
AGE: 22. HEIGHT: 176cm. LAST NAME'S MEANING: Mountain Haadiands
The Second Great Kanto Quake caused a great deal of chaos, including
damaging several Boomers to the point of sending them into rampages.
The then-new AD Palice were unable to control the situation, and many
citizens died because of the ADP's ineptitude—including Linna's parents.
However, her natural optimism kept the orphaned 15-yearold from
becoming embittered like Priss. Instead, Linna overcame her grief and pur-
sued her dream of becoming a world-class entertainar. Soon, an audition
for a musical revue provided her one shot at stardom—but her dreams
were shattered when the judges were dissatisfied with her performance.
Itwas at this low paint in her life that Linna met a mysterious woman who,
unlike the judges, was very impressed with her abilities. Now Linna's
excellent reflexes and strong will help support the Knight Sabers.

NOTES

Linna is practical to the point of seeming superficia—as an under-
achiever, she’s fickle and highly materialistic. However, she’s also honest,
palite, fun-loving, and sympathetic to people in trouble. Her understand-
ability makes her endearing: She is the most “normal™ member of the
Knight Sabers, concerned with everyday things (like money, men, and her
bad luck with cars) rather than being obsessed with vengeance or cute-
ness. Still, she maintains her one true passion: dance.

Linna's key affectation is her headband, which is necessary to keep
her hair from getting in her eyes. Since she teaches aerobic classes
every day, Linna is in excellent shape. As befits a dancer, Linna’s fight-
ing style is flamboyant, energetic and up-close-and-personal. This
makes her the perfect choice as the Knight Sabers’ melee combat and
maneuverahility expert.

AGE 22 | JOb Aerobics Instructor
INT B|PERS 5 WILL BITECH 5|MOVe 9
REF B (DEX 1 105TR 2jcon 9| BODY 5]
LWCK 14 [MAX 72kg ILIFT  36kg|CAR 18kg|THRW  4m
PNCH 206 |KICK 306 |RUN  Z7m|L€RP 4.5m|SWIM  Sm
STUN 20 |PD <18 |HITS 40[RCVR 11 |RES 18
SKILL INL | SKILL ML | OPTIONS ML
PERCEPTION® +5 | FRERRMS + | BebUTIFUL +2
CONCENTRETION®| +4 | GUNNeRY +4 | COMDRT SENSE | +5
EDUCRTION® +1 | MECHMPILOT + | WERLTH +2
PERSURSION® +1 | DRVING +5 | MRBRTIRL ARTIST
SOCKL* +4 | DRMCE +6 | RBPID HERLING

LOCAL KHOWLEDGE® | +5 | STOCK MRRKET | +3

[ TERCHING® +6 | WhRDRODE & STVLE | +4

ATHLETICS® +3 | DETECTIVE +h

STERLTH | ESPIONRGE +

HEND-TO-HRMD | +8

MeLEE +f SECRET IDENTITY | -10

E€QUIPMENT: Compact car {2032) or minivan (2033), leotards and

casual clothes, assorted entertainment equipment (TV, VCR, CO play-

ars, etc.), Average Lifestyle (modest apartment).




AGE 19 | JOB ADP Operator
INT 9IPERS B |WIL 5TECH B|MOVE 4
REF 7 |DEX G |STR 1/CON  7|BODY 4
LUCK 16 |MAX S0kg [UFT  25kg|CAR  12kg |THRW  2m
PNCH 1D6 |KICK 206 (RUN  1Zm(LERP Zm|SWIM  4m
5TUN 15 |PD 14 |HITS 25(RCVR B|RES 15
SKILL INL | SKILL L | OPTIONS L
PERCEPTION® +1 | FIREHRMS + | BERUTIFL +7
CONCENTRRTICN®| 42 | GUNMNERY +3 | COMBPRT SEMSE | +
€DUCKTION® +i | €. WhRFRRE +1 | WERLTH 11
PERSURSION® +6 | MECHRAILOT +3 | ADP MEMBER 4
SOCIhL® +3 | DRIVING +

(O KHOWEDGE | +4 | WHRDROBE & STYLE | +2

TERCHING® +2 | DETECTIVE +1

ATHLETICS® + | ESPIONRGE £

STERLTH +2 | MESERRCH +6

HBND-TO-HRND | +3 | HRCEKING £10 | ARHEAD 3
MeLEE + SECRET IDENTITY | -10

EQUIPMENT. Motor-scooter, ADP-issue Combal Revolver, casual

(but cute! 1) elothes, ADP uniform & badge, advanced desktop com-

puter and other hacking gear (POW 6), Average Lifestyle (modest

apartment].

WNENE ROMANOVA

AGE: 19. HEIGHT: 156cm. 3
Unlike the other Knight Sabers, Nene isn't an orphan. Raised by well-off but
overly strict and nosy parents, the mischievous girl guickly became fed up
and ran away from home. Always too smart for her own good, Nene
breszed through the classes at her all-girl high school despite the fact that
she often cut them. Her boredom and innate knack for computers (“little
miss cyberpunk,” as Priss calls her} led her to all sorts of high-tech mischief,
including computer hacking, wire-tapping, and other such alectronic espi-
onage. Meanwhile, Sylia had posted a highly complex, encrypted “help-
wantad ad" program across the Net, knowing that no trug hacker could
resist such a challange. Nene easily deciphered the ad's code and discov-
ered an invitation to join the Knight Sabers! She decided to take the offer
and became the final element of Sylia’s team: the communications and
electronic defense expert.

NOTES

Nene is open, brave, intelligent, and resourceful, but is also often silly,
innocent and naive—not to mention exceptionally cute! She believes
that people need to be helped, and sees her work with the Knight Sabers
in a somewhat romanticized light. Deep down, she desperately wants to
he accepted as an egual by others, particularly her fellow Sabers. Her job
as an AD Police Operator makes her the main detective room’s assistant,
but sometimes she does double duty as a traffic controller or helps outin
the communication center (the AD Police’s computers are wrapped
around her finger—aor so she says).

Nene is not much of a fighter—she is the slowest, weakest, least
graceful, and least violent Knight Saber. If she must go into battle, her
favorite tactic is sneakiness—why duke it out with an enemy when you
can scramble his neural net?
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WIMRACKIE STINGRRY EEESrmn ey
AGE: 17. HEIGHT: 162cm.

Sylia's younger brother could almost be considered & normal teenager
{being fascinated by cars, gizmos, and girls), except that he is a brilliant
mechanic, he doasn't attend any kind of sehool, and he's an assistant to
the Knight Sabers. But Mackie is a lucky technophile, as he gets to fiddle
with all sorts of mecha. He is also gets to hang around beautiful women
all the time—which can be a little hard on his raging hormones. In short,
Mackie's life is all but idyllic—Sylia has made very sure of that.

While Mackie is heir to half of the Stingray fortune, Sylia controls it
all until her brother is twenty-one. In the meantime he lives with Sylia in
her penthouse apartment at Lady's 633 and works in her lingerie shop, the
Silky Doll. While very close to his sister, Mackie is now beginning to come
into his own, He's not a full-fledged Knight Saber, but he has become a
valuable assistant—in addition to serving as a mechanic (as an under-
study to Doctor Raven, he drives the Knight Sabers’ support vehicles (such
as the Silky Doll wagon, heavy trailer, or Skycarrier), and even has access
to @ powered suit in case he has to enter the fray, His youthful enthusiasm
and raw talent have proven immensely valuable to the team.

NOTES

Mackie is not consumed by the same drive to combat Genom that his sis-
ter is. He does want to avenge his father's death and keep Genom from
misusing Boomer technology, but he isn't obsessed like Sylia, being
vounger, less experienced, and having led an easier, mare sheltered life
due to her protectiveness. However, Mackie is rapidly growing up—his
relationship with Nene has bloomed over the past few years, and they
may s00n become more than simply friends and teammates ...

AGE 17 | JOR Whiz Kid
INT  B[pERS  2|wilL  S[TECH 9|MOVE 5
REF 5|DEX  5ISTR __ 2|CON__ 6/BODY 4
[IUCK__ 13|MAX 72k |LFT__ 36kg| CAR 18Ky | THRW 10m
PNCH 206 |RICK 3D6[RUN  15m|LEAP 2.5m[SWIM  5m
STUN 20[PD  -12|HITs  20|RCVR  B|RES 15
SKILL NL | SKILL e | opmions |
PERCEPTION® | +3 | FIRGARINS 12 | WealH I
CONCENTRATION®| +2 | GUNERY i
EDUCNTION* | 4 [ mechwpLOT | 2
PERSUASION® | 42 [ DRMING 4
SOCIL® +3_| DETECTIVE K
OCLKIOWLOGE | 2 | EPIOMGE | +4
TRCHNG® | + | BASICTECH | +8
ATHLETICS* +2 | HIGH TECH +]
STERLTH + | MLSPECTECH | 46
HAND-TO-HRND | +1 | SUPERTECH i | echeons | 3
POTWOL | +2 | SPERSCIENCE | 46 | SeCReT enTiTy | -10

EQUIPMENT: Casual clothes, assorted tools {cutting torch, mechan-

ics tools, electranics toals), hobbyist’s hacking gear (POW 4), Rich

Lifestyle {lives with Sylia atop Ladys633).




WDR. RAVEN R
Don't call him “Pops!”
As Katsuhito Stingray's mentor and best friend, Or. Raven taught him a
great deal about the complex field of mechatronics. However, preferring a
more hands-on approach to science, this "Mobel Prize” winner {probably a
joke, but ...} has set up a private garage in Timex City, where he does cus-
tom work for high-performance automobiles and motorcycles.

Fulfilling his loyalty to his lost friend, Dr. Raven looks after Sylia and
Mackie. He has their full confidence, and works with the Knight Sabers to
help them with the maintenance of their Hardsuits and Motorslaves. His
knowledge of advanced mechanics has been quite useful to the team.

Another close friend of the Doctor’s is an ex-racer, J. B. Gibson. Not
knowing its dark purpose, Raven actually built most of the components for
Gibson's cybermonster Griffon.

INT 10 [PERS 6|/COOL B|TECH 10|MOVE 2

REF 4 IDEX 2 |5TR 1J/COn  4|bODY 2z

LUCK 14 |MAX G0kg |LUFT  25kg|CAR 12kn |THRW  Zm

PNCH 106 |RICK 206 | RUN Gm|LERP  1m [SWIM  Zm

STUN  10p0  8[HITS  10[RCVR  5|RES 18

SKILL INL | SKILL [ L |
PERCEPTION® | + | SOCKL* +2| BRSIC TECH +0
CONCATRATION®| +7 | LOCNL® <6 HIGH TECH 410
EDUCRTION® | +10 | TenCH* +6] MISPECTECH | +8
PERSUNSION® | +5 | ATHLETICS® 12| superTECH 1

VFARGO HEiss NN RERERNH

Fargo is one of the most enthusiastic and reliable of Sylia’s informants. He
seeks out Genom-related contracts for the Knight Sabers as well as supplies
sensitive information to Sylia as she needs it His actual background is hazy;
he has links to Genom as well as to the criminal underworld, 5o he may be
connected 1o the Yakuza or simply be an inside man at Genom. Regardless,
he’s able to deliver the goods and maintain the trust of his clients in a very
risky business.

Fargo fancies the life of a spy, seeing himself as Harry Lime (Orson Wells
in The Third Man) and would like nothing better than to be the 21st cemtury's
James Bond—all he wants is a rendezvous in a shadowy bar, a martini in his
hand, and Sylia in his bed. His loyalty is insured by a hefty retainer fee and the
constant hint that a relationship may one day develop between them (while
they've known each other a long time, this is very unlikely to happen).

INT 7peRs  6lcooL BlTECH 3|MOVE 5
REF  3|DEXA  2|STR ___ 4/CON  4[BODY 5
LUCK 10 |MAX 148kg |LIFT _ 72kg| CAR 26kg|[THRW  8m
PNCH 406 |KICK 506 [RUN  15m[LERP 25m|[SWIM  5m
STUN 250 -B|HTS  25|RCVR  G|RES 18

SKILL INL | SKILL TN T R
peRCerTION® | 7 | socml* 12| RESERRCH +9
CONCENTRATION*| =5 | LOCAL* 18] sTenLTH +5
EDUCNTION® | +3 | Taad* 17| FORGERY 47
PERSUNSION® | +5 | ATHLETICS* 2| HNDGUN +2

=
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VTHE HARDSUITS e R mented by hip verniers to aid in maneuvering and ta help break falls.

Based on his Boomer research, Dr. Stingray applied his l Despite their amazing versatility, each Hardsuit still must be adjust-
mechatranics principles to design special combat armar. From | i ed to match the individual wearer’s body and endurance. The wearer’s
her father's notes, Sylia developed powered suits which | ﬁ combat ability must be measured using a spacial sansor suit; once the
would effectively increase the special abilities of her measurements are complete, the Hardsuit can be fitted to the wear-
Knight Sabers—this was the genesis of their now- er. Given the personalized design, each is equipped with different

famous Hardsuits. —— l' armament and serves a different function: Nene has advanced sen-
Years ahead of comparable ‘.:_ g, “4 W sor systems, computers, and jamming gear; Linna
armor systems, all the Hardsuits &% ) : ; . gains speed, maneuverability, and hand-to-

share certain elements and abili- [ ; = hand effectiveness; Priss’ suit is designed
ties. The basic suit frame con- for assault; and Sylia has strength,
sists of & layered truss of flat- | protection, and firepower. The
actuated linear motors which Hardsuits were designed so that
are integrated within  the the four could execute synchro-
axoskeletal armor. These linear nized, precise attacks and attain
motors work to multiply the wearer’s the highest level of combat efficien-
body strength by 9 to 10+ times {depend- £y,
ing on the model), and are powered by a Tooperate a hardsuit, one must don
super-efficient battery in the back unit, special innerwear which, like the mea-
giving a Hardsuit enough power for poten- suring suit, acts like a sensory film, read-
tially 50 hours of continuous use. A ing electrical signals flowing through the
Hardsuit's ceramic and alloy armor is | [ wearer's muscles and nerves, directly
invulnerable to small arms fire, is resis- translating physical motions into data. (Note
tant to heat and pressure changes, and ’ that no bras or underwear can be worn under-
neath this innerwear) Four triangular clips
which connect the neck and body sections serve
as transmission plugs, feeding data back to the
Hardsuit and allowing it to function as a superb
combat platform.
Despite the impressive performance levels of the
Hardsuits, the Knight Sabers have suffered from
inconsistent results. Lack of advance planning, missing
team members, the safety of civilians, and the unex-
pected presence of fearsome Combat Boomers (as com-
pared to mere industrial Cyberdroids) has often impaired their
effectiveness. Realizing the limitations of the Hardsuits, Sylia decid-

Each suit is fully sealed against nuclear,
biological, and chemical contamination |
and provides full life support and temper-
ature control. A Hardsuit’s helmet has | J
twa visors, the outer one solid and the

inner one transparent. The inner layer also functions as a heads-
up display (HUD} thanks to its programmable, sandwiched video lay-
ers, allowing the wearer a full field of vision while hiding her identi-
ty. Each Hardsuit also has at least one powered manipulator glove
which houses most of the weapanry, and a main vernier rocket noz-
zle on the suit’s back for rocket-boosted leaps—this booster is aug-

even absorbs momentum-based impacts. '

MEASURING SuiT . . INNERWEAR

-,



In Motoreycle form, it may be ridden with or without 2 fs
Hardsuit, A Hardsuited wearer will enjoy superior maneuver-
ability, however, as the suit’s computer and HUD can directly link
with the machine -1 to REF without a Hardsuit). What's mare, the
Motorcycle's Al and sensor suite allows it to be remote-controlled (even
at great distances) by a Hardsuit through a wireless link. Even if the
Motoreycle tips over, it can deploy one of its Motoroid arms to set itself
back up on its wheels and continue moving!

The Motoroid form can be cantrolled by either a Hardsuit or a hand-
held device. although control is easier through & Hardsuit’s systems (-2

W to REF without a Hardsuit). The Matoroid's internal Al can make simple

i WAL ed to design a new support weapon to
' L solve some of thase problems. With the help
-;uIJ- of her brother and her father's best friend, Dr.
& éﬁ Raven, she was able to construct a machine that is
el faster and stronger, ona which possesses assault capa-

hilities superior to even those of the Hardsuits.

WTHE MOTORSLAVE SYSTEN e
The Motarslave is that multi-purpose support system for the Hardsuits.
A sophisticated robotic framewaork, it is capable of transforming
between three distinct forms: the Motorcyele form is fairly convention-
al, the Motoroid form is a humanoid robot operated primarily by remote
control, and the Motorslave form is an armored exoskeleton operated by
a Hardsuited rider,

—Ah

decisions and move by itself, but it is only capable of the most funda-
mental of actions—it can support its comrades (carrying them, catching
them, or physically protecting them), but is incapable of engaging in
combat. In a battle, the movements and coordinates of the Motoroid rel-
ative to a Hardsuit are constantly monitored through their wireless link;
the Motoroids duty is usually to cover the Hardsuil's blind side.
Unfortunately, this tactic can be confusing for all invalved, and Sylia is
still perfecting it. As it turns out, an assault is effectively limited to four
Hardsuits and two Motoroids—if more than two Motoroids enter a bat-
tle, they only get in the way. The Knight Sabers have settled on using the
Motoroids either as physical cover, as reconnaissance remotes (for seek-
ing out enemies in high-risk areas), or as simple, if expensive, decoys.
To transform to Motorslave mode, the rider must wear a Hardsuit—
otherwise the expskeleton would have nothing to latch onto and could
very well injure the rider. As the two unite, a physical and electronic link-
ape is established between the Hardsuit and the Motorslave at the

-, Hardsuit's back, head, arms, and legs, allowing the Motorslave to mimic

the movements made by its human operator. The operator's head move-
ments and those of the maching’s sensor turret are synchronized so that
all scenery and sensor data are fed directly to the Hardsuit's HUD. .

The sturdy, reinforced exterior encapsulates the Hardsuited opera-
tor, protecting her from attack and augmenting her strength, power, and
armar for high-intensity combat. It also boasts full flight capability and is
capable of using heavy firearms comparable to the armament of a tank!

Each time the Motorstave formation is engaged, the machina’s Al
evolves, learning and memorizing the fighting patterns and technigues
of the operatar. Thus, if the same person continues to operate the same
Motorslave, over time the Motoroids combat techniques will improve,
growing to resemble those of its human operator. {In game terms, the
Motoroid gains IP from being used in Motorslave mode; its Skills can
improve up to the levels of those of its oparator.)

The Matorslave is an undeniably superior weapon for urban com-
bat, and as such this prototype mechatronic system has gained the
eamest attention of the AD Police and numerous military forces. While
Sylia has yet to make her design available to outside parties, she is cur-
rently developing an underwater version for team use.

WOTHER NOTES
The Knight Sabers’ equipment is far more advanced than the tech level
of 2033 would normally allow. In fact, the Hardsuits and Motorslaves
weigh a mere 1/10th of what they would had they been built with stan-
dard technology! Most of the team’s other vehicles are not as advanced,
but are "camouflaged” to help maintain a low profile on the street. All
this special equipment is the main reason why the Knight Sabers can't
afford to work for free! Also, a quick translation note: Some may claim
that the correct term is “Motoslave”, not “Motorslave,” but then again,
in Japanese they call a motorcycle @ "moto-cycle,” too...
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WHRRDSUIT PRISS SRt

Priss’ Hardsuit is based on Dr. Stingray’s original design, remodeled
somewhat by Sylia to match Priss’ abilities—with a focus on heavy
assault. The right powerglave is armed with a laser and three railguns
which fire 35-centimeter-long, armor-piercing needle ammunition. This
Hardsuit's flat-actuated linear motor endomusculature grants a strength
amplification factor of x9.12-9.80 and the armor protection is substan-
tial, as demonstrated by the fact that Priss is still alive despite taking
many hits that would have surely killed anyone else ... except, perhaps,
Sylia. Priss' Hardsuit weighs 74.35kp.

Torso anp Boot

Treap DETaIL

g

HBRDSUIT PRISS 100 CP
WEIGHT 7435 kg | POWER 50 hours
MBNEUVER -1 DEX & REF | DeSIGHN & STYLE +1 PRE
STRENGTH STR9 | RUNNING +4 Move
LIFTING Wearers x8 | JUNPING 100m
SENSOR RRNGE 1km | COMM RRNGE 10 km
BRMOR PD 0.9K = 45 Hits | STRUCTURE 1.1K = 55 Hits
WERPON WA | NG | DING | LOC SPECIBL NOTES
LBSER BERM | 750m | 15K | RA Or Burstfire, below.
LRSER BURST -1 | 550m | 0.8K ¥ ROF 10.
RRILGUNS x3 | +0 [350m|1.0K* | RA | *AP ROF 2, B Bursts.
HBND-TO-HRND | +0 806h | A A R = Kill, L = Stun,
SUBSYSTEMS Hardsuit Armor is Fusion-Proof

» |ife Support {full sealing vs Nuclear, Biological & Chemical agents).

= |nformation Processing Helmet (optical, audio, radio, targeting, low-

light vision, instrumentation, Heads-Up Display; +2 Perception.

= FCCM System |Rank = 6) and radio scrambler,
» Maneuvering Vernier-Rockets and Jumpyjets.

® Flat-actuated linear motor system (innerwear necessary).

» Emergency armor-ejection function (blows armor off wearer).

# Cuick-change sleeve for right battleglove assembly.

(32




NeW HRRDSUIT PRISS 125-150 CP
WEGHT 65,43 kg POMER 50 hours

MRNEUVER -0 DEX & REF | DESIGN & STYLE +2 PRE
STRENGTH STR10 | RUNNING +4 Move
LIFTING Wearers x10 | JUMPING 150m
SENSOR RANGE 1km | COMM RRNGE 10 km
BRIMOR PD 1.1k =55 Hits | STRUCTURE 1.2K = B0 Hits
WERPON WA | RBIG | DG | LOC SPECIML NOTES
LBSER DERM +0 |675m | 2.0k | RA Or Burstfire, balow.
LKSER BURST -1 | 488m | 11K T ROF 10.
KNUCKLE DOMDER | +0 22K | RA 5 Charges.
ROCKET KICKS| -1 74K | LL Can use either leg.
HRND-TO-HRND | +0 1006h | A A R = Kill, L = Stun.
SUBSYSTEMS Hardsuit Armor is Rision-Proof

» Same as Priss' previous Hardsuit, but ECCM systam is Rank 7.

NOTE: For upgraded version [December 2033), add Leg Bombers to

| Rocket Kicks and also add Knuckle Guard and S-Mines.

WERPON Wd |G| MG | LOC SPECIBL NOTES
KMUCKLE GURRD | +0 20K | LA Punching attack
S-MINES + - | 40K | RA | 3Mines; Area effect 4m,
LEG BOMBERS | -1 S| 24K L L Can use either leg.
Wi ROCKET-RESIT | *Kick & bomb combo apolies damage twice; B Bomber charges per leg.

FinsT version oF Priss’ New Harosum: No
Lec BomBers, S-Mines, 0R KNUCKLEGUARD.

KnuckLecuarD DeTAIL

WNEW HRRDSUIT PRISS e

Priss’ Hardsuit was destroyed in mid-2033, and was replaced with a
drastically improved model (just in the nick of time, too). The new suit
includes rocket boosters to accelerate her kicks and exchanges the rail-
guns for a Knuckle Bomber Its significantly increased maobility,
endurance, assault ability, and armor saved Priss’ life in her crucial bat-
tle with Largo.

In December of 2033, Sylia redesigned all the Hardsuits; Priss’
already improved suit received further upgrades with the addition of Lag
Bombers, a Knuckle Guard {a high-impact, electromagnetic punching
weapon which swings down from the left elbow) and a rack of three S
Minas—these adhesive (not merely magnetic) time bombs are capable
of destroying a Boomer with a single, shaped-charge explosion.
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k 1 Laser S;iunu AND KNUCKLE BOMBER DETAILS

WHRRDSUIT SYLIN

Sylia's Hardsuit is the most technically advanced model of any of the
Knight Sabers’ armor. Physically, it is the strongest lits strength ampli-
fication factor is x9.67-10.11) and most heavily armored, and has arma-
ment comparable to all three of the other Hardsuits. Moreover, the
varnier wings in the backpack give her more powerful boosted jumps
and can even generate enough thrust for true flight (albeit for a limited
duration), A laser cannon is installed in each palm—these guns can
also be set for contact-triggering, effectively allowing them to serve
double-duty as knuckle bombers. Furthermore, the armor sleeves on
each arm are equipped with a 30m laser-edged sword which swivel-
folds out of the ammar. Sylia's Hardsuit weighs 88.59%g.

HARDSUIT SYLIA

WEGHT 86.50 k POMWER 50 hours
MBNEUVER -1 DEX & AEF |} DESIGN & STYLE +1 PRE
STRENGTH S5TRS | RUNNING +4 Move
LIFTING Wearers x3 | FIYING 9 (144kph)
SEMSOR RRNGE tkm | COMM RRNGE 10 km
ARRMOR PD 1.0K =50 Hits | STRUCTURE 1.1K = 55 Hits
WERPON WA | RNG | DiInG | LOC SPECIRL NOTES
LASER BERM x2 | +0 |600Om | 16K | A A Linked.
LBSER BURST #2| -1 |450m | 09K | ROF 10, Linked.
RIUCKLE BOMBER »2 | +0 A | WeE | Crosslinkad.
LhSER SWORDS | +1 20K* | A A *0.4K PD.
HAND-TO-HAND | +0 906h | A A Killing only.
SUDSYSTEMS Hardsuit Armor is Fusion-Proof

« Life Support (full sealing vs Nuclear, Biological & Chemical agents).

= Information Processing Helmet (optical, audio, radio, targeting, low-

light vision, instrumentation, Heads-Up Display; +2 Perception].

» ECCM System {Rank = 6) and radio scrambler.

» Maneuvering Vemier-Rockets,

= 7 Flight Wings (if a called shot at -3 is made and armor is penetrat-

ed, a wing is destroyed and flight becomes impassible).

o Flat-actuated linear motor system [innerwear necessary).

 Emergency armor-gjection function (blows armor off wearer).

= (uick-change sleeves for battlegloves.




NEW HRRDSUIT SYLIK 215 CP

WEIGHT 7620 kg | POWER 50 haurs
MANEUVER ODEX & REF | DESIGN & STYLE 42 PRE
STRENG TH STR10 | RUNNING + Move
LFTING Wearer's 10 | FIYING 11 (180kph) |
SENSOR RANGE 1 km | COMM RANGE 10 km
RRMOR PD 12K =60 Hits | STRUCTURE  1.2K = 60 Hits
WERPON wa | NG | bmG | 10C SPECIBL NOTES
LRSER BERM x2 | +0 |BSOm | 18K | A A Linked.
LRSER BURST 2| -1 |650m | 1.0k | * ROF 10, Linked.
'H_riEHLEﬂOm'EE 42 | +0 1.8K N Crosslinked.
LASER SWORDS | +1 20K* | A A *0.4K PD.
HAND-TO-HAND | +0 100Bh | A A Killing only.
SUBSYSTEMS Hardsuit Armor is Fusion-Proof

= [ife Support {full sealing vs Nuclear, Biological & Chemical agents).

= |nformation Processing Helmet (optical, audio, radio, targeting, low-

[ light vision, instrumentation, Heads-Up Display; +2 Perception)

= ECCM System (Rank = 7) and radio scrambler,

= Maneuvering Vernier-Rockets.

= Flight Wings |if a called shot at -3 is made and armor is penetrated, |

awing is destroyed).

» Flat-actuated linear motor system (innerwear necessaryl,

» Emergency armor-ejection function (blows armor off wearer).

» (uick-change sleeves for battlegloves.

Laser Sworp anp Maneurator DeTaLs

WNEW HRRDSUIT SYLIN S

When Sylia designed the Knight Sabers’ new Hardsuits in 2033, she
upgraded her armor along the same lines as Priss’ new Hardsuit, ele-
vating it & full rank of quality above her old armor. Sylia’s original
Hardsuit already embodied a fully optimized concept, so it was unnec-
essary to equip it with new weapons. Even so, the suit’s assault ability
has been increased by making a few adjustments to the existing
weaponry; the output of laser cannons has been enhanced, and the new
Laser Swords slide forward out of the wrist covers (a mechanically
superior method to the former suit’s folding swords): The swords are
whimsically named after traditional Japanese weapons of legend; the
right hand's sword is “Kotatu” and the left one is "Muramasa.”
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WHRARDSUIT LINNA

Linna's Hardsuit was built to take advantage of her physical prowess and
agility, so it is the fastest and most maneuverable of the suits. Optimized
for close combat, its primary armament consists of the deadly Knuckle
Bomber {a punching weapon which detonates shaped-charge caps at
paint-blank range) and a pair of Ribbon Cutters. These flexible monomole-
cular razors are mounted on the back of the helmet and are swung by
snapping the head quickly; a single swipe of these cutters can mince a BU-
55 into a dozen pieces. They can also be deactivated instanthy, to ensure
that they do not do the same to the wearer. The powerglove's three lingers
gach house a laser gun, which can fire either in tandem or can alternate
for full auto fire. The strength amplification factor of this Hardsuit's endo-
musculature is x8.11-9.33, as is appropriate to Linna's modest frame. Al
in all, a very deadly close-combat unit, Linna’s Hardsuit weighs 76.00kg.

HRRDSUIT LINNRA 110 CP

WEIGHT 76.00 POWER 50 hours
MRNEUVER -0 DEX & REF | DESIGN & STYLE +1 PRE
STRENGTH STRS | RUNNING +5 Move
LIFTING Wearers x3 | JUMPING 200m
SENSOR RRNGE 1km | COMM RRNGE 10 km
BRMOR PD 0.8K = 40 Hits | STRUCTURE 1.1K = 55 Hits
WERPON Wd | fiG | DnG | LOC SPECIBL NOTES
LASER BERM +0 (700m| 13K | RA Or Burstfire, below;
LRSER BURST -1 | 550m | 07K - ROF 10.
KNUCKLE BOMBER | +0 22K | RA B charges.
RIBPON CUTTERS | -2 18 H *Linked, AP, Quick.
HAND-TO-HRND | +0 g0Bh | AL A R =Kill, L = Stun.
SUBSYSTEMS Hardsuit Armar is Fusion-Proof

= ife Support {full sealing vs Nuclear, Biological & Chemical agents).

= Information Processing Helmet (optical, audin, radio, targeting, low-

light vision, instrumentation, Heads-Up Display; +2 Perception).

* ECCM System (Rank = B) and radio scrambler.

» Maneuvering Vernier-Rockets and Jumpjets.

e Flat-actuated linear motor system (innerwear necessary).

» Fmergency armor-gjection function (blows armor off wearer),

# [(uick-change sleave for right Battleglove.




NEW HRRDSUIT LINNA 133 CP
WEIGHT 66.88 kg | POWER 50 hours
MBNEUVER -0 DEX, +1 REF | DESIGN & STYLE +7 PRE
STRENGTH STR9 | RUNNING +5 Move |
LIFTING Wearer's x3 | JUMPING 250m
SENSOR RRNGE 1km | COMM RARNGE 10 km
RRMOR PD 1.0K =50 Hits | STRUCTURE 1.1K = 55 Hits
WERPON W4 | NG | DG | 1OC SPECIBL NOTES
LBSER BERM +1 [B00m | 1.7K | ‘RA (Or Burstfire, below;
LRSER BURST -1 | 600m | D.9K 2 ROF 10.
KNUCKLE BOMBER | +0 - | 22K | RA 6 charges.
RIBRCMN CUTTERS | -2 Lt OH *Linked, AP, Quick.
HRND-TO-HRND | +0 O06h | A A R = Kill, L = Stun.
SUBSYSTEMS Hardsuit Armaor is Fusion-Proof

s Life Support [full sealing vs Nuclear, Biological & Chemical agents).

» |nformation Processing Helmet (optical, audio, radio, targeting, low-

light vision, instrumentation, Heads-Up Display; +2 Perception].

= ECCM System (Rank = 7) and radio scrambler.

* Maneuvering Vernier-Rockets and Jumpjets.

# Flat-actuated linear motor system {innerwear nacessary).

» Emergency armor-gjection function (blows armor off wearer).

» (uick-change sleeves for right Battleglove.

"Carspaw” -sTYLE MANIPULATOR
AND FiNGER/LASER BARREL DETAILS

WNEW HRRDSUIT LINNRA S

Like the other new Hardsuits redesigned in 2033, Linna’s armaor was re-
evaluated based on data gathered during the Knight Sabers’ operations. In
Linna's case, her suit’s assault capability was cut back [since that mle has
been relegated more to Priss) and her hit-and-run ability was enhanced.
Having already proved to be a deadly weapon, the Knuckle Bomber was
not modified, but the helmet-mounted Ribbon Cutters were made
retractable for ease of use. Many of the suit’s other functions were also
substantially altered; the powerglove’s manipulator was given four fingers
\each housing a small laser gun} and the rocket-jumping vemier on the
back was moved to the canter of the back and redesigned (now resem-
hling Priss' vernier). Overall, the shape of Linna's new Hardsuit emphasizes
her feminine physique and style even more than before.
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WHARDSUIT NeNE .

Nene’s Hardsuit is designed for support and communications and empha-
sizes Nene's computer skills. Her helmet and backpack are crammed with
electronics gear, including phased-aray radar, advanced sensor systems,
and a jamming suite of ECM and ECCM equipment, rather like a Wild
Weasel aircraft with (shapely) legs. Under the proper circumstances,
Mene’s sensors can scan any object and immediately produce a complete
schematic of its construction and functions, and the suit has many methods
of transmitting various types of data. A built-in generator supplies the enor-
maus amount of electricity demanded by these electronic warfare systems,
and the suit naturally has a high-powered computer for hacking.

Generally, Nene serves as backup, monitoring the airwaves and cre-
ating electronic screens to disrupt enemy communications {making it hard
far Boomer teams to coordinate) and ensuring that the same is not done
to the Knight Sabers. Thus the suit’s only weapan is a single laser gun
installed in the right palm; its output can be adjusted so she can inscribe
the Knight Sabers' signature as their calling card at any battle site. Nene's
Hardsuit has the lowest strength amplification factor {x9.00-9.25) and
weighs B0.96kg.

Laser, MANIPULATOR
anp Boor Detais

HBRDSUIT NENE 150 CP
WEIGHT B0.96 kg | POWER 50 hours
| INANEUVER -2 DEX & REF | DESIGH & STYLE +1 PRE
STRENGTH STR9 | RUNNING +3 Move
LIFTING Wearer's x3 | JUMPING 100m
SENSOR RRNGE 25km | COMM RANGE Orbital
BRINOR PD D.7K =35 Hits | STRUCTURE 1.1K = 55 Hits
WERPON WA | RNG | DG | LOC SPECIBL NOTES
LRSER DERM +0 |6S0m | 10K | RA Or Burst or Scribble;
LRSER BURST -1 |450m| 06K | ROF 10
LhSER SCRIBBLE | +3 [200m | DIK | ~ ROF ==,
HAND-TO-HRND | +0 9D6h | A A R=Kill, L = Stun.
SUBSYSTEMS Hardsuit Armar is Fusion-Proof

» Life Suppart {full sealing vs Nuclear, Biological & Chemical agents)

« nformation Processing Helmet |optical, audio, scrambled radio, target-

ing, low-light vision, instrumentation, Heads-Up Display; +2 Perception).

» 2 Antenna Vanes with Rank 6 Anti-Missile/Radar/Sensor ECM &

ECCM, 50m radius (if a called shot at -3 is made and armor is pene-

trated, a vane is destroyed).

» Radar aray (250km range), Wide-spectrum scanners, Target analyz-

er, Computer package (POW 3).

* Maneuvering Verniers and Jumpjets, Quick-change Battlegloves.

» Flat-actuated linear motor system (innerwear necassary).

» Emergency armor-ejection function (blows armor off wearer).




NEW HRARDSUIT NENE 185 CP
WEIGHT 7125 kﬂ POWER 50 hours
MkMNEUVER -1 DEX & REF | DESIGHN & 5TYLE +Z PRE
STRENGTH STR9 | RUNNING +4 Mave
LIFTING Wearers x8 | JUMPING 150m
SENSOR RRNGE 25km | COMM RRNGE Orbital
BRMOR PD 0.9 = 45 Hits | STRUCTURE 1.1K =55 Hits
WeRPON Wd [ BNG | DING | LOC SPECIRL NOTES
LRSER DERM #) |[B50m | 1.0 | RA (Or Burst or Scribble;
LhSER BURST -1 1450m | 0.5K ! ROF 10.
LASER SCRIBBLE | +3 |200m | 01K | HOF ==

| HAND-TO-HAND | +0 aD6h | A A A =Kill, L = Stun,
SUBSYSTEMS Hardsuit Armor is Fusion-Proof

= |ife Support {full sealing vs Nuclear, Biological & Chemical agents)

 |nformation Processing Helmet |optical, audio, scrambled radio, target-

ing, low-light vision, instrumentation, Heads-Up Display; +2 Perception].

* 7 Antenna Vanes with Rank 7 Anti-Missile/Radar/Sensor ECM &

ECCM, 50m radius {ifa called shot at -3 is made and armor is pene-

trated, a vane is destroyed).

 Radar array (250km range), Wide-spectrum scanners, Targeal analyz-

er, Computer package (FOW 6.

» Maneuvering Verniers & Jumpijets, Ouick-change Battlegloves.

» Flat-actuated linear motor system {innerwear necessary).

» Emergency armor-ejection function (blows armor off wearer).

L

MARNIPULATOR DETAR
{NOTE COMPUTER
ACCESS JACK)

Backpack GENERATOR DETAIL

WNEW HARDSUIT NENE M

Nene's new Hardsuit was completed in December 2033 along with
Sylia's other redesigns. As an upgraded version of her original Hardsuit,
its primary features [namely the electrical devices) have been improved;
the alectronic warfare suile was expanded, and her computer interface
capabilities were drastically increased with direct feed cables and new
(5 override software. An elaborate cooling device was installed in the
backpack 1o allow the electronic warfare and computer systems o
operate at full efficiency for longer periods of time. Consequently, this
cooling system also enables rapid movement while operating the ECM
suite. This is important for a support member like Nene—since no
changes have been made to her laser gun, she needs ta keep maving if
she is to avoid becaming a target.
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“HURRICANE™ MOTORSLMVE 170 CP
WEIGHT 167ky | STRENGTH 1
[ MODE MIRNELVER SURFRCE FLIGHT
MOTORCYCLE 1 Ref & Dex 77 (34Bkph) ;
MOTORSLAVE 3 Ref & Dex | MOVE 32 (95kph) | 24 (380kgh)
MOTOROID W MOVE 32 (95kph] 24 {380kph)

uses Hardsuited operators stat’s and skills at 1/2 their normal value,

[*Ad has INT 2, REF 1, DEX 1 and combat skills of +2. When under remote control,

D10 LOCRTION ARMOR STRUCTURE
1 Head 14K = 70 PD 1.0K = 50 S0P
23 Torso 14K =70PD 2.2k =110 SOP
4 R Arm 14K =70 PD 1.3K = 65 SDP
5 ' L Arm 1.4 =70 PD 1.3K = 65 SDF_
6 A Leg 1.4K =70 PD 1.4K = 70 SDP
7 L Leg 14(=70PD 1.4K = 70 SDP
8 Front Wheel (eycle) 1.4K=70°PD 1.2K =60 SDP
R. Wing |slave, raid) 0.7 = 35 PD 0.6K = 30 SDP

@ Rear Wheel (cycle) 14K =70 PD 1.2k =60 SDP
L Wing [slave, roid) 0.7K=35P0 0.6K = 30 SOP

10R WERPOITS | WA | ANG | DG | LOC SPECIRL NOTES
MG-449 +1 | 1600m| 1.9K* |2 hamds *AP AOF 9. 5 Bursts.
HRND-TO-HAMD | +0 | - | 1706h [ RA LA Killing Damage.

108 SUBSYSTEMS. Sansor trret Audiovisual [4km range), radio with scrambler

[A0km range). stereo music system, targeting, low-lighl vision, insthamentation,

hesads-up display (+2 Perception), Rank 6 ECCM, transformabifity; front wheel splits

into two turbofans for flight: mount for using weapon in ‘cycle mode; mounts on

hips for 2 extra clips of ammunition; emergency-gjection function blows operator

out through back, one high-intensity headlight. All armiar is Fusion-proof

Y HURRICRNE” MOTORSLAVE Fis
Combat-tested by Priss, the Hurricane-| is actually the second Motorslave
design (since it's based on the MSX-01 prototype). This is the first
Motorsiave which is able to transform, and it has excellent defenses and
maneuverability. Controlled through a Hardsuit, either directly or via radio
link, this personal support mecha vastly expands assault and defensive
capabilities; moreover, its speed and efficiency expedite combat tactics,
thereby sparing casualties and damage (theareticallyl. While supposedly
capable of self-direction, this function was not fully developed in the
Hurricane-l madel, and its intelligence was very fimited.

Although the Motarslave form reduces the operator'’s reflexes by
about 35%, it also magnifies a Hardsuit’s capabilities by 4.5 times, tracing
the aperator's movements via the seven joints installed in the Motorslave's
frame. The Hardsuit's connectors to these joints are located on the shoul-
ders, the back, the hands, and the heels. The Motorslave's powerful limbs
and variable-geometry hover-rotors {maximum flight speed: 380 kph) are
operated by the hydraulics system, while the Motorcycle mode grants the
operator high-speed mobility; the hydrogen-gas turbine engine in the real
wheel boasts 520 horsepower, pushing the bike up to 348kph. The
unloaded weight of the Hurricane-1 Motorslave system is 167 kilograms.

This Matorslave is normally armed with a laser-aimed MG-442
machinecannon, lnaded with a 45-round magazine of 35mm bursting muni-
tions. This machinecannon can be latched onto the Motorcycle's frame and
(using a switch near the handie) the gun can even be fired while the
machinge is in Motorcycle mode.

When Priss engaged the Motorslave mode against Frederick’s giant
Boomer form, the Humicane-l demanstrated its full effectiveness, valiantly
protecting her as she penstrated the monster's body. However, it was
trashed in the battle and the Typhoon | became her new Matorslave. While
Priss' Hurricane was red, Sylia’s is blue, Linna’s is green, and Nenes is pink,
they are all functionally identical.
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MoTtorsLave Form

MororcycLe Form

VYNEW MOTORSLAVE “TYPHOON” Sisssiss

This is a reconstruction of what was left of Priss’ Hurricane Motorslave;
the basic structure is largely unchanged, but its power output is higher
and it has an enlarged radiator housed in the intakes on each shoulder.
Braking nozzles for sudden stops were hidden inside the knee sections,
another headlight (now two) was added o the chest section, a maore
sophisticated sensor turret (head) was fitted, and many other datailed
changes were made. The Typhoon was destroyed by one of Largo's
HyperBoomers in Aed Lyes,

The new Motarslave is armed with a heavy 8.8 cm Rocket Cannon.
This weapon is more compact than the MG-442 machinecannon yet
packs & tremendous punch; it’s even capable of firing beam ammunition
by switching the firing mode on the magazine.

1

MODE MANEUVER SURFRCE FLGHT
MOTORCYCLE 0 22 (345kph) - |
MOTORSLAVE -7 Ref & Dex | MOVE 30 (30kph) | 21 (333kph)
'MOTOROID ¥ MOVE 30 (30kph) | 21 (a33kph)
*Al has INT 2, REF 2, DEX 2 and combat skills of +2. When under remate control,
uses Hardsuited operator's stat’s & skills at 1/2 their nomnal value.
D10 LOCRTION ARMOR STRUCTURE |
1 Head 1.4K =70 PD 1.0K = 50 SDP
23 Torso 1.8K = 70 PD 72K = 110 SOP
(4 R Arm 1.4K=70 PD 1.3K = 65 SDP
5 L Am 14K =70 FD 1.3K = 65 SDP
b A. Leg 1.4K =70 FD 1.4K = 70 SDP
7 L Leg 14K = 70 FD 1.4K = 70 SDP
8.9 F. R Wheel [cycle) 14K =70PD each | 1.2K=6050P e
R.. L. Wing |slave, roid] 07K =35PDeach | 06K=3050Pe
FOR WERPONS | WA | RNG | DING | LOC SPECIBL NOTES
oo mocwers) 0 | 3km | 20K* |2 hands Srnart (12 + die, 3 shots,
e senm| 10| Bkm | 40K |2 hands Only ona shat.
HRND-TO-HRND | +0 | - [ 11060 [ RA LA Killing Damage.
SHOUDER SHELD A2 | ° | 22K=110PD | RA LA *Defense ability 4.

100 SUBSYSTEMS: Sensor tumet; Audiovisual (Tkm range], radio with scrambler

|100km rangel, steran musi; systam, targetng, low-light vision, instrumentation, heads-

up display (+2 Percegtion), Rank & ECCM, transformability; frant wheel splils into bwa

turbotans for flight; retro-rockets, mount for using weapan in ‘cycle mode; mounts on

hips for 2 exra clips of ammunition; emergency-eyaction function biows operator out

through back, two high-intensity headlights, +1 PRE styling. A anmor is Fusion-proar.




Mororswave Open

“TYPHOON II" MOTORSLAVE 275 CP
WEIGHT 218kg | STRENGTH 12
MODE MkNEUVER SURFACE FLIGHT
MOTORCYCLE 0 21 {342kph) 2
MOTORSLAVE -2 Ref & Dex | MOVE 27 (B2kph) | 18 (280kph}
MOTOROID . MOVE 27 (62kph) | 18 (280kph]

*& has INT 7, REF 7, DEX 7 and combat skills of +7, When under remote control,
it uses Hardsuited operator's stat’s & skills at 1/2 their normal value,

10 LOCRTION ARMOR STRUCTURE
1 Head 1.6K =80 FD 1.2K = 60 S0P
o3 Tarso 1.6K =80 FD 2.4K = 120 SDP
4 A. Arm 1.6K=80FD 1.4K =70 SDP
5 L. Arm 16K = BOPD 1.4K = 70 SOP |
& A. Leg 16K=80PD 1.5K = 75 SDP
7 L Leg 16K =80 PD 15K = 75 SDP
8,9 | F R Wheel{cycle) 14K =70P0 each | 1.2K=60 S0P e
| B, L Wing (slave, roid) | 0.7K=35P0 each | 0.6K=30S0Pe
10k WERPONS | W | RNG | DING | LOC SPECIRL NOTES
HAMDCRNNON | +0 | 200m | 1.4K* |2 hands |  *&PI, AOF 5, 3 Bursts.
HRMD-TO-HRND | +0 - | 30K* | RA. LA *i.e., 1606 Killing.
LSHOWDERSHAD | = | 24k =[120PD | RA, LA *Defense ability -4,
LSHOUDERSHED | - | 24K - 1720PD | RA, LA *Defense ability 2.

1006 SUBSYSTEMS. Sensor turret: Audiovisual (11km range), radio with scrambler

{130km range), stereo music system, targeting, low-light vision, instrumentation,

heads-up display (+2 Perception), Rank 7 ECCM, transformahility; front whesl splits

into two turbotans for Thght, vemier rockets, space in legs for 4 extra clips of |
ammunition; emergency-ejection function blows operator out through back, ona

hugh-intensily headlight, +2 PRE styling. AN amor iz Fusion-groaf,

MoToRsLAVE FORM

MartorcycLe Form

WMOTORSLAVE “TYPHOON II” FSSsas

Built by Or. Raven as payment for the Knight Sabers’ rescue of Gibson and
Naomi during Aevenge Aoad, this is the most advanced Motorslave yet.
Designed to fit the new Hardsuits, it is used exclusively by Priss.
Compared to the old models, it has a much more humanaid appearance
and its hatch offers more protection by enclosing the operator's arms
inside. Its high-compression hydraulics are much stronger and its Al is far
superior to that of previous Motorslaves, so it’s fully able to enter combat
and act independently, In Motoreycle form, it's almost as large as the
Highway Star and its hydrogen-gas turbine pumps out 556 horsepower
{278hp twin). Its armed with a rapid-fire 35mm Hand Cannon. Slave
height: 2.48m, walking speed: 82kph, hover speed: 280kph, weight: 278kg.
Bike length: 2 B05m, wheelbase 1 .B9m, compression ratio: 10.8, maximum
spaed: 347kph (0~1/4mile in 9.42 seconds). Curently, similar specialized
Motorslaves are being designed for the other members.
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OvVER-SIZED
WheeL Motoa
THAT PREVENTED
TRANSFORMATION
TO CYCLE FORM
=

WIMOTORSLAVE “MSK-O1" EEEERassass

This was the first experimental Motorslave developed by Sylia. The
unit’s transformation process was unfortunately never perfectad—the
MS¥-01 initially lacked suitable power output, so several adjustments
had to be made. All of that wound up being for naught, as the transfor-
mation was still prevented by the choice of armament: a 105mm cannon
which fired belted HEAT shells (it can also use APFSDS, HE, and APPS
shells) cannibalized from an obsolete Type-07 airdroppable autotank.
While impressive, this slide-cocked cannon was so heavy that it made it
impossible for the relatively low-thrust hover rotors to lift the MSX-01.
The Motorcycle engine was also replaced with a more powerful one, but
this engine projectad out from the rear tire {located on the back in Slave
mode) so much that it couldn't operate effectively as a motorcycle
wheel! Moreover, to maintain its balance when firing its massive can-
non, the Motorslave's legs had to be heavily reinforced, which made
them anommous—all of which combined to prevent the MEX-01 from
transforming (an image is still provided of what the bike form was sup-
posed to look like).

To attack the USSD% satellite in Red Eves, the MSX-01 was
repaired and madified somewhat—Sylia always had to struggle with
the controls, so its operator interface was improved, and the 105mm
cannon was replaced with a long-range Beam Cannon.

MOTORSLAVE MSX-O1
WEIGHT

MODE MRNEUVER | GURFACE FLIGHT
MOTORCYCLE : . .
MOTORSLAVE 5 Ref & Dex MOVE 5

| MOTOROID ) :

*The MS%-01's Al is so rudimentary that it simply manages vital functions; it can- |
not operate as a latoroid, nor can it be remote-controlied effectivaly.

D10 LOCRTION ARMOR STRUCTURE
1 Head 1.2 =60 FD 1.2K = B0 SDOP
2-3 Torso 1.2k =60 FD 24K = 120 SDP
4 R Arm 1.2k =60 FD 1.4K = 70 SDP
5 L Am 12K -B0FD 1.4K = 70 S0P
6 R, Leg 1.2K = 60 PD 16K = B0 S0P
7 L Leg 12€=60FD 1.6K = 80 SDP
8 R Wing 12K =60 PD 1.2K = 60 SDP
9 L Wing 1.2K =60 PD 1.2K = 60 SDP
TOR WERPOTS | WA | RNG | DG | LOC SPECIRL NOTES |
1O5mMm GUN +1 | 4km | 35K* |2 hands *AP 7 shots.
[ DERM CRANON | +3 | Orbit! | 6.0K |2 hands Oy one shot.
HBND-TO-HRMD | +0 | - | 1206h | RA, LA Killing Damags.

100 SURSYSTEMS: Sensor turet Audiovisual {#km range), radio with scrambler

(50km range), fergeting, low-lght vision, instumentation. heads-up display (+1

Perceptian), Rank & ECCM, non-transformakls, cannol {ly, emengency-ejection function

Elcrws ppesalor out through back. The MEX-01 can carmy the 10%mm gun or the Beam
Gannan, but it cannot carry both, Armor &5 NOT Fusion-poaf




HIGHWRY STRR

OVERALL WEIGHT 430 kg
MODE TRNELVER MOVEMENT SPEED
DRIVING 0 78 455kph
WITH AFTERBURNERS 1 4 54Dkph
D10 LOCRTION ARMOR STRUCTURE

| 16 Chiassis 10PD 40 50F |
7-8 R. Wheel . 20 5DP

910 AL Wheel 20 SOP
SUBSYSTEMS

= Radio with scrambler | 100km range).

 Heads-up instrumentation display.

» One high-intensity headlight.

» Nitro hoosters, when activated, will boost the bike's speed for 10 Phases 130

| seconds), but during that time, the Highway Star's driver suffers -1 to AEF due

1o the machines shuddering.

VEHICLE 11OMPH 150MPH

HMJ Griffon 11 =
Racing Bike
ADP Interceptor
ADF Road Chaser ==
Bike-Form Motorslave

19OMPH

WHIGHWRY STRAR T,

Just far the fun of it, Mackie built this monster-bike at Raven's gatage—
He never intended it to be actually ridden, but then he couldn’t have pre-
dicted the scourge of the Griffon. Like almost all bikes in the 2030s, the
Highway Star is a forkless design. Its all-ceramic, twin-turbo 1500cc
engine can crank out an incredible 700 horsepower! It has an unprece-
dented 2.4m wheelbase and the drive train’s shaft uses non-viscous oil,
drastically reducing time lag and loss of torgue. The Highway Star was
designed with acceleration as its top priority, and with its nitro boosters
engaged it can push speeds which are almost impossible for a normal
human being to handle. For this reason, the driver of this monster bike
must wear @ Hardsuit. To compensate for this fact, the bike's gearshift
uses an air shifter which can work with the unusual shape of a Hardsuit's
feet The bike's instrumentation was scavenged from an HS-130's combat
hardware, but the Highway Star isn't armored at all; Priss wrecked it with
one crash in Revenge Road. However, Mackie spent a great deal of time
and effort rebuilding the machine during Moonlight Rambler (which was
why he didn’t appear in that episode) and has grand plans for it ...

Q35MPH 280MPH 335MPH

Custom Griflon A s
Custom Griffon B e
Griffon Cybermanster

Highway Star

87

=
m
(|
il
~
|
r
-
@
= o
_.
7.
r
o
M
=]
-



S5U28NS LHOINH—YHDIW

WSILKYW

AGON H

This seemingly mundane minitruck is ostensibly used as a transport and
supply vehicla for Sylia's Silky Doll lingerie shop; Mackie usually drives it,
shuttling special orders and performing deliveries for his sister’s business.
However, the Silkywagon is secretly a transparter for the Knight Sabers’
equipment [i.e., their Hardsuits and Motorstaves) when they need to travel
incognito. While the wagon's storage space for "legitimate” cargo is tiny,
its hangar bay is efficiently designed ta store all the Knight Sabers’ impor-
tant gear: the side panel folds down to reveal the Matorslave hangar and
to allow access to overhead compartments which store all four Hardsuits.
There's room for four Hurricane or Typhoon Motorslaves in Cycle mode, plus
an extra one on the other side. A separate |ocker contains the members’
innerwear and assorted small arms. The Silkywagon does not have any
technical or maintenance facilities, and only a simple toolkit is stored inside.

N (50O 8 Cp
WEIGHT 1700 kg | SPRCE 1 driver, 1 passenger
MENEUVER -3 Ref & Dex | MOVE 10 [160kph)
P10 LOCRTION ARMOR STRUCTURE
16 Chassis 0.6K =30 PD 1.6K = B0 SDP
7-10 Wheels {4) 15 S0P each
SUBSYSTEMS

» Radio with stereo system and scrambiler (100km range).

» Storage bay for four Motorslaves, back-up space for one more Motorslave.

» (Werhead storage lockers for four Hardsuits.

» Camouflage: resembles a nomal delivery truck.

WKNIGHT SABERS TRRILER MEEI——

In the underground garage beneath Lady's 833, right next to the Sillkywagon,
is parked a gigantic big-rig. This heavy-duty trailer serves both as transporter
and as mobile minibase for the Knight Sabers and their equipment. The cab
has a communications suite and a two-way videocomm for keeping contact
with the peaple in the trailer section. The spacious interior of the trailer is
equipped with a powerful computer, assorted communication devices (with
scramblers, of course, and a maintenance bay. However, most of the space
is taken up by storage space for the four Hardsuits, four Motorslaves (of any
madel, or even the Highway Star), and two hydraulic booms which deploy
from either side of the trailer. These booms can drop-launch two
Matorcycles at a time—uwhile the trailer is moving at highway speeds.
Motorslaves can even be drop-launched in Cycle mode and immediately
switch to Slave mode, taking to the air before they ever hit the ground.

KNIGHT SRBERS TRAILER

16 CP

WEIGHT 6000 kg | SPACE 1 driver, 3 pass in cab
MRBNEUVER -3 Ref & Dex | MOVE 10 {160kph]
1o LOCRTION ARMOR STRUCTURE
1-3 Tractor 1K=50FD 2K =100 SDP
4-8 Trailer 1K =50 FD 2K = 100 SDP
10 Wheels (8) 75 SOP each
SUBSYSTEMS

= Crew space in trailer for 6, combat data center with POW 6 computer.

# Hangar for four Motorstaves, dual launch booms.

» Camouflage: resembles an unmarked big-rig.

-,



WMACKIE'S BRTTLESUIT Saass T I
This heavily armed powered suit was built for those times when Mackie
might have to enter the battlefield to support the Knight Sabers. itis a heav-
ily modified MADOX-type Slave-Trooper, with updated armor and several
parts which were remodeled after the Motorslaves |particularly the head
and the shoulder sections|. It's not nearly as advanced as the Hardsuits or
Motorslaves, being designed primarily for survivability rather than assault,
but the lame shoulder pods house ducted fans which grant some hovering
and jumping ability, and it is armed with a 4-shat autoloading bazooka. Its
backpack is an interchangeable carriage, usually fitted with a Hardsuit con-
tainer, and the battlesuit has a powerful computer system which can be
used for combat information processing or to back up Nene's own formida-
ble computer array, To make up for the clunky hands, a submanipulator is
housed inside the chest.

MACKIE'S BRTTLESUIT 65 CP
WEIGHT 678 kg | MANEUVER -4 DEX & REF
STRENGTH STR S | SENSOR/COIMM _ 1km/50km
RUNMNING Max = MOVES | JURPING 50m
ARMORPD  D.8K =40 Hits | STRUCTURE 0.8K = 40 Hits

WERPON W4 | NG | DG | LOC SPECIBL NOTES
BRZOOKR -2 | 600m| 15K [ RA | 4 Shots, Blast Radius 1.
HAND-TO-HRND | +0 | - [9DBh | A A Killing Damage.
SUBSYS TEMS. Life support, audiovisuals, radio scrambler, low-light optics,
ECCM Rank 7, computer package (POW 3), Jumpjets, Emergency ejection
function, Backpack Hardsuit container, chest-mounted micromanipulatar.

T ET TN
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VSKYCRRRIER S e,
A surplus military aircraft which Sylia purchasead through veryunafficial chan-
nels, this heawy-duty VTOL serves as an airbome base for the Knight Sabers
Its large cargo bay has similar facilities to those of the Knight Sabers” trailer,
but lacks the launch booms, instead using a more conventional rear ramp for
access. The Skycarrier can perform almast any aerial maneuver thanks to its
vectored-thrust engines, and its original design has bean improved by Mackia
and Dr. Raven to have even greater speed and agility. It's also heavily armored
and armed with twin serial-firing missile launchers, as well as having limited
staalth characteristics to help ensure that itis not easily followed. Sylia hides
the Skycarrier in a hangar at a private airstrip which she maintains through a
series of middlemen; her fortune allows her to keep several key people in her
packet, including air traffic controllers and Aviation Bureau officials who put
a blind eye to the movements of her private aircraft.

SKYCRRRIER 90 CP
WEIGHT 12500 kg | SPRCE 1 pilot, 7 passengers
MBNEUVER -1 Ref & Dex | MOVE 6 (635kph)
D10 LOCRTION ARMOR STRUCTURE
1-5 Fuselage 15K=75PD | 3.0K=150 SDP
6-7,8-9| R oorl Wing 10K=50PD 2.0K|=100 SDP

SPeCIRL NOTES

10 WERPOMNS | WA | RAG | DINVG | LOC
MISSILE DRY K2 | +0 | 600m | 1.0Ke |R&LWSs | *Smert|17 + diel 7 shots aach.

SUBSYSTEMS: Two turbofans, granting VTOL ability; Rank 6 ECCM,

Storage bay for 4 Maotorslaves and 6 people, Life support. Any number

of missiles {up to total of 14) can be fired at once.
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“... what do you think would happen If Genom were to take
over the world?

I guess the cities would be wall-to-wall Boomers ..."
—Sylia Stingray and Lisa Vanette, December 2033

G enom: the most powerful economic force on the
planet, maker of the Boomers, and manufacturing
monolith for the masses—just the kind of enemy
the Knight Sabers need. This mega-megacorporation has
made itself indispensible to the modern world, acquiring
or controlling more industries than any other corporation
in history. Its tactics are ruthless and its power is
immense. But the question remains: What does Genom
plan to do with all this?

VYGENOM'S GORLS i

The fact is, Genom is bent on nathing less than global domination, and in
2033, its contral is nearly complete. This is owed almost entirely to the
founder and current chairman, Quincy, who established the enterprisa’s
base in MegaTokyo, pushed for control of food circulation and industrial
resources, and encouraged developments in manufacturing. Quincy’s per-
sonal nickname for his corporation is “Genetic Ecosystem by NOisy

Multinationalist.” While the exact future of Genom’s and Quincy’s global
rule is still unclear, this anagram suggests that Genom was always intend-
ed for eventual covart and overt control of the world.

Given its power in this wide spectrum of worldwide markets, Genom
wields a great deal of influence over various national governments, agen-
cies and even terrorist groups—in fact, Genom secretly manipulates polit-
ical and financial aspects of the entire Western world. Through its aero-
space coneemns, it can effectively control SDPC and it even has connec-
tions within the USSD's allied council. Taking full advantage of its multi-
national status, Genom regularly ignores national boundaries and laws to
engage in the illegal manufacture, sale, and trade of military weapons.
The super-conglomerate is almost untouchable by most law-enforcement
agencies, as Genom either funds the agencies themselves or controls the
paliticians that give the cops their orders.

The conglomerate's influence on the world economy and its direct
power over key palitical figures is & useful tool, but the most versatile and
powerful weapon in Genom's arsenal are Boomers. The massive enter-
prise owns all patents and copyrights on this "new race”, and is con-
stantly developing new types to serve its purposes, the devastating
SuperBoomers being one example. ;

Even more frightening than the Boomers themselves, however, is the
top-secret Over-Mind control System. Even high-level executives in
Genom’s hierarchy believe the OMS to exist only in rumor, but the con-
glomerate’s elite (the board of directors, Quincy, the chief of security, and
a few others) actually have access to it. As yet, the OMS is inactive, but
once engaged it can control &/ the Boomers in the world. Should it ever
be used, the person controlling it would command an army of androids
working everywhers from kitchens to orbital construction sites to the mil-
itary; he would instantly become the most powerful person on the planet.
The OMS is Genom'’s most closely guarded secret; if the rest of the world
knew of it, the massive enterprise would suraly be torn apart by the out-
raged governments of the world . .. assuming they got the chance.

VGENOM'S MANY FRCES M

Genom is big ... really big. We can give only the barest outline of their
interests hare, since a complete listing would require another entire book,
but here are a few of the basic facts.

The name of this mysterious superconglomerate originated from a
biological term: gemome, which is defined as the minimum DOMNA set
required for an organism to survive. One can draw the analogy that Genom
sees itself as the minimum structure necessary for human society to func-
tion. This fact is reflected in how the Genom name is used; unlike many
canglomerates, who acquire other companies but continue to operate
them under their old names, Genom more often places the Genom name
on almost every industry it touches, obliterating the identities of the pre-
vious companies. This reinforces the manalithic nature of the company,
presenting the Genom name before all others. Generally, if you've pur-
chased a product from a Genom-owned company, you know it.

While Genom may ultimately be no more than a tool for Quincy's grand
schemes, in the meantime it functions {at least partially) as a legitimate
enterprise. Ganom is no doubt best known as the world's biggest industrial
concarm, producing 68% of the world's automobiles and controlling 72% of
the planet’s food circulation (including supplies for the orbital stations and
bases), as well as financing the world's four largest aerospace companies.



It owns countless general manufacturing and heavy
mncdustry concerns and is involved in the production of
items ranging from commercial airliners t medical
equipment and toys.

Less wall known is the fact that Genom is also a
weapons manufacturer. While it has relaxad the pro-
duction of conventional weapons, its combat Boomers

are one of its best-selling products intermationally, and

J it has an 80% share of the virtual interface control mar-

ket. Advanced virtual-reality type interfaces are neces-

| FemaLe sary for the use of Fowered Suits and Battlemovers, and

/ Coverr Genom pioneered this technology. Started in 2015,

] ' | Ops Genom's milspec department is now the world’s third
é@ Boomer largest military electronics supplier.

Genom's premier position as the maker of the

worlds best humanoid robots and androids is well

documented. fifteen years ago, the general deterioration of the world sit-

uation was hindering corporate growth so badly that even Genom was

stagnating. To break out of this slump (and perhaps point mankind toward

its next evolutionary step?), Genom led the way in creating a “new race”

of robots and revitalized the world's economy.

In 2033, waitress androids and worker Boomers are everyday sights.
Some other companies may sell more affordable robots, but nobody
comes close to the sheer complexity and performance of Genom's
Cyberdroids, a.k.a. Boomers,

Genom's many subsidiaries are connacted by a complex web of
cross-ownership, loans and investments, business and trade links, co-
directorships and family relations. Despite this cross-ownership system,
Genom is not a zaibatsy: the whole conglomerate is immediately answer-
able to the major core divisions and to Quincy himself.

Currently, the corporation is aiming to dominate the Asian market,
Hong Kong and Shanghai are both sites where cheap Boomer parts are
being made, and thus are Genom's prime targets. To take control of areas
such as this, Genom brings small, local companies under its wing and
gradually infects the entire area until all companies are part of the same
system—Genom Enterprises. By investing funds in local firms with inno-
vative technologies and encouraging their development, Genom becomes
vital to those companies’ continued prosperity and gradually takes control
of them through pure cash leverage.

Genom used this same strategy to establish itself as the predomi-
nant company in space. While Genom has turned Boomers into the per-

; Q\ CoMBAT sonified symbols of labor and war, the

o | BioEscape Corporation (BEC) originally devel-
oped them for orbital work. In fact, BEC was
oniginally “subsidized” by Genom when that
superconglomerate saw such support as an
opportunity to gain its own funding for orbital
manufacturing. Once Genom had its teeth in,
it consumed BEC whole.

Despite its frequent use of Boomer labor,
Genom is one of the largest employers in the
world as well. Company employees are oftan
recruited straight out of college and are
expected to contract themselves to the com-
pany effectively for life. Genom is happy to
set them up in corporate housing, with a cor-
porate school for the kids, and even offer
Genom-supplied entertainments. As the gov-

ernments of the world
have struggled to con-
tain the chaos of the
new millennium, the
corporations have often =
been given the chance
to determine the "daily ¢
reality of the people.” ™
And thats exaclly how
Genom wants it.

Naturally, advertising is an essential part of the Genom corporate
machine, selling image and product simultaneously. Sales have to be
maintained for all of Genom's semvices and products after- all, Boomers
included. All advertising is designed and managed in-house by special
departments, tailored to individual nations and religions, and run from
offices in their towers. Genom Tower in Tokyo handles intemational adver-
tising and public relations, which are covered by a calculated campaign of
tailored upscale promation and high general visibility.

(0f course, public relations can be difficult for Genom—its image of
brooding, ominous power being somewhat problematic. Jokes are made
about Genom's omniprasence and omnipotence, but there is always a ring
of truth which drains the humor from these witticisms, Genom casts the
best possible light on itself, extolling the virtues of its products which
“form the backbone of a sound economy.” True as this might be, there are
many dark rumors and bad memories adrift in the public consciousness.
People may respect Genom, they may need Genom, they may occasional-
Iy thank Gad for Genom, but even more, they will always fear Genom.

WTHE GEHOH\ TOWERS IR

Genom's main head-
quarters is Genom
Tower, located in
MegaTokyo's District
Three. Standing 1000
meters tall, this gigan-
tic arcology’s total vol-
ume is estimated at
170 million cubic

' V" meters.  After eight
Summir oF Genom TOWER 2032 (INCOMPLETE)  years, construction of
the tower still forges ever onward, conjuring to mind a modem version of
the Tower of Babel. A spiral road, designed to facilitate access for con-
struction vehicles, climbs up and around the incomplete walls of the
Tower, reinforcing the splendid yet intimidating Babel image.

Rising ominously above the surrounding buildings and containing
hundrads of floors, the Tower's exterior is surfaced with smoked glass and
mirrors. The megastructure’s layout and facilities are kept largely secret,
but the majority of the interior consists of offices, research labs, and exec-
utive conference rooms. There are also the obligatory cafeterias and rec
rooms (complete with exercise gyms) for the staff, in addition to a surgery-
capable infirmary. There are many underground sublevels which go down
to almost one-third the Tower's aboveground height. These basements
include employee parking zones, Inading docks, storage areas, auditori-
ums, and training rooms, as well as more sensitive and tightly guarded
areas such as testing sites, labs, an independent fuel cell generator, the
security center, and the Tower's computer core (POW 12). The chairman's
magnificent office can be found at the top level, along with helicopter
landing pads and several clusters of communications gear.
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A system of freight and personnel elevators connects all levels of the
Tower, subterranean and elevated. Most personnel elevators do not open
1o all floors, since there is a mixed system of express and Iocal elevators;
express elevators stop every ten floors and local elevators handle the inter-
vening areas. Of course, these restrictions can be overridden in an emer-
gency or with executive clearance. The front entrance to the tower is opu-
lently decarated, but there are many, less ostentatious, secondary gates.

A large complement of vehicles moves in and out of the Tower. Most
of the traffic consists of trucks ranging from minivans to small haulers to
cross-country big rige—all performing unglamarous transport, sefvice, and
supply duties. A fleet of company-owned sedans and limousines femy
executives to and from meetings, errands, and power lunches. The landing
pads on the roof service several tiltrotor aircraft and helicopters. Genom
also keeps several unmarked vehicles for incognito use, just in case it
doesn’t want the Genom name associated with the vehicles® activities. ..

In terms of security, the Tower is effectively a fortress, with a net-
work of cameras, ID scanners, electrified barriers, automated WEapons,
gas vents, and & large staff of Combat Boomers in human disguise. For
gxtreme circumstances, Genom Tower also has several teams of Battle
Boomers stored throughout the building. Each team consists of at least
two B-types in cold storage modules—in times of emergency, the com-
puter system downloads a situation report and orders to the Boomers'
brains and then flash-defrosts them for immediate deployment,

WOTHER FRCILITIES .

Outside of its headguarters, Genom has regional offices all over the
world, marking its temitory in major industrial cities such as London, Paris
and Moscow. In keeping with Genom's monumental size and reputation,
their towers are standardized in design so that they are instantly recog-
nizable. While special facilities such as factories, warehouses, and
research compounds aren’t designed in this image (as they're less visible
to the public), each regional office is a variant on the world-famous
Genom Tower of MegaTokyo. These Towers vary in size, but they all stand
as ever-present reminders of Genom's worldwide dominion.

This visibility also makes the Towers tempting targets. Several
Towers were destroyved in late 2033 by the renegade SuperBoomer Largo.
Using hijacked USSD killer satellites, he wiped out the Tower under con-
struction in Sydney, Australia, as well as those in Chicago and Berlin.
Repairing the damage causad by this attack has taken a great deal of
Genom's time, energy, and money, slowing its progress in other areas.
However, reconstruction has already begun and worldwide aperations
are expectad to be brought back up to speed by late 2034,

YGENOM AND THE KNIGHT SRBERS FESisisss

The fact that Genom has not yet made a concerted effort to destroy or
expose the Knight Sabers is owed to the fact that the corporation really
doesn't care enough about them to bother. While the Knight Sabers are a
remarkable team, with advanced technology and superb tactics, the sim-
ple truth is that they're too small for Genom to warry about. While sever-
al individuals in Genom's hierarchy (Brian J. Mason, Largo, and Dr. Miriam)
have focused their attention on wiping out the Knight Sabers, the compa-
ny as a whole has not. If Genom—that is to say, Duincy—ever wanted to
find out the Knight Sabers’ true identities, it probably could. It has more
resources than any intelligence agency, better computer systems than any
software company; and it's everywhere. If 18-year-old Lisa Vanette could
almost expose the Knight Sabers, Genom would have no problem, Luckily,
CQuincy has no inclination to dedicate company resources to this thomn in
his side. One wonders why .



AGE 70 | Job Genom CED

INT alpers 10|wiL  1o[TECH 7|MOVE 2
REF 5[DEX  4]STR sjcon  io[poDYy 8
LUCK 14 [MAX 100kg [LIFT  50kg|CAR 25kg [THRW  Bm
PNCH 3DG |KICK 4DBIRUN  6m|LEMP 1m|SWI  2Zm
STUN 40(PD  -20[HITS  40[RCVR 13 |RES a0
SKILL INL | SKILL L | opTIONS INL

PERCEPTION® | +1 | DRIMING Al - %2 |
CONCENTRATION®| +3 | whRprOpe & 5TvLE | 46 | -

EDUCATION* | +10_| ESPIONNGE K]

PERSIRSION® | +8 | RESEnRCH )

SOCIL* +7 | LERDERSHIP 48

LOCN KNOWLEDGE* | +4 | BUSINESS +10

TEACHING® i

| ATHLETICS® 41

HAND-TO-HRND | +1

MELEE 3

FIRERRIMS K]

EQUIPMENT: An amalgam of casual clothes and businesswear,

omamental cane {could be a swordcane), and anything else he

wants—being the CED of Genom, Quincy has access to effectively

ANYTHING.

ANDROID DUIPLICATE
of Quincy (DAMAGED)

VQUINCY i
AGE: 70. HEIGHT: 217cm.
As the founder and current Chairman of Genom Enterprises, Quincy is one
of the most powerful people on Earth, Genom's worldwide dominion is
owed almost entirely to his accomplishments: It was he who established
the enterprise’s base in MegaTokyo, he who pushed to control the circu-
lation of various foods and industrial products, and he who planned and
funded the advanced development of manufacturing technologies.
(uincy’s personal histary is a mystery (unknown even to Sylial, but
some insight can be gleaned from the Chairman's nickname for his cor-
poration: "Genetic Ecosystem by NOisy Multinationalist.” Despite its
guirkiness, this anagram is interesting in that it offers a window into
(uincy’s egotistical character—it suggests that from the conglomerate’s
inception, Quincy foresaw Genom’s (and thus his own) eventual covert
and overt domination of intermational economies and politics. One could
conclude that Quincy has been platting world domination for a long time
and plans to set himself up as some kind of God to reign over mankind.
One thing for sure is that he is a man completely in control of himself, he
maintains a nearly unshakable composure in all situations.

NOTES

Cuincy is an imposing man—his appearance belias his age and he dress-
es in fing, casual suits. He also has a totally confident manner that can
be quite disconcerting to anyone challenging him. His mysterious aura is
compounded by the fact that he has several doubles {usually Boomer
androids), making it difficult o tell if anyone has ever met the real Quincy.
It has been theorized that Quincy may no longer have a corporeal form,
and that he may have already downloadad his mind into the Genom com-
puter network.
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WERIAN J. MASON IS

Effectively deceased as of 2032.
Mason was a powerful man within Genom Enterprises; as the Secretary
to the Chairman, he was in charge of many of Genom's seamier opera-
tions. He directed the assassination of Dr. Stingray and the cover-up which
included the destruction of Wiz Laboratories, and it was he who master-
minded the secret plan to develop illegal Combat Boomers. He supparted
the Technologically Integrated Economic City Project and the Killer Doll
Seizure Plan. He also cavertly continued the Super Boomer Development
Plan (after its false destruction) without Quincy's knowledge or approval.
While on the surface Mason dutifully served Quincy, he secratly har-
bored grand ambitions. Not content with being merely a corporate prince,
he aspired to become the supreme leader of Genom and one day rule the
world. While the Knight Sabers foiled his plans—interfering in the kid-
napping of Cynthia and the development of the SuperBoomer—Mason's
ambition could not be thwarted even by Sylia’s avenging laser sword.
Mason was killed in a battle with the Knight Sabers, but his mind had
already been transferred to the body of an advanced SuperBoomer; his
desires were rebom in the form of the nefarious Largo.

NOTES

Brian J. Mason was a ruthless corporate shark. He was power-hungry
and amoral, but dangerously clever and patient. As Quincy’s assistant and
confidante, he knew where all of Genom's skeletons were hidden and had
access to vast resources. He also had surprisingly in-depth knowledge of
the Knight Sabers, perhaps even copies of Dr. Stingray’s original files. In
fact, despite his competence and power, he developed a driving obses-
sion with Sylia Stingray and the Knight Sabers which ultimately proved
his undaing.

AGE s | JOR Ouincy’s Assistant
INT B [PERS B |WILL 9|TECH 6(MOVe 4
REF 7[DEX  7]|STR 3|CON 5|BODY 4
LUCK 15 [MAX 100kg [LIFT  50kg|CAR 25kg [ THRW  Bm
PNCH D6 [KICK 4D6 |RUN  12m|LERP  2Zm |SWIM  4m
STUN 20(PD  -1D|HITS 20{RCVR 8 |ReS 27
SKILL L | SKILL INL | OPTIONS 1L |
PERCEPTION® t5 | DRIVING +5 | OBsession 12
CONCENTRATION®| +7 | WARDROBE & STVLE | +4 | (Sylia Stingray)
EDUCRTION® +8 | ESMONMGE +8

PERSURSION® +3 | RESEMRCH +6

SOCRL* +1 | LERDERSHIP 6

[OCKL ENOWLEDGE® | +6 | BLSINESS +

TENCHING® +5

ATHLETICS® +

HAND-TO-HAND | +4

MeL€€ 47

FIRERRIMS )

EQUIPMENT. Company vehicle (usually either a limousine or a tiltro-

tor aircraft), Combat Handgun, businesswear, Rich Lifestyle {execu-

tive penthouse). Being a Genom higwig, Mason can also get access

to pretty much whatever else he wants.
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WHKRATE MADIGAN SN

Presumed deceased as of mid-2033.

As Genom's executive officer in charge of information, Madigan had nearly
unlimited access to Genom's secrets and was personally involved in numer-
niis international conspiracies. She was also in charge of internal affairs and
espionage, and was respansible for plugging leaks in Genom's information
netwaork (like Anri). After Mason's untimely death, she moved into Chairman
Quincy's favor, becoming privy even to the secret of the OMS. In the battle
that ensued when Largo challenged Quincy, Madigan was reportadly killed
{but if she did survive she could pose many problems for the Knight Sabers).

NOTES
Madigan was a brilliant, meticulous, ruthless executive. She had a good mind
for public relations, but had no qualms about killing to cover Genom'’s crimes.

INT BIPERS 7|COOL 7|TECH 6|MOVE 4
REF 4DEX  4]STR CON s5[pODY 3
LUCK 12 |MAX 72kg |UFT  3Bkg|CAR  18kg | THRW Em
PNCH ZD6 [KICK 306 |RUN 1Zm|LERP  Zm|SWIM  4m
STUN 15 (PD -IDJHIT‘E 15| RCVR 7| RES 21

F=J

SKILL INL | SKILL ALY skl L

CONCENTRTION®| 5 | LOChL® BUSINESS 47

L

PERCEPTION® +1 | SOChL* +6 | DETECTIVE +7
H
+

EDUCRTION® +6 | TEMCH* RESERRCH +6
PERSURSION* +5 | ATHLETICS* +3 | HANDGUN +2

WDR. MIRINM YOSHIDA I
Arrested on December 21, 2033.
Dr. Miriam was the most brilliant scientist within the pantheons of Genom
Enterprises (at least so he thought). However, his arrogance kept him fram
being promoted and he was stuck working at Ebisu Mechatronics, a Genam
subsidiary company which manufactures mundane labor Boomers. Worse
yet, Miriam's bass was constantly taking credit for his accomplishments (such
as a revolutionary performance booster for Ebisu’s Boomers). These frustra-
tions eventually pushed Miriam over the edge. In an attempt to elevate his
status in Quincy's eves, he designed a team of enhanced Boomers to destroy
the AD Police and the Knight Sabers. He failed and was arrested by Leon.
DOr. Miriam was a gifted designer, but not the best strategist. While he
is currently incarcerated, his criminal genius may yet get him out, and no
doubt he will be looking for revenge on those who discredited him.

INT gPeRS  4|COOL 4|TECH a(mOVe 3
REF JDEX  4|STR 3/CON 4[BODY &
WCK 12 [MAX 100kg |LIFT  50kg|CAR 25kg | THRW  Bm
PNCH 306 [KICK 406 |RUN  9m|LERP 15m|SWIM  3m
STUN 25 (PD -B [HITS 75(RCVR  T7|RES 12

SKILL IL | SKILL LY SKILL [IIL |
[ PERCEPTION® | +2 | SOCRL® +3| HIGH TECH 46
CONCENTRATION®| +2 | LOCAL® A) MISPECTECH | 46
EDUCRTION® | +8 | TencH* +5 | SUPERTECH +7

PERSUNION® | 15 | ATHLETICS® 2| swerscieiice | +7
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iy “When it looked like that Boomer was about
2% to kill me, | was thinking things like: Maybe
- .. ) Boomers, seemingly mere mechanical dolls,

.."l were better suited than humans to this
{1 crazy town..”

—Leon McNichol, AD Police Officer,
AD2027

VASSEIN}LERQ OF PROSPERITY

In the latter half of the twentieth century, rapid advancements in technolo-
gy at last resulted in the development of artificial substitutes for human
heings. A synthesis of mechatronics, artificial intelligence, and biotechnol-
ogy. they freed people from all kinds of menial labor. People called these
symbols of the era, "Boomers, Assemblars of Prosperity.”

But some anonymous Boomer is credited with saying, “Boomers are
the forthcoming true face of mankind.” This cryptic comment implies that
Boomers may be more than mere tools of humanity—that they may be as
human as we are.

WWHRT hRE POOMERS? TN
While the “villians” of Bubblegum Crisis are technically called Cyberdroids,
Boomers are their popular name. That name can be translated from the
native Japanese into “Buma/Buuma” (purely phonetic spellings), "Booma”™
{this is how it is always spelled in the videos), and “Boomer” (the term used
in AnimEigo’s subtitles and in this game book). The orgin of this term is
deceptively simple: The creators of Butiblegum Crisis liked the sound and
feel of the Engfish word “Boomer” {one who makes a lot of noise or fuss|
and chose it as the comman slang term for Cyberdroid,

Actually, the name is remarkably appropriate. Given the dictionary’s
definitions of "hoom”, and assuming that a Boomer is "one who Booms”,
then a Boomer is: One that experiences a sudden, rapid growth and/or
expansion; one that increases in importance or esteem; one that develaps
rapidly in population and/or importance; one that rapidly grows, expands, or
increases; one that rapidly expands widespread economic activity, and/or
one that makes a deep, hollow, “booming” sound. Based on these temms,
“Boomer” is actually quite an appropriate name far GENOM's (injfamous
Cyberdroids.

VANRTOMY OF A BOOMER ISR

Boomers are biotechnoloigeal entities, robots made up of protein mechanics,
neo-metallic structures, artificial intelligence systems, and synthetic organs.
Originally designed for space construction work, Genom's factories now
pump out scads of different Boomers, ranging in complexity from cheap, dag-
brained robots 1o andmids which are almost completely indistinguishable
from human beings. Marketed as laborsaving servants and mechanical
wirkers, most are vaguely humaniod in farm, but more utilitarian models also
exist, such as boxes with legs, animal forms, and even vehicles.

Each model is aimed at a specific consumer market, with all the mod-
els falling into ight general categories:
» | abor types are used for construction and sanitation. Labor Cyberdroids
are the commonest and simplest types of Boomers, needing maintenance
and recharges often. Their design is utilitarian, their bodies tailored to their

duties—these robots usually resemble humans only slightly. Industrials
include G-types {for space development) and A-types {for repair and mainte-
nance) among others.
» [annequins resemble humans, but are deliberately identifiable as
Cyberdroids; blue or gray “skin” tinting and body seams are earmarks of a
Mannequin-type. These are waitresses, security guards, or even as domes-
tic servants (some can be adapted for sax, but Androids are more popular].
» Androids are nearly indistinguishable from humans; while standard
endoskeletory types {such as the F-series) can be detected with X-rays, ther-
mal scans, or simple weighing, advanced models (like the S-type Sexaroids)
are only identifiable by dissection.
o Battle models are fielded by mifitary forces, simultaneously fulfilling the
role of soldier, weapon system, and light ammored fighting vehicle. Battle
Cyberdroids like the BU-12B and the Doberman are heavily armed and
armored, and while humanoid, would never pass for humans.
» Combat models are complex biomechanical “field agents”, disguised to
look human but capable af incredible feats of strength, Also known as
“Covert” models, these Cyberdroids can burst out of their human disguise to
increase armor protection and deploy weapans and thrusters, They also pos-
sess the ability to absorb a limited amount of inorganic matter from the envi-
ranment, allowing them to adapt to changing situations, repair damage, and
custom-tailar their capabilities on the fly.
« Fusion-capable modals are very rare and frighteningly powerful. They pos-
sess all the abilities of Combat models, but they can absorb a nearly unfim-
ited amount of inorganic matter. Fusion-capable Cyberdroids can effectively
fuse with all the material in their surrounding environment, converting it to
their own use at an alarming rate.

= Experimental models are unigue types with advanced ahumes. usually
testing increased-performance Als, weapons systems, musculature, and/or
armor, Experimental Cyberdroids are usually based on Combat models—the
Super- and HyperBoomers are extreme examples of Experimental models.
» Second-Generation models represent prototypes for what is expectad to
be the future standard in Boomer design. Second-Generation Cyberdroids
have more advanced Als with superior empathy and human compatability,
and their bodies feature superior motive systems and armor. They will not
be widely available until at least 2034 ar '35,

Among these various categories, Boomers are also classified accord-
ing to the complexity of their manufacture (rapresenting their inherent qual-
ity and thus their price). A-Class Boomers are masterpieces, with a high per-
centage of biological components. Of the B-Class, only & handful remain
(even in Megatokyo), because they represent a compromise between qual-
ity and affordability which didn't sell well in an age of polarized econamics.
The C-Class is popular, since it still resembles a human but is cheap and
gasy to maintain. D-Class Boomers are nothing more than robots, and as
such appeal to consumers solaly on the basis of their utility.

The cheaper Boomers, such as C-Class Mannequins and Labor types,
can be overworked, which may lead to breakdowns or berserk behavior.
Most C- and D-Class Boomers should anly be utilized in 12-hour shifts; using
them around the clock can overheat them, leading to trouble of the AD-
Pulice variety. High-quality Boomers, however, are constructed in an entire-
by different way and are expected to perform for long periods of time (days,
months, or even years|.

The endurance of an A- or B-Class Boomer's performance is owed to
its power system. All Boomers are powered by an intemnal battery, but

o



Battle, Combat and other such high-end Boomers use & supercompact
engine to recharge their battery's energy reserves constantly. Lower-level
Boomers simply rely on a power cell jor a group of connected cells) which
furnishes electrical cument, and they require regular recharging.

WBRRINS TICKING INSIDE... Fesss

Lurking within every Hoomer's
head, behind a thick, impact-resis-
tant casing, is an electronic brian.
What that brain can do depends on
the type of brain it is. Based on the
——— complexity of their duties, most
: Boomers have a variation of gither
a Model-9 or Model-11 brain.
Model-8s are purely robotic, and
can only think according to their programming. The Model-11, however, has
greater capacity and a faster processor, using the principle of Imprinted Al,
it can even run artificial intelligence algorithms.

The Model-9 is used in cheaper Cyberdroids like Labor types,
Mannequins, and Battle Boomers. This type of brain is cheap and easy to
mass-produce—whila still intelligent, it is characterized by belligarence, a
“zombie-like quality,” or even possibly animalistic behavior. Mare impor-
tantly, it is inherently more unstable. Some might call this pathetic, but
Genom simply calls it efficient.

As opposed to Model-3s, Imprinted-Al Madel-11¢ have all the func-
tionality of a human brain, but several progarmming blocks restrain activity
to the parameters set by thair human designers. Boomers may go through
the same trials, tribulations, and stresses as humans, but their responses
are regulated by these imposed blocks. Therefore, a Boomer can't have
sophisticated emotions, such as hatred or anger. Usually.

However, should the braincase be damaged (in an accident, for
instance} and then penetrated by radiation (such as from an atomic blast,
reactor leak, lab accident. or cosmic rays), two or three blocks may fall. In
this case, the brain's activity is suddenky unrestricted, allowing the Boomer
1o act according 1o its own ideas—this usually manifests as insanity, or, as
Genom PR puts it; "Program degradation due to emotional disorders.” On
rare nccasions, such damage has resulted in spontaneous self-awareness.

WBEYOND THE NORN NS
In an amazing new shift of technalogy, some Boomers can change their
shape. Usually this ahility is reserved for Combat {aka “Covert”) Boomers,
who can compress their bodies to human proportions in order to disguise
themselvas. Some can even fuse with inorganic material, in either limited
or nigh-infinite amounts. The exact nature of this shapeshifting power is
a closely-guarded Genom secret—it would seem to involve nanotechnol-
ogy, chemical reactions, and memary plastics |._.or it could be chalked up
to plain oid writer's caveat!),

To disguise itself as a human, a Covert Boomer must compress some
of its internal systems (namely its thrusters and weaponryl. These systems
are not functional in this form and must be "unpacked” for use—the
Boomer literally explodes out of the disguise, drastically increasing in vol-
ume. While the increased surface area allows for better cooling and mobil-
ity, the larger size is primarily to allow the use of the Boomer's combat sys-
tems. This trading of infiltration ability for combat performance makes
sense; disguised mode is “low profile”, combat mode is “high profile”.

Fusion-capahle Boomers take the Covert Boomers' expansion capabil-
ity even further, Through the use of invasive probes and wiral infection,
Fusion-capable Boomers can actually incorporate other objects and
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machines into themselves. This remarkable phenomenon lets gk

the Boomer take control of anything composed of 2 man-made

material, including steel, plastics, and even concrete. However, there

has yet to be a Boomer which can fuse with organic materials, although
Genom's scientists are no doubt hard at work on this even now. In extreme
cases Boomers can actually incorparate themselves into their surroundings,
tuming their enviranment into their own body. There are three levels of this
Fusion capability:

# |imited Fusion is practically a commaon occurrence, being a standard
feature of the BU-55C. Such Combat Boomers can absorb a device(s) small-
gr and less complicated than the Boomer itself (such as a weapaon, desktop
computer, etc ) and make full use of it &5 if the device had always been a
part of it -

* Advanced Fusion allows the Boomer to absorb or fuse with a
device|s) of comparable size and complexity to the Boomer itself {such as a
car, large computer, etc.). Doctor Miriam's computer-hacking Boomer was
designed with such capabilities. ¥

* Unlimited Fusion is a dangerous, unpredictable power: As F G.
Frederick demonstrated, Boomers with unlimited Fusion potential can
absorb or fuse with any devicals) of any virtuglly any size and complexity,
including entire buildings, or even small cities. Whether the Booomer can

“In this town, whether you're Boomer or human ... it's all
the same in the end.”
—Leon McNichol, AD Police Officer, AD2027
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BU-55C FuseD wiTH
20mm VULCAN FROM

AN ADP Fire-Bee

QPTIONAL ARM
Laser

WEIGHT 600kg | TYPE Combat

ARIMOR 09K = 45PD | RUNNING 24 (72kgh) |
STRUCTURE 1.4K = 70SDP | FLY/SKIm 9 (145kph); Z/==

REF G | INT 3 | A RRTING Lavel 5*

DEX B | PERS B | SKILLS +h"

STR 11 | WILL 5 | BODY 14
MOove 74 | TECH 4 | RECOVERY 22/t

WERPONS WA | RNG |DING | LOC SPECIAL NOTES
HRAND-TO-HRND | +0 1106* |RA, LA | *ie. 0.8K Killing.

BLRDE WERPON| +0 - | 10K | Arm | Weapon style varies,

MOUTHLASER | +0 | 800m | 18K | Head >

HERT CRANON | +3 | 725m | 1.3K* | All' | *Z5m area, &t wamm-up.

(LRSER MG) +1 [ 750m| 14K | RA *ROF = 20.

SUBSYSTEMS

» Flightiets in calves and back. ® Shigldable optics with targeting, low-
light and IR functions. ® Scrambled radio with 100km range. ® Human
disguise function; must rip out of disguise in order to deploy weapons
and equipment; Perception vs 20 to detect. ® Limited Fusion ability:
Can absorb, control and animate 150kg of mechanical material.
*Nore: Al rating denotes average value of INT, PERS, WILL, TECH, REF,
and DEX, and also represents the level of all the Boomer's Skills; the
BU-55C" relevant Skills include: Perception, Persuasion, Hand-to-
Hang, Athletics, Firearms, Meles, and Oriving.

BU-55C in

HUMAN DISQUISE

_\ (HEAVILY DAMAGED) (}J&’\
-\""'u\,\ s

HaND DETAIL

WBU-55C COMBAT BOOMER My ha4

Genom's best-selling model of assassin-type Cyberdroid. Like all Boomers in
the C-series (for Combat or Covert), BU-55Cs can disguise themselves as
humans and their mental capacities are efficient enough to simulate a per-
son of nomal intelligence. They range from 190 to 205 centimeters in height
and their organic muscle fibers make them very strong. Their powerful bod-
ies are immune to most small ams, being encased in high-density Abotex
armor, and their organic components are highly efficient; they can eat and
drink if they want to, but do not need food, water, or even air to function. In
addition, their sensor systems are exira sensitive, enhanced with thermo-
graphic, targeting, and transmission functions for direct communications to
and from their HOL All are eguiped with Model-11 brains.

While all Boomers possess self-restoring repair functions, the C-
series possess a more advanced “cloning” system which allows them to
activate built-in weaponry and eguipment. For example, a BU-55Cs back
and calves can extrude booster rockets for long-range leaps—at maximum
thrust, these rockets allow short-range flight. A Combat Boomer's mouth
hides a powerful laser beam weapon, and its upper body can blossom
open to reveal an array of microwave panels which act as a deadly heat
cannon. Cven an optional forearm-mounted laser machinegun is available
on some models. For close combat, razor-sharp claws, punch daggers, or
an arm-mounted blade are available as well. Since a Combat Boomer’s
eyes are vulnerable in battle, eye shuttters close to protect the sensors
and several secondary antennae are deployed.

A BUSEL's self-restoration and cloning systems also provide a
Fusion capability (level one), allowing them not only to fuse with each
other but also with foreign objects such as weapons, computers, and vehi-
tles. For example, the Boomer in the beginning of BGC 7 fused a Fire-Bee's
20mm Vulcan to its shoulder to replace the loss of its right am. Some
Boomers are optimized for Fusion (pg, 110}—these are true monsters.
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WwOLD MODEL COMBAT BOOMER FEumss

Dider versions of the modern Combat Boomer are comparable in terms of
armament and design, but are less powerful overall. With the release of the
BU-55C, these ouldated models have dropped in price considerably and are
now considered “cheap killing machines.”

OLD MODEL COMBAT BOOMER
WEIGHT 100kg | TYPE Combat

[ ARMOR 06K = 30P0_| RUNNING 18 {54kph)

STRUCTURE  1.2K-GOSDP | FIY/SKIM 8 (126kph) 2/

[REF 8 | INT 3 | AIRNTING _Level 5 |
DEX 6 | PERS 6 | SKILLS 5

STR 10 [ WILL 5 [ BODY 12

MOVE 18 | TECH 1 | RECOVERY 201t

WERPONS  |wd | RNG | DING | LOC | . SPECINL NOTES
HBND-TO-HRND | +0 - | 1006" RA, LA *i.e., 0.7k Killing.
DLRDE WERPON | +0 - | 10K | Arm | Weapon style varies.
MOUTH LASER | 40 | 700m| 1.2K | Head -
SUBSYSTEMS

* Flightjets in calves and back & Scrambled radio with 50km range.

= Shieldable optics with largating & lowlight functions. .
» Human disguise function: must rip out of disquise in order to depl
weapons and equipment; Perception vs 20 to detect.

« Limited Fusion ability: Can absorb, control and animate 175kg of
mechanical material.

WFEMALE COMBRT BOOMER s

Designed to disguise itself as the more compact shape of a female, this type
of Combat Boomer's speed is superior to the BU-55C to offset its lesser
armor. Its Al is slightly better as well, and the lack of & laser cannon in its
mouth is made up for with a high-powered heat cannon.

FEMBLE COMBAT BOOMER

WEIGHT 500kg | TYPE Combat
ARMOR (8K =40PD | RUNNING 30 (30kph)
STRUCTURE 1.2K =60SDP | FY/SKIM  10(162kph}; 3/=
REF 6 | INT 4 | ARKTING  Level B
DEX 7 | PERS 7 | SKILLS +B
STR 10 | WILL 6 | BODY 12 |
move 30 | TeCH 5 | RECOVeERY 20/t
WERPONS Wi | RNG | DING | LOC SPECIBL NOTES
HRND-TO-HRAD | +0 - | 1DD6" | RA, LA *i.e., 07K Killing. |
BLRDE WeRPON | +0 - | 10K | Arm | Weapon style varies.
HERT CRANON | +3 | 777m | 1.5K* | All *3m area, 1t warm-up.

SUBSYSTEMS

|  Hightjets in calves and back & Scrambled radio with 100km range.
» Shieldable optics with targeting & IR & lowlight functions.

» Human disguise function; must rip out of disguise in order to deploy
weapans and aquipment; Perception vs 20 o detect.

» Limited Fusion ability: Can absorb, control and animate 125kg of
mechanical material.
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BU-99CX1 SUPERBOOMER

WEIGHT 1754kg | TYPE Experimental
ARMOR 1.8k = 80PD | RUNNING 28 [B4kph
STRUCTURe 22K =110S0P | FIY/SKIM 12 {192kph}; 3fe=
REF 5 | INT 2 | ARKTING Level§
DEX 5 | PERS 9 | SKILLS +5*
STR 14 | WILL 7 | BODY 22
MOCVe 28 | TECH 2 | ReCOVeRY 28/t
WERPONS W4 | RiNG [DING | LOC SPECIBL NOTES
HAND-TO-HRND| +0 | - [1.0k* [RA LA | *ie, 14D6 Killing.
MOUTH LhSER | +0 |1000m| 2.4K | Head ROR=S.
SUBSYSTEMS

* Flightjets in calves and back

 Shieldable optics with targeting, lowlight and IR functions.

» Scrambled radio with orbital range.

* Ng human disguise function.

= Advanced Fusion ability: Can absorb, control and animate 17,540kg |

of mechanical material

* USSD Killer Satellite Black Box: Using the USSD's s.a.tellites, the

SuperBoomer can deliver anywhere from 1--100K with enough accuracy to

affect anything from a single person to an area with a 1000m radius!

Accuracy is assured... Unless the SuperBoomer is under the effects of

ECM, in which case each Rank of ECM incurs a 10% chance of a miss

(thus, Nene’s Rank-6 ECM makes the attack only 40% reliable).
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WBU-99CX1 SUPERBOOMER s [

The USSD has long been ahead of Genom in developing tuning systems
for satellite weaponry. For the past few years, Genom's research cen-
ters in Kawasaki's industrial regions also focused on developing
Boomers with satellite-tuning capabilities, but numerous accidents led
to the closure of these facilities. Still, the research continued inside
Genom Tower itself, with Brian J. Mason overseeing the project. The
scheming Mason quickly made sure that accidents occurred during the
power-testing stage, ensuring that the project be officially closed. He
was then free to transfer the project covertly back to the Kawasaki area,
where it continued under his personal supervision—and to serve his
own agenda.

After the catastrophe at Aqua City, Mason sent his Boomer women
to retrieve Cynthia’s black box {housed in the back of her head). This
processor unit, which contained the codes for accessing the USSD's
killer satellites, was implanted in the abdomen of the SuperBoomer,
which had been designed to synchronize all the USSD's satellites under
one control system—itself. The SuperBoomer became the ultimate
Cyberdroid, and the key to Mason’s plans, Fortunately, the Knight Sabers
were agble to destroy this monster (alang with most of the Kawasaki
facility) just as it was being deployed. Unfortunately, that was not the
end of the SuperBoomers, as was revealed when Largo appeared .

Aside from its satellite-control ability, the SuperBoomer had
exceptional armor and power (its HGT42 engine boasts 1700 horse-
power) and its high-energy mouth-laser fired from three lenses—the
lasers converged into a single full-auto beam. Overall height was
2.35m, weight was 1.754 tons, and maximum speed was Bdkph running,
192kph flying.
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YBOOMER WOMEN (C-SERIES) Hmmmmmmmmn

Designed by Genom as infiltration, espionage, and bodyguard androids,
Boomer Women are endoskeletory models, not disguised mecha-beings.
They can't change into a “full Boomer™ form, but even so their combat par-
formance is rather high compared to previous Android types. This is
because, unlike ather Boomers, these Cyberdroids use finesse rather than
power to defeat their enemies, They have several subterfupe-oriented abil-
ities (such as lip-reading), and their self-restoring repair functions have
heen enhanced for use in assassinations—by cloning the molecules in their
fingernails, Boomer \Women can grow sharp claws and run energy through
them or aven fire them off like crossbow bolts. Since these Androids have
na armored exoskeleton, their skin is woven with an antiballistic and laser-
refractive mesh. Although Boomer Waomen look and feel like human beings
on the surface, theyre much tougher where it counts.

Masan's trio of Boomer Women wore the same uniform while on
duty, a form of woman's business suit, but in combat, they wore bodysuits
with gaps at the joints. These gaps allow the androids to use their built-in
weaponry: High-voltage shock caps are housed in the steel contact plates
on each knee and elbow. Still, these Boomers are heavily style-onented
and choose the appropriate attire for any duty; for the assassination of
Irene Can (Chang), a stylish [talian red ensemble served nicely.

.~ )] \ | Bobveuarn
BOOMER

BOOMER WOMAN

Android
ARMOR 0.6K=230PD | RUNNING MOVE 10
STRUCTURE 12K =G0SDP | FLY./SKIm ;
REF 7 [T 6 | ARMTING Level 7
DEX B | PERS B | SKILLS ar
STR g | WILL g | BODY 12
MOVE 10 | TECH 5 | RECOVERY 18/day
WERPONS wd | RNG | DING | LOC SPECIAL NOTES
HBND-TO-HRMND | +0 - | 206" [RA, LA *i.e., 0.6K Killing.
ENERGY MRILS | +1 1.2K* |RA, LA * 04K PD.
FIRED NRILS +0 | 700m| 1.2K [RA, LA | ROF=5, 10 bursts/hand,
SHOCK PLATES | +0 1006* | As,Ls |  *ie., 07K +Shock.
SUBSYSTEMS

« Targeting, lowlight and infrared vision.

» Scrambled radio with 100km range.

« Organically-based human appearance; does not need to (indeed, can-

not] rip out of human visage. Rid
s Effectively no Fusion ability and organic_“cloning” functions limit

regeneration to a REC of 18 per day {not turn).

*Relevant Skills include: Perception, Persuasion, Hand-to-Hand,

Athletizs, Firearms, Me, taaith, Oriving, Lip Reading.




BU-335 S€EXRROID

WEIGHT 45-60kg | TYPE Android
ARMOR | RUNNING MOVE 6
(STRUCTURE 0.6k =30SDP | Flv/skim :
REF 7* [ INT 7* | ARKTING  Level 7
DEX 7" | PERs 7* [ SKILLS "
[ STR ) WILL 7* | BODY B
MOVE 5 | TECH 7* | RECOVERY  6iday
SUBSYSTEMS

* Mesmerizing optics: Roll Sexaroid’s Will + Persuasion vs target's Will

+ Concentration, with success of the Sexaroid rendering the target

gither aroused or unconscious (Sexaroid’s choica),

» Completely maintenance-free organic systems with human appear-

ance; does not need to (indeed, cannot} rip out of human visage.

» Effectively no Fusion ability and organic “cloning" functions limit

regeneration to a REC of B per day [not turn),

| *Level 7 Al grants a pool of 42 Points to be distributed among REF, DEX,

INT, PRE, WILL & TECH; On the average, sach Stat will come out to

approximately 7. Relevant Skills include: Perception, Athletics,

Persuasion, Oriving, Wardrobe & Style, Filot (choose one type of vehi-

cle), etc., but Sexaroids, like any Boomer, can learm new skills in the

normal way up to 8 maximum |evel of +7,

WBU-33S SEXAROID EE—

The manufacture of Boomers for sex is illegal, so they are the exclusive
property of the rich and powerful (illegality just increases the price). Even
50, the 33-5 types are less common still; they were discontinued because
they share some common internal systems with C-Class Boomers and lend
themselves to easy synchronization wih superweapons,

Sexaroids are often manufactured to suit specific tastes, but all of
them are exceptionally pretty and have bodies to die for (male units are
made as well). The Als of Sexaroids are highly advanced Model 115 and the
units appear so completely human that they could even pass a cursory med-
ical examination. In fact, of all Boomers, the Sexaroids’ status as machines
is the most open fo debate.

Sexaroids are maintenance-free thanks to their circulatory system
(which uses an artificial blood supply). Sylvie was forced to drain blood
from people in order to maintain Anri's damaged systems. The datadisc she
so coveted contained information about how a 33-5 could correct this prob-
lem (Genom researchers are always at work ... Sylvie found her Sexaroid
ability to mesmerize people through eye-to-eya contact (originally designed
tn enhance sexual stimulation) to be of great help in the real world, even
Ithough mare sunglasses can block the effect. These mesmerism and super-
synchro abilities make rogue Sexaroids guite dangerous.

The danger of mixing 33-Ss and superweapans was demaonstrated by
the 0.0 When Sylvie's fatal (to humans) wounds merely rendered her (a
Boomer) temporarily non-operational, the 0.0, assumed she was dead and
engaged the J-1. When Sylvie regained consciousness, the J-1 found a
{supposedly new) fully compatible operating system in the D.D.'s cockpit:
her brain. Taking the most efficient action possible, it synchronized with her
for superior control of the Battlemover. Hence Priss had to shoot Sylvie—
since the J-1 had synchronized with her, that was the only way to deacti-
vate its micro-neutron bomb. The entire tragedy was impossible to predict,
and could only have happened with a 33-S in the D.D.'s cockpit.
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WBU-12B BATTLE BOOMER S

In the chaatic 2030s, the nations of the world want milspec Boomers so
badly that they fight over them; this being the case, Genom is perfectly will-
ing to mass-produce Battle Boomers illegally at their main factories in
Japan and export them overseas. While such Cyberdroids are nightmarish
in a |relatively) peaceful, modern city such as MegaTokyo, they're highly
reliable in the battlefield. The combat potential of one BU-12B is said to be
the equivalent to three tanks—Battle Boomers are changing the face of
ground warfare, especially in the aid of burdened, under-armed infantry.
Standing 2.2 meters tall, the BU-12B is armed with a 46mm “Bazooka”
{railcannon) and quad-barreled 12.7mm Gatling machinecannon. tts ammaor
is Fusion-proof, much like that of the K-125, and its neural software is much
more virus-protected than covert and civilian models. Though it lacks con-
versational ability, it is highly intelligent within its field—which is combat.

OpmcaL UNIT DETAIL

BU-12B BATTLE BOOMER

WEIGHT 1906kg_| TYPE Battle
ARMOR 12K =60PD | RUNNING 12 (36kphl
STRUCTURE  2.0K=100SDP | FIY/SKIM 8 (126kph); 1/e
REF 7| INT 3| AIRKTING LevelB
DEX G | PERS 6 | SKILLS +6*
STR 12 | WILL g | BODY 20
MOVE 12 | TECH 5 | ReECOvery 201
WERPONS WA | RNG | DING | LOC SPECIBL NOTES
HAND-TO-HAND| +0 | - [1208" [RA LA | *ie. 0.9K Killing.
GNTLING GUN | +0 |375m| 1006 | RA ROF<50, 20 bursts.
“BhZOOKN" | -2 | 800m| 2.8 | RA 12 shots,
SUBSYSTEMS

» Flightjets in thighs and back.

* Twin balancer pods (20h each) mounting backup visual sensors and

vernier rockets [if one of these is destroyed, the Boomer can no langer

fly/skim effectively).

« Armored optics with targeting, lowlight and IR functions.

| @ Rank-3 ECM & ECCM suite.

* Scrambled radio with 500km range.

e |imited Fusion ability: Can absorh, control and animate 477kg of

mechanical material.

*Relevant Skills include: Perception, Hand-to-Hand, Athletics, Heavy

Weapons, Melee & Demaolitions.
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DOBERMAN

WEIGHT 4703kg | TYPE Battle
ARMOR 1.2¥ =60F0 | RUNNING 12 {36kph)
STRUCTURE 3.0K = 150S0DP | FLY/SKIm 18 (300kph) ==
REF 8 | INT 1 | AIRRTING  Level 4
DEX 7 | pers 3 | SKILLS e
STR 13 | WILL 4 | BODY 0
MOVE 12 | TECH 1 | ReCOvery 26t
WENPONS  |wA | RNG | DING | LOC SPECIAL NOTES
HAND-TO-HRND] +0 | - [13D6% [RA LA | *ie. D8KKilling.
MOUTHLASER | +0 | 900m | 2.0K | Head :
LRSER MG 4 | 777m| 15K | RA ROF=12.
LASER MG A | 77m] 15k | LA ROF=12.
SUBSYSTEMS

» Conformable thruster slits on back.

» Twin external fuel tanks for long-range space pafrols.

» Shieldable optics with targeting, lowlight and IR functions.

= Rank-3 ECCM suite.

» Scrambled radio with 1000km range,

» Limited Fusion ability: Can absorb, control and animate 1176kg of

mechanical material.

*Relevant Skills include: Perception, Hand-to-Hand, Athletics,

Firearms, Melse & Heavy Weapons.

DAMAGED
DoBERMAN WITH
SHREDDED SHOULDER
AND ARM ARMOR

WDOBRERMAN

This is a powerful space-combat Boomer which is commonly used to
safeguard |unar hases and space stations such as Genaros (in fact, SDPC
is the #1 purchaser of Dobermans). Like almost all Combat Boomers, the
Doberman is armed with a laser cannon in its mouth and each arm hous-
es a fold-out rapid-fire laser gun. To facilitate zerc-G combat (both inside
and outside of a station), the Doberman is equipped with an intermal gyro
system and maneuvers by way of ducted thruster slits. Its ultra-solid outer
armor is composed of high-density Abotex, protecting it against the ele-
vated damage capabilities of most orbital combat weapons {such as high-
energy lasers and particle accelerators). It is also quite largs, standing
approximately 4m tall.

In terms of processing power, 8 Doberman’s brain is relatively
weak—its intelligence |evel is similar to that of a dog. In essence, it is
prugrammed to savagely attack anything that doesn't broadcast a valid
FF code. For this reason, Dobermans aren't used for patrol and security;
they're usually kept “locked up” and are released only when an enemy
has already been located. After completing their mission, they are then
remately directed back to their "kennels.”
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WHYPERBOOMER LEADER

This double-homed, red and blue HyperBoomer was produced along with its
brethren while Largo controlled GPCC as part of his plan to discredit the Knight
Sabers. As the leader of the HyperBoomer team, its Al is the most intelligent
of the three, and it disguised itself as Priss’s Hardsuit {in an extreme example
of its expansion/compaction capabilities). its body was specially designed and
tuned up for hand-to-hand combat, so its amed with a triple-bladed sword
array which deploys from the forearm. Combined with its incredible speed, this
HyperBoomer could actually toy with an enemy—even Sylia.

HYPERBOOMER LERDER

WEIGHT 695kg TYPE Experimental
ARMOR 14K =70P0 | RUNNING 30 (90kph)
STRUCTURE 1.4K = 70SDP | FLY/SKIM 11 {180kph) 2/e=
REF 8 |INT 7 | AARKTING  Level 8
DEX 9 | PERS 8 | SKILLS +8
STR 14 | WILL 9 | BODY 14
MOVe 30 | TECH 7 | RECOVERY 28/t
WERPONS Wi | RNG |DING | LOC SPECIAL NOTES
HBND-TO-HRAD | +0 - |14D86* | RA, LA *i.a., 1.0K Killing. |
MOUTH LBSER | +0 |1000m| 2.5 | Head .
TRI-BLADE X2 [+1 | - | 1.8k [RA, LA | Can use either one.
SUBSYSTEMS. Flightjets, Optics with targeting, lowlight and IR func-
tions; Rank-7 ECCM, Scrambled radio {150km); Limited Fusion ability:
Absorb & control 174kg of material; Disguise function can be set to imi-
tate humans or hardsuits,

WHYPERBOOMER
This red, single-homed HyperBoomer was the firepower-oniented:model of
Largo’s team, Disguised as Sylia’s Hardsuit, this one spearheaded the theft of
a shipment of prototype Combat Boomers as part of Largo's plan to challenge
the Knight Sabers. Its torso section was equipped with an increased-power
thermal ray—this heat cannon’s firing mechanism was self-actuated and
could accurately track the movements of its target. A high-caliber laser
weapon was also installed in the forehead {rather than the mauth). Firing from
four lenses, the lasers converged into a beam of formidable destructive power.

HYPERBOOMER

WEIGHT 7425kg | TYPE Experimental
ARMOR 15K =75PD | RUNNING 30 {90kph)
STRUCTURE 15K =7550P | FlY/SKIM 11 (180kph) 2/~
REF 9 | INT 6 | AIRRTING  Level 7
DEX 7 | PERS 7 | SKILLS +7
5TR 15 | WILL B | BODY 15
mMove 30 | TECH 5 | ReCOVeERY 30/t
WERPONS Wi | RNG | DG | LOC SPECIRL NOTES
HBMD-TO-HRND | +0 - | 15D6" | RA, LA *i.e., 2.0K Killing.
HERD LRSER +0 | 950m| 3.0K | Head -
HERT CRANON | +3 | 777m | 1.5 [RA, LA *3m area effect.
SUBSYSTEMS: Flightjets, Optics with targeting, lowlight and IR func-
tions; Rank-7 ECCM, Scrambled radio {150km); Limited Fusion ability:
Absorb & control 186kg of material; Disguise function can be set to imi-
tate humans or hardsuits.
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WHERVY HYPERBOOMER HETns

This blue, triple-horned HyperBoomer was the heavyweight-class model
which disguised itself as Linna’s Hardsuit. It possessed such high combat
capabilities that it could take its time while fighting with Priss, almost
savoring the moment. Next to its mighty musculature, its most powerful
weapon was the gravity cannon fired from its chest—its shockwaves could
mercilesshy thrash any opponent, be it a Motorslave or a Hardsuited vigi-
lante. As the brute of the HyperBoomer team, its Al was the least advanced
of the thrae, making it about as intelligent as a dim human.

HERVY HYPERBOOMER

WEIGHT 780kg | TYPE Experimental
ARMOR 1.6K=80PD | RUNNING 30 (90kph)
STRUCTURE 1.6K = 80SDP | FLY /SKIM 11 {180kph) 2/eo
REF 7 | INT 5 | AIRRTING  Level 6
DEX B | PERS 6 | SKILLS +B
STR 16 | WILL 7 | poDY 16
MOVe 30 J TECH 3 | RECOVERY 32/t
WERPONS wa | RNG [DING | LOC | SPECInL NOTES
HRND-TO-HRND| +0 | - |3.0K* |RA LA | *ie. 1606 Killing.
MOUTH LhSER | +0 |1000m| 2.5k | Head Z
GRRUVITY GUN | +1 | 900m | 20K | Torso | *Kill, or 1506 Stun.
SUBSYS TEMS. Jumpiets in torso; Optics with targeting, lowlight and IR
functions: Rank-7 ECCM, Scrambled radio (150km); Limited Fusion abil-
ity: Absorb & control 198kg of material; Disguise function can be set to
imitate humans or hardsuits.

WBOOMER GIRNT .

This new Boomer was built by Genom in cooperation with Gulf & Bradley as
a Frontline Morale Destroyer—each company invested 50% of the capital
and all patents are joint property. G&E developed the endoskeleton and
motive power systems, while Genom designed the amor and weapons sys-
tems. To increase its potential output power, it's much bigger than usual
Boomers, and its fearsome appearance is entirely deliberate; strength and
ugliness go hand-in-hand for this modem-day Frankenstein's Monster, which
is expectad to sell even better than the BU-55C

BOOMER GIMNT

WEIGHT 780k | TYPE Experimental
ARMOR 22K =110PD | RUNNING 30 {90kph)
STRUCTURE 40K =200SOP | JUMPJETS 50m
REF 7 | INT 1 | AIRKTING  Level 4
DEX ! | PERS 3 | SKILLS +
STR 16 | WILL 5 | BODY 40
MOVe 30 | TECH 1 | RECOVERY 32/day
WERPONS W4 | RNG | DING | LOC SPECIRL NOTES
CLEWS +1 - | 30K" |RA, LA *i.e, J0K.

SUBSYSTEMS: Jumpjets in torso; Optics with targeting, lowlight and IR |
functions; Rank-2 ECCM, Scrambled radio (300km). Biological con- |
struction; no Fusion ability. and regeneration s 32 Hits per day. not
turn. Note: Human-size attackers can make called shots to chinks in the
armar at -4: success results in attacks which bypass armor completely.
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VHKILLER DOLL DD
Fearing Genom's ever-expanding military-industrial influnce, the USSD
sought to create superior, if more subtle, Boomers. Cynthia was the proto-
type Killer Doll—shaped like a little girl, this Boomer's Al was directly
linked to the laser satellite above MegaTokyo. With its innocent appear-
ance, this walking sighting device could pass unnoticed, infiltrate sensitive
areas and feed what it saw to the satellite (granting enough targeting pre-
cision to hit individual people). Genom “kidnapped” Cynthia to aid its ambi-
tions, but Cynthia, at first unsure of her identity, chose death once she real-
ized what she was.
33KG; EXPERIMENTAL TYPE: Al LEVEL =5
INT 7, TECH 7, WILL 3, PRE 3, REF 5, DEX 5, STR 1, BOD 3, MOVE 2.

Skills; +5, Hits: 1550F REC: 2/t, Hand-to-Hand; 108, Systems: Targeting
nptics, human appearance, scrambled radio {orbital), USSD Black Bax.

WPOLICE BOOMER M

These security Boomers don't change into full Boorier form—they're
designed as Mannequin-types for better dealings with humans. They have
no built-in weapons, but they can interface with their equipment through
control cables in their wrists. These connectors grant the Police Boomer
supenor control of its vehicles and weapons. SOPCs stations {such as
Genaros) have large complements of Police Boomers.

245KG; MANNEQUIN-TYPE: Al LEVEL =5

INT 5, TECH 3, WILL 4, PRE 6, REF 6, DEX &, STR 4, BOD 8, MOVE 4.

All relevant Skills 45.

Armor = 10PD, Hits = 40S0F. REC = 8/t, Hand-to-Hand = 4D8.

Systems: Optics with targeting & IR & camera, scrambled radio (50km),
Interface cables, .
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WGENERIC BOOMER —

Fhisu Mechatronics mass-produces these Cyberdroids for general labor
purposes. Or. Miriam devloped their power boosters, which have
increased their performance ratings and made them strong sellers. Each
is 180cm tall.

310KG; LABOR-TYPE; Al LEVEL =4

INT 2, TECH B, WILL 3, PRE 2, REF 6, DEX 5, STR 6, BOD 10, MOVE 18.
Al relevant Skills +4.

Armar = 15D, Hits = 50SDF, REC = 12/1.

Hand-to-Hand = 608.

Systems: Optics with lowlight & IR, radio (10km).

Note: Miriam’s power booster doubles intemal battery life and keeps STR
at 6 instead of 4.

WYMRIAM SCOUT BOOMER SN

Once generic Ehisu Boomers, Dr. Miriam remodeled these to assess the
Knight Sabers’ abilites. Since a generic Boomer has to be massively boost-
ed to become a Combat type, large pipes protrude from these unit’s exte-
riors, These Boomers were usad essentially as guinea pigs, intended to die
sa Miriam could gather information on the Knight Sabers—a sad purpose
for existence indeed ...

535KG; COMBAT-TYPE; Al LEVEL =4

IMT 2, TECH 3, WILL 2, PRE 3, REF 7, DEX 7, STH 8, BOD 10, MOVE 24.
Skills +4, Armor = S50PD/1.0K, Hits = 50SDP/1.0K, REC = 16/t, Hand-to-
Hand = 808, Jump = {1). Systems: Long-range optics with targeting, low-
light, IR & analyzer functions, scrambled radio {100km). Weapon: Mouth
Laser (+0WA, Range 750m, 1.5K Damage).




WMERIRM'S STRIKE-BOOMER FENisiiassaii

A further-modified version of Ebisu’s generic Boomer, Or. Miriam retrofitted
this Combat-type to destroy Sylia. It was armed with an amray of telscoping
spikes on its head and shoulders for impaling its enemies.

590KG; COMBAT-TYPE; Al LEVEL = 5

INT 2, TECH 3, WILL 4, PRE 5, REF 8, DEX 8, 5TH 8, BOD 10, MOVE 24.
Al relevant Skills +5.

Armor = BOPD/1.0K, Hits = 50SDP/1.0K, REC = 16/t, Hand-to-Hand = BD6,
Jump = 50m.

Systems: Shieldable optics with targeting, lowlight, & IR functions,
scrambled radio (100km), Human disguise ability.

Weapons: Mouth Laser (+0WA, Range 300m, 2.0k Damagel, Telescoping
Ram Spikes (+1 WA, 1.2K Damage, usually used with a Moving Attack).

WMIRIMNN'S HERVY BOOMER M

An almost entirely scratch-built Combat Boomer, Dr. Miriam designed this
brute to destroy Priss. Theoratically, its strength, efficiency, and combat
ahility are superior to the Knight Sabers” old Hardsuits. Priss proved other-
wize.

620KG; COMBAT-TYPE; Al LEVEL =5

INT 2, TECH 3, WILL 4, PRE 5, REF 8, DEX 8, STR 9, BOD 12, MOVE 18.
Al relevant Skills +5.

Armor = BOPD/1.2K, Hits = 60SDP/1.2K, REC = 18/t, Hand-to-Hand = 806,
Jump = 175m.

Systems: Shieldable optics with targeting, lowlight, & IR functions,
scrambled radio {100km), Human disguise ability.

Weapons: Mouth Laser (+0WA, Range 900m, 2.0k Damagel.

WMIRIAM ASSRULT BOOMER A
Dr. Miriam designed this Boomer with agility and spead in mind, since it
was supposad to destroy Linna. It had a limited but effective Fusion ability,
and its armament consisted of an assimilated MP-5 submachinegun,
assault rifle, and grenade launcher.

448.7KG; COMBAT-TYPE; Al LEVEL =5

INT 2. TECH 3, WILL 4, PRE 5, REF 7, DEX 9, STR 7, BOD 9, MOVE 30.
Skills +5, Armor = 40PD/0.BK, Hits = 4550P/0.9K, REC = 14/t, Hand-to-
Hand = 706, Jump = B5m. Systems: Shieldable optics with targeting, low-
light, & IR functions, scramblad radio (100km), Human disguise ahility,
Limited Fusion ability (can absorb™ 112kg). Weapons: Fused
Submachinegun, Assault Rifle and Grenade Launcher {see individual
weapon entries, page 141).

WHMIRINN COMPUTER-BOOMER FEmsmsssis

This female-model Boomer was designed with advanced Fusion capability
and a host of software viruses and other computer warfare ahilities, Built
1o defeat Neng, it fused with the ADF's computer, taking temparary control
of ADP headquarters. It was destroyed by Nene, who created a power
surge which fried the Boomer's circuits.

424KG; COMBAT-TYPE; Al LEVEL=5

INT 9, TECH 4, WILL 4, PRE 4, REF 5, DEX 4, STR 7, BOD 9, MOVE 18,
Skills +5, Armar = 35PD/0.7K, Hits = 4550P/0.9, REC = 14/t, Hand-to-
Hand = 706, Jump = 175m. Systems: Shieldable optics with targeting,
lowlight, & IR functions, scrambled radio (100km), Human disguise abili-
ty, Advanced Fusion ability (can absorb 4240kg).

Weapons: Razor Tendrils (-1\WA, Range Sm, 10D6AP Damage).

SPIUOCOE




SY3UOOI

VFUSION BOOMER T,

While all Combat Boomers have some Fusion ability, Genom also manu-
factures a limited number of special "Boomer commandos” whose Fusian
abilities are nearly unlimited. Fusion-focused Boomers can merge not only
with other Boomers, but can take total physical control of & building or
gven an entire city! Their fast-bonding armar material is a kind of resin
which can merge with almost anything except organic matter. Worse yet,
absorhing too much too fast can drive a Fusion Boomer mad, resulting in a
gigantic, out-of control abomination. Defeating a Fusion Boomer is diffi-
cult, requiring that one penetrate the giant body and destroy the Boomer's
brain (usually still encased in its original body). F. G. Frederick was a Fusion
Boomer, having fused with Aqua City after abducting Cynthia, and Genom's
ald headquarters was destroyed by another such Boomer in 2028,

The danger that Fusion Boomers represent has not escaped the
authorities and these models are illegal in mast countries. Even Genom
uses them hesitantly, recognizing their power ... and instabilty.

Fusion Boomer
EXPANDING AS IT
INTEGRATES
wiTH Aaua City

Aoua CiTy TRANS-
FORMED INTO
FREDERICK'S IMAGE
DURING THE FusioN

FUSION BOOMER

et .

WEIGHT 500kg | TYPE Combat
ARMOR 0.9¢ = 45F0 | RUNNING 24 (72kph)
STRUCTURE 1.4K = 70SDP | FLY/SKIm 9 (145kph}; 2/
REF 8 | INT 3 | AIRKTING  Level 6
DEX g | PERS 7 | SKILLS +6*
| STR 11 | WILL 6 | BODY 14
MOVE 24 | TECH 4 | RECOVERY 721t
WERPONS WA | RNG | DING | LOC SPECIAL NOTES
HRAND-TO-HRND| +0 | - [1106*|RA LA | *ie, 08K Killing. |
MOUTH LASER | +0 | 800m | 16K | Head "

SUBSYSTEMS

* Flightjets in calves and hack; Shieldable optics with targeting. low-

light and IR functions; Scrambled radio with 100km range; Human dis-

guise function; must rip out of disguise in order to deploy weapons and

equipment; Perception vs 20 to detect

 Unlimited Fusion ability: Can fuse with and animate any mechanical

material, adding countless tons to its own body. What it fuses with must be

considered one complete unit {such as a building, airport or arcology), but it

can control any maching which is considered part of the structure with

which it fuses. Note that at the core of the fused material will reside the

Fusion Boomer's original body, with unchanged SDF.

* “Relevant Skills include: Perception, Persuasion, Hand-to-Hand

Athletics, Firearms, Melee, & Leadership.




SurerBoomER Lakco

_.=""___

A2

WEIGHT 175.4kg Experimental
ARMOR 1.8K = 90PD Runnlne 30 (84kph)
STRUCTURE 22K =110SDP | FLY/SKIM 12 (192kph); 3/ee
REF 7 | INT 8 | ARRTING  N/A
DEX 7 | PERS 8 | TEMPLRTE  Mason
STR 14 | WILL 9 | BODY 22
MOWVE 30 | TECH 6 | RECOVERY 28/t
WERPONS w4 | RNG | DING | LOC SPECIKL NOTES
HBND-TO-HRND | +0 1.0K* |RA LA | *i.e., 14DB Killing.
MOUTHLRSER |+3 |1000m| 24K | Head ROF=9.
GRAVITY BLRST | +3 | 900m | Z.OK® |RA, LA | *Kill, or 1506 Stun. |

SUBSYSTEMS, Flightjets in calves and back. # Shieldable optics with target-
ing, lowlight, IR and Target Analayzer functions. * Scrambled radio with
orbital range. ® Advanced human disguise function; “morphs”™ out of dis-
guise in order to deploy weapons and equipment; Percaption vs 20 (o delesl.
¢ Advanced Fusion ability: Can absarb and control 1754kg of mechanical
material. * USSD Killer Satellite Black Box: Using the USSDs sateliites,
larga can deliver anywhere from 1-100K with enough accuracy to affect any-
thing from a single person o an area with a 500km radius! Accuracy is
assured, because Lamo has Rank-10 ECCMW.

[SKILLS. Perception +5 » Cancentration +7 * Education +B® Persuasion +9 »
Social +7 = Local Knowledoe +6 = Teaching +5 * Athlefics +5 # Hand-to-Hand
+5 ® Melea +3 » Firsarns +3 = Driving +5 * Wardrobe & Style +7 » Espionage

Wi

+H # Resparch +6 @ Leadership +6 = Expert: Ganom Information +10 =

LRRGO
SuperBoomer; incapacitated as of mid-2033,
The mysterious Largo was Brian J. Mason reborn. As such he had inti-
mate knowledge of Genom's secrets, including the existence of a dissi-
dent faction led by Flint, the chief of GPCC. Having thrown in with this
group, Largo gained control of GPCC after he succeeded in engineering
Flint's downfall {at the expense of the lives of the Sexaroids). Largo used
GPCC's resources to accelerate the development of HyperBoomers and to
execute his plan 1o blackmail Genom into handing over the DMS.

Largo expressed an intention to be a messiah to Boomers via the
OMS, and planned to help his "new race” ascend to evolutionary superi-
ority over humans. Ultimately, Largo was defeated by the Knight Sabers,
being blown off the top of the Genom Tower and vanishing for the rest of
2033. But he left behind many tantalizing questions, particularly concern-
ing the nature of Sylia and Boomerkind.

NOTES
While his personality was nominally human, Largo’s body was that of a
SuperBoomer. As if that were not enough, with Cynthia’s Black Box
implanted within him, Largo’s red eyes could see his enemies from orbit
and he could directly control the USSD's beam satellites, allowing him to
attack almost any point on Earth with a thought. In a demonstration of
power, his orbital strikes destroyed several Genom Towers worldwide.
Largo was a being of unparalleled evil. He had no respect for life and
cared only about his own will. He reveled in making people feel insignifi-
cant and was amused by destruction, suffering, and death, He also had no
concem for his fellow Boomers, whom he used just as callously as human
beings did. His audacity was so great that it even disconcerted the nor-
mally unflappable Cuincy. Largo is not an enemy to be trifled with.
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BU-335 Sexaroid Boomer; Deceased as of Mid-2033.

Being a Type 33-5 Sexaroid Boomer, Sylvie spent most of her life as a
slave, serving as concubine to a high-ranking SOPC official named
Kaufman. Seeking freedom, she eventually escaped Genaros space sta-
tion with Anri {a fellow Sexaroid) and a prototype Battlemover, the D.D.

Upon amiving in MegaTokyo, Sylvie became the "vampire killer”,
using the D.D. to steal blood for Anri, whao had been injured during their
escape and needed it to heal. As fate would have it, one day she met
Priss and they became best friends instantly, spending their time togeth-
er motoreycling and sharing simple pleasures. All the while, Sylvie knew
she had an overriding mission 10 save Anri.

Sylvie quickly infiltrated-GPCC to purloin a datadisc which held
Anri's salvation. Unfortunately, her plan soon went awry. Although Sylvie
had stolen the D.D. as an act of rebéllion against Genom, the fearsome
Battlemover soon proved uncontrollable, Priss was forced to kill Sylvie in
order to stop the machine and save MegaTokyo from thermonuclear
destruction.

NOTES

Having been manufactured for sex, Sylvie was incredibly beautiful. She
wias instantly appealing to both sexes, and everyone seemed to like and
admire her. This remarkable appeal was partially due to her Sexaroid
nature, but was equally owed to her open, eamest personality. Sylvie was
a pure person with a strong will and & brave heart, yearning for freedom
and eager to drink of life’s many possibilities. Her tragic death scarred
Priss deeply, almost forcing her out of the Knight Sabers parmanently. Like
any Sexaroid, Sylvie appears completely human, but she has the ability
to mesmerize people if she can achieve eye-to-eye contact (see stats)

WEIGHT 50kg TYPE Android
ARMOR - | RUNNING MOVE &
STRUCTURE 0.6K =30SDP | FlY/SKIm -
REF 9 | INT G | A RRTING Level 7
DEX 7 | PERS 10 | SKILLS e
STR 3 | WILL 6 | BODY ]
MOVe 6 | TECH 4 | RECOVERY 6/day
SURSYSTEMS

» Mesmerizing optics: Roll Sylvie's Will + Persuasion vs target’s Will +

Concentration, with success on Sylvie’s part rendering her target either

aroused or unconscious {depending upon Sylvie's preference).

| Completely maintenance-free organic systems with Beautiful

appearance; does not need to (indeed, cannot) rip out of human visage.

s Effactively no Fusion ability and organic “cloning” functions limit

regeneration to a REC of B per day {not tum).

SKILLS [ML | SKILLS (ML
PERCEPTION +7 | SPhCE PILOT +2
CONCENTRRTION +7 | MECHK PILOT +8
EDUCRTION +7 | GUNNERY +i
PERSURSION +7 | FIRERRMS +
SOCIL +7 | ATHLETICS +5
WRRDRODE & STYLE +7 | ESPIONRGE +4
DRIVING +7 | STEBLTH +5




WEIGHT 47kg | TYPE Android
ARMOR — | RUNNING MOVE 6
STRUCTURE 06K =30SDP | FIV/SKIM :
REF 5 | INT 8 | AIRRTING  Level 7
DER 7 | Pers 7 [ SKILLS 7
STR 3 | WILL 5 | BODY B
MOVE 6 | TECH 9 | RECOVERY  B/day
SUBSYSTEMS

» Mesmerizing optics: Roll Anri's Will + Persuasion vs target’s Will +

Concentration, with success on Anri's part rendering her target either

aroused ar unconscious (depending upon Anri's preference).

» Completely maintenance-free organic systems with Beautiful

appearance; does not nead to (indeed, cannat] rip out of human visage.

» Effectively no Fusion ability and organic "cloning” functions limit

renenaration 1o a REC of 6 per day {not tum),

SKILLS INL ] SKILLS INL
PERCEPTION <7 | SPRCE PLOT o
CONCENTRETION +1 | RESERRCH +b
EDUCATION <7 | FIRenRINS 4
PERSURSION + | meLee 2
SOCIAL 7 |MHLETICS [ 43
WRARDRODE & STYLE | +7 | €SPIONRGE +
DRIVING +7 | HhCKING 46

\ L CIRSE G TR TR T 1O

BU-335 Sexaroid Boomer; deceased as of Mid-2033.

Anri, like Sylvie, was a Sexaroid and spent mast of her life on board
S0PC’s Genaros station, a slave to her master’s whims, Anri's other com-
radas (Meg, Lou, and Nam| were killed during the escape to Earth, when
Anri herself sustained wounds to her circulatory system. She was forced
to rely an Sylvie, her only remaining friend, for everything—inciuding the
human blood that kept her alive. She felt awful to be the cause of so
many murders, but she lacked the conviction to let herself die,

When Sylvie was killed, Priss brought the datadisc to Anri, which
gave her the secrets to heal herself. However, since her and Syivie's
escape had originally been engineered by Largo, he quickly drew her into
his plans. Although she was supposed to leave MegaTokyo to lead a
peaceful life, she was fascinated by Largo’s plans for a “new world order”
and unwittingly allowed herself to be used by him. Ann wore the phony
Mene hardsuit when Largo attempted to frame the Knmight Sabers, and
she infiltrated Genom Tower (under the name Milly Jackson] to aid in the
capture of Defense Minister Callahan,

In the end, Anri's misplaced devotion to the duplicitous Largo led 1o
her death by his hands, but her sacrifice saved Priss" life and fueled her
mativation to defeat the power-mad SuperBoomer messiah,

NOTES

Being a Sexaroid, Anri is very attractive, but she was designed to be cute

rather than beautiful. Although she fell prey to Largo’s machinations just

as Sylvie did, her death helped stop Largo and revived Priss” confidence.
Like any Sexaroid, Anri appears campletely human, but she also has

the ability to mesmerize people if she can achieve eye-lo-eye contact.

=
8
@)
=
m
=
M
i
r
==
r
@]
_}
T
=
-




T
=
=
o
i
)
M

“Complaints from citizens have been heavy lately, and that's
something ADP can't ignore. It's your job as Special Folice to
find some way to catch these criminala without using the heavy
equipment.” —AD Police Chief, AD2034

the neon streets of a city that doesn’t seem to care about

anything. In 2033 MegaTokyo, things have gotten even
more confusing, with corporate “special interests” yanking
your chain, homicidal bikergangs roving the highways, and
berserk Boomers tearing up the city on a regular basis. But
someone’s got to hold the line, to keep things from getting
even worse than they are—and that's you. Whether you're
Normal Police or the new SWAT-style Advanced Police,
you're a cop, and the buck stops with you.

WNORMAL POLICE IN 2033 Feuinssmuuanis

The vast majority of police on the street in MegaTokyo are the Normal
Police (N-Palice), reqular cops walking (or riding) their beats or investigat-
ing the typical assaults, robberies, and murders that characterize every
miajor city. An N-Policeman’s day is a succession of petty crimes, irate cit-
izens, gun-toting gangers, and mounds of paperwork and reports back at
the office. And the roster of new crimes just seems to keep on growing:
designer drug synthesization, gene sample theft, sensory grid abuse—it
just keeps getting weirder and weirder.

Strangely, MegaTokyo cops may have it slightly better than their
brethren across the Pacific. Although Japan is becoming culturally more
chaotic, there are still some vestioes of the strong respect the Nihan soci-
ety had for police and public servants. For many years, cops didn't even
have to carry guns, and knew that almost no one else would have them
gither. Things are not quite 5o peaceful now; gangers seem to get guns no
matter what the laws say, and the citizenry is growing more and more
restless and unhappy. Al the while, the real bad guys, like the Yakuza and
the corps, just seem mare and more powerful.

Japanese arrest rates are the best in the world, but very few are for
major crimes. While there’s plenty of illegal activity in 2033, most crimes
can be linked to the Yakuza, to giant corporations such as Genom, or to the
ever-growing plague of renegade Boomers. The N-Police are only capable

Being a cop has always been tough, risking your life on

of arresting common criminals. Since the ADP handle Boomer incidents,
and the Yakuza and the corporations are pigh-untouchable, the normal
police spend most of their time busting muggers, solving pointiess mur-
ders, and handling traffic.

WTHE ADVANCED POLICE SESiiSuisiaiiiss

When things get really bad, the N-cops can call in the Advanced Police.
Licensed for limited collateral damage. the ADP have access to heavy
weapans, attack helicopters, and battlesuits ... and they’ll come on like
Godzilla-his-own-bad-self to wipe out any threat.

The AD Palice were bom from the chaos of the Znd Great Kanto
Quake. In the quake’s aftermath, the broken megalopolis was engulfed in
panic as citizens went on looting sprees and damaged Boomers flew into
uncontrolled rampages. Normal police organizations found that they had
heen rendered impotent by the shear volume of crime erupting in the
garthguake’s wake. Desperate to gain control over a dire situation, the
Japanese govemment moved for an emergency restructuring of its police
administration. The seven police divisions were hastily bolstered by funds
from corporations like Genom for the establishment of an independent
arganization: A military-strength riot-control force called the Advanced
Police:

Although originally established to quell the violence perpetrated by
quake-addled citizens, the AD Police’s main focus has shifted to counter-
ing Boomer-related crime. They also have exclusive authority in cases per-
taining to “special disturbances” and other crimes that can not be handled
by the normal police force, such as riots and acts of terronsm. In fact, the
AD Polica are caught in the pincers of MegaTokyo's new social turmail; not
only do they have to stop the rampages of poorly made, mass-market
Boomers, but they must also break up crowds of rioting citizens who are
protesting the mass-production of Boomers. Every year, countless people
lose their jobs to Labor- or Mannequin-type Cyberdroids, and this ever-
growing group of the unemployed are, to say the least, disgruntled.

Although the ADP does, by necessity, conduct some basic police
duties {such as investigation and traffic control), the majority of its mem-
bership are combat-ready Frontline Officers. Unlike other police organiza-
tions, the AD Police is composed of specially trained personnel—most are
formar police officers chosen for high competence and/or military experi-
ence. Leon McNichol and Daley Wong are examples of AD Police officers




who were transferred from normal police stations, but there are some who
came directly from the military, or other, less overt, organizations.

To help them deal with the ever-intensifying violence of Boomer ram-
pages, the AD Police have access to all sorts of special equipment: bul-
letproof body armor, rapid-fire assault weapons, portable attack heli-
copters, armorad personnel camiers, and milspec Powered Suits. For the
most dire situations, the ADP even maintains a backup armory which
stockpiles full-blown military equipment—including airborne tanks—but
Diet approval is needed to employ this Heavy Mobile Force. As can be
expected whenever bureaucracy gets involved, getting authorization to
deploy the Heavy Mobile Force is extremaly difficult. After all, the poten-
tial for civilian casualties is high, and the politicians have their re-elec-
tions to consider ..

The ADP are not a worldwide organization like Neo-NATO, but they
are a worldwide institution, like SWAT teams. Almost every city has an
ADP force or a similarhy advanced police unit. They are elite forces in every
sense of the word, capable of resolving crisis situations guickly and with
minimal loss of life or property. However, while they're able to handle most
normal Boomer crimes, incidents of Combat Boomer rampages have
increased drastically in the 2030s. In fact, the severity of Boomer crimes,
the comuption of govemments, and & shortage of funding have all grown to
exceed the AD Police's capabilities; by 2033, AD Police find it nearly impos-
sible to deal with all the incidents they face.

WLIFE ON THE FORCE EEEE

fo become a cop, one must be at least a high school graduate. After one
year of basic training at the Police Academy, you become a Patral
Officer. After some time on patrol, you may qualify for advancement to
Inspector, which means mare prestige and more paperwork. To become
an ADP officer, one must have served in the military or as a police offi-
cer, ar he must go through one year of grueling basic training at the AD
Police Academy in Kobe.

Police officers [AD or N) have the exclusive night to carry handguns
Unfortunately, normal police officers are forbidden to fire in most cases.
Equally frustrating is the fact that the really good cases are always
declared "off limits” from on high as business and organized crime push
the superiors around.

AD Police officers have a great deal more latitude which gamers
them grudging envy and sometimes open hostility from the normal police.
What's more, their "gangbusters™ approach has made the public mistrust
|even fear) the ADP. and because Genom has most officials in their pock-
gt, they know they can't be touched—all an Advanced Police officer can
expect from the corporations is condescension. It all amounts to the ADP
gccupying a precarious position: They're the only effective enforcement
agency around, but no ane wants to have anything to do with them.

YTOOLS OF THe POLICE

The good news is that tachnology does provide some practical devices for
law enforcement. The police forces' most useful weapon is the Database
of Criminal Records and Evidence. Tied into the MNational Forensics
Research Institule and the National Family Register system, the Database
allows the palice to keep track of any criminal activity, from Murder One to
parking tickets. Once you're arrested, all your personal data—fingerprints,
DNA, retinal scans—is recorded into the Database. All crime scene avi-
dence, including bits of fingerprints and hair DNA, is similarly checked and
filed. Evidence collected at crime scenes which winds up being connected
tn innocent parties is filed under “Innocent Civilians”; looking up such files
will anly yield "Hair sample found at scene of X offense. No comctions.”

% & :d, I‘,r.-, .-
Mﬂ e e ot
Wmmﬁ Bbf T M AR T
Anmher useful system is the Police Boxes. These are little mini-sta-
tions strategically Iocated in shopping centers, neighborhoods and every
train station. Anywhere from two to ten regular police officers can be sta-
tioned at these boxes; they patrol their area every hour, by themselves or
in small teams. While providing a police presence on a day-to-day basis,
when the Boomer hits the fan, these cops usually wind up “cleaning up”
after the ADF. In quiet residential areas, there is a 20% chance per hour
of finding an empty Police Box.

There are shooting ranges (real ones in 2032-33 and video anes in
2034}, but AD Frontline Officers also receive training and practice sessions
ina Combat Simulations environment which uses dummy-boomers which
are supposed to put up a fight, but not be lethal (of course, accidents
might happen). Frontline Officers are required to pass such a simulated
course at least once every six months,

The equipment allowed to the Normal Police is rather pathetic. The
average police officer wears a bulletproof vest and carries a nightstick and
a handgun with only one reload. There's a pile of red tape associated with
each time you fire that weapon, and you have to write a raport stating
when, where, and why. If your reasons aren't good enough, you get black-
marked. If you do fire, you must first order the suspect to stop. If he does-
n't, vou can fire a waming shot in the air. If that doesn’t work, you should
shoot to wound {arm or leg). N-Police are forbidden to aim to the head
(sometimes armored perps accidentally get hit in the eye, but that's life in
the big city).

Sergeants can ask for permission to carry a gun of their own choos-
ing. If the request is accepted, they'll get their new pistol in one to ten
months. If the weapon uses unusual ammunition, you'll probably run out
while waiting for authorization to get more.

The ADP have much more freedom in their choice of weapons, and
they get them faster, too. AD Police investigators are allowed much heay-
ier guns than regular cops, but even so they still usually restrict them-
selves to normal pistols; big guns frighten people and reduce their ability
to cooperate. However, even in plainclothes, AD Police officers can use
SMGs if they're expecting trouble and can have heavier weapons in their
vehicles. So if an ADP investigator runs into 8 serious situation, he can
always pop the trunk and pull out "our friend, Mister Railgun.”

All ADP officers also pet a badge, & uniform and a pager watch. This
pager watch keeps all ADP staff on call in case they're needed for an
emergency. AD vehicles are all packed with gear; the trunk usually loads
gither a selection of heavy weapons (if it's a patrol vehicle) or a collection
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of traffic-control gear {unfolding stopsign hurdle, hand-held sig-
nal light, portable computer w/ 1D scanner and ticket-printer) if
it's a runabout.

L
VYMEGRATOKYO LhWw s

The laws of 2033 are generally similar to those of the 19890s: Assault, Theft,
Fmbezzlement, Possession of Firearms, Extortion, Murder and Copyright
infringement are all frowned upon, illegal and frighteningly common. What's
more, Genom continually defies MegaTokyo's Armament Construction Laws
by building Combat and Battle Boomers within the city limits.

Unlike in America, undercover investigations are not allowed in
Japan |nfficiallyl. Faced with this pesky policy, the police have developed
differant ways of finding out who's naughty and who's nice. Here’s how it
goes: First, you amest a suspected perp on some charge (say, possession
of illegal weapons) and interrogate him for a different crime than he's sus-
pected of. Whether he's innocent or not, you can keep him in a halding cell
for up to two weeks, during which time you can question his friends and
family (if he has any). You can question the suspect for 24 hours a day,
every day, for two weeks—if you feel like it. No lawyers are allowed at
the questioning; a suspect can only see a lawyer in a separate meeting
room after an interrogation session. Suspects are watched at all times dur-
ing a holding period. The ADP insist thal torture is never used as a tool of
intesrogation, but suspects often “hurt themselves” in their dark cells ...

The courts don't care what happens during an investigation—when
the police think someone’s guilty, they'll take him to trial and the judge will
find him guilty. If the cops think someone’s innocent, they'll let him go
after his two weeks.

While the ADP can follow up investigations onto corporate proper-
tiess in Japan, they must first get permission from the Minister af Home
Affairs, so getting authorization without a really good reason is unlikely.
This is why smart ADP officers like Leon let the Knight Sabers get away
with somuch ... the vigilantes can go places that the police lagally cannot.

VARMS CONTROL S

Az we've said, the normal police have a hard time getting decent
weapons. This is due to Japan's draconian gun laws—until 2013, the #1
murder weapon in Japan was the kitchen knifel

Under Japanese law, any knife with a blade over 30 cm is illegal. Any
and avery gun is illegal. Poisons, drugs, acid, and anything else that can
be used to harm or kill others is illegal (unless they are being used in an
approved laboratory, which gives Genom and other corporations access o
all sorts of lethal stuff). However, with the unchecked increase of the pop-
ulation and crime, illegal weapons are rapidly becoming commaon in
MegaTlokyn; while guns are still beyond the reach of common street

toughs and motorcycle gangs, anyone with reasonable resources can -

manage to get a firearm. Yakuza, corporate operatives, terrorists and the
rich (like Sylia) don't have much trouble scoring weapons. But, just
bacause they can get guns doesn't mean they can get them fegally—own-
arship and concealed-carry permits are unheard of for civilians—an
impartant point for any would-be vigilantes 1o remember.

Swords and other martial arts weapons might be allowed an owner-
ship permit |for example, laido dojos and their teachers have permits for
their katanas) if the owner has enough pull, but the police will automati-
cally consider him a suspicious character.

VYBOOMER LAW

Outside of the long list of "normal” crimes, the explosion of Boomers onto
the common market has created a whole new set of crimes, and the AD
Police have exclusive authority in all cases related to Boomers. Even out-
side of controlling rampages, the ADP are in charge of investigating
Boomer Fencing, Boomer Theft, lllegal Boomer Recycling and other such
felonies. Here are some specifics.

Boomer Fencing: Any purchase of a Boomer of unknown ownership or
origin is illegal and should be reported to the AD Paolice.

Boomer Theft: Owning a Boomer requires that you register the Boomer
with the AD Police databasa. The owner must carry an Owner's Card at all
times, and Boomers are not allowed outside their quarters (workplace)
without supervision.

lilegal Boomer Recycling: Given the large number of Boomers in
MegaTakyo, the recycling and re-use of different components is a common
occurrence. However, depending upon the complexity of the Boomers being
recycled, errors can occur—and errors can result in berserkers. Therefore,
each Boomer repair and recycling shop must be licensed for specific class-
g5 of Boomer complexity (A through D—see pages 96-97 for more); recy-
cling Boomers of a higher complexity than your license is a came.
Boomer Termination Orders: Officially sanctioned hunting and destruc-
tion of @ known renegade Boomer can be handed down to the ADP from
the Diet. Such a Termination Order authorizes (and requires) the destruc-
tion of said Boomer as quickly as possible.

Boomeroids: A Boomeroid is defined as a "Boomer exceedingly close to
human.” Specifically, if over 70 percent of a criminal's body has been
made cybernetic, then the individual is treated as a Boomer and jurisdic-
tion is transferred from the N-Police to the AD Police.

VYBOOMER ALERT!

Due to the instability of their electronic brains, there have been many
cases of Boomers going berserk. Three things can be expected when a
Boomer runs amak; a desire for random viglence, increased strength, and
a stubbarn refusal to be destroyed.

= Violence: A Boomer usually launches inta an uncontrolled frenzy
when its brain overheats or is otherwise damaged. Such cersbral mal-
functions can even bring on sudden self-awareness; given that Boomers
normally have no experience or capability to deal with emotions and psy-
chological trauma, it isn't surprising that their first reaction to
Spontaneous Sentience is to freak out. After all, birth is a painful, trau-
matic experience; can you imagine what would happen if a baby were
bom with the body of a Terminator? Yikes . ..

» Strength: As biotechnological entities, Boomers have assorted chem:-
icals and pseudo-hormones running through their systems; the levels of
chemical production are controlled by their electronic brain. When a
Boomer's brain is damagead or malfunctions, contral over chemical production
levels can be lost—in which case synthetic endorphing are pumped out in




tremendous quantities, which means that even waitress Boomers can ram-
page around with superhuman strength! (If STH < 9, use STRxZ, Max 8).

s Endurance: A Boomer's synthetic nervous system has built-in
memary buffers; these buffers have variable refresh rates depending upon
data transmitted from the brain. Thus, according to the manual,
"Autonomous nervous pragramming can override dug 0 consequential
lack of refresh data.” In ather wards, even if a Boomer's brain is destroyed,
it is possible that the body's fragments will remain active!

How exactly does a brave AD Foliceman go about stopping a Boomer
on a rampage? The easiest way is 1o destroy the head, which houses the
brain—this usually ceases all activity. If autonomous nervous program-
ming overrides the brain’s destruction (i.e., if the headless body keeps on
flailing). destroying the spine should do the trick. In the unlikely event that
this doesn’t work, sever the Boomer's MNeural Circuits (a good knife will
serve for crazed Manneguins). The location of the Boomer's master
biochips varies from model to model, but AD Police officers are drilled in
knowing each Boomer model by sight and have the location of sach
maodel’s nerve chips memorized (the most common placement is at the
base of the neck). Since severing the Meural Circuits causes the least
damage and offers the best chance of recovering the Boomer, ADP officers
are expected 1o try this method first. However, since doing so generally
requires getting into hand-to-hand combat, nobody bathers to try thison a
Cl:urnhat Boomer—aven ADP ﬂferEf s aen' Fhaf crazy'

In fa:L I.-.rhen angagmg E:mﬂjat Eunmers the use nf Powered Smts
{preferably a K-125) is recommended. Being purpase-built by the ADF, the K-
125 is fairly well matched against Cyberdroid opponents. However, in 2033,
relatively few K-123s are in field use; most Advanced Police forces still use
K-11 types. As a retrofitted military maching, the K-11 is somewhat inaffi-

cient for Boomer-hunting—the battlesuit has better firepower than a
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Boomer [thanks to its portable heavy weapons), but has inferior g
maneuverability and endurance. Therefore, the ADP rulebook
supgests that three battlesuits should team up to fight one Boomer.
Still, things don't always go as planned—at times, one-on-one combat with
a Boamer takes place, and due to the inherent inefficiencies of the K-11,
even veteran pilots are challenge by hand-to-hand combat.

Below is a picture of an herpic pilot who defeated a Boomer in close
combat. Though he's an ace pilot, the damage to his machine evinces the
ordeal he went through in battle.

VADP COMBAT REPORT SNiSEmmsamasm—

Due to the recent negative spin put on them by the media, many people
have come to think that the AD Police are a joke—cannon fodder, com-
pletely ineffective in combat. This is not really the case. Ever since 2027,
the AD Police have been skillfully handling Boomer incidents; were it not
for their efforts, MegaTokyo would have been destroyed by now as the
Ammy fought sloppy battles with crazed Boomers. AD Police Frontline
(fficers are a tough breed: A three-man team can take down Mannequins
or Labor types, and few Cyberdroids can stand up to an entire combat
sguad. Only when they're faced with recent “super-threats” like the
HyperBoomers do the AD Police need the help of the Knight Sabers—help

they are gmdgmgly grateful for,
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wLEON MCNICHOL

AGE: 26. HEIGHT: 195¢cm.

Originally a Marmal Police officer, Leon is unusual in that he willingly
applied for a position with the AD Police rather than having been trans-
ferred there. He spent years as a Frontline Dfficer, eventually moving up
the ranks into investigation. Inspector McNichal is now the highest-rank-
ing field officer in the AD Police. He is fully aware of the importance of
his duty, but he often feels impotent as he has found the ADP increasingly
outclassed by Combat Boomers and snubbed by politicians and the pub-
lic. Given this situation, he is quite grateful for the Knight Sabers’ “inter-
ference” in ADP matters and is sympathetic to their cause. His gratitude
to these vigilantes has led him to bend the law several times in their
favor. He even knows that Priss is a Knight Saber, but he has kept her
secret because he is strongly attracted to her.

NOTES

Leon is handsome {almost as handsome as he thinks he is), confident and
talented—he has all the makings of a hero. In fact, his actions have gone
a long way toward maintaining what's left of the ADP's credibility.
Despite the fact that he's often outmanned and outgunned, he has taken
it upon himself to show the public what an ADP officer can do. He has
even been known to challenge a superior enemy to personal combal
despite full knowledge that he’ll luse—yet he always manages 1o last
until reinforcements amive, or to win the respect of his foes (who let him
live and leave him alone to pursue more important challengesl. Leon's
years as a Frontline Officer taught him that big guns are good, and he
always uses the heaviest firepower available to him. Still, he almost
never shoots without donning his trademark shades.

JOb

ADP Chief Inspector

| INT 5PERS 7|WIL  10|TECH 4[MOVE 6
REF glpeEXx  8[STR 7lcon  1o|poDy &
LUCK 13 |MAX 400kg [LIFT  200kg|CAR 100k [ THRW  12m
PNCH 706 IKICK 8D6|RUN  18m|LEMP  3m|SWIM  6m
STUN 45PD  -20|HITS  45[RCUR 17 |ReS 30
SKILL INL | SKILL L | opTIONS IL
PERCEPTION® | 45 | AUTOFRE 15 Face
CONCENTRATION®| +4 | Heawy weneons | +5 | —

EDUCRTION® | +3 | GUnNeRY 45

PERSURSION® | +6 | MECHRPLOT | 46

SOCRL* 12 | DRVING K]

LOCKL KROWLEDGE® | +7 | RESERRCH +

TEACHING® +2 | DETECTIVE I

ATHLETICS® 45 | LEADERSHIP 45

HAND-TO-HRND | +6 | WARDROBE & STYLE | +4

MeL€€ ]

FIREARINS 10

E€QUIPMENT. Motorcycle (a Genom 1100V], handgun (either

Magnum Revolver fitted for Pistol Grenades or the Earth Shaker),

casual clathes with ADP-issua bulletproof vest (PD10) or motorcy-

cling leathers (PD5), shades, Average Lifestyle (modest apartment).




VYDALEY WONG I
AGE: 27. HEIGHT: 185cm.

Red-headed, quick-witted Daley is Leon's partner and as such is also a
sanior ADP officer, Like most ADP members, he was headhunted from the
M-Police. He was teamed with Leon to replace Jeena Malso, and he does
a good job of offsetting Leon's quirks. While Inspector McNichol is action-
oriented and short-tempered, Daley is patient, observant, and skilled at
investigation, Generally soft-spoken, whatever Daley says is usually care-
fully thought out or is a wry, sarcastic quip.

Daley is good-natured, easy-going, and likeable. He is also homosex-
ual, and does nathing to hide it. In fact, he constantly "flirts” with his part-
ner (not so much because he has designs on Leon, but rather because they
hath enjoy the running joke).

INT B |PERS 6|COOL 8|TECH 5/MOVE 5
REF 7|DEX  7|STR 4ICCN 6 |BODY i
LUCK 13 {MAX 144kg |LIFT  72kg|CAR 36kg | THRW 10m
PNCH 4D6 |KICK 506 [RUN  15m|LEMP  2.5m {SWIM  5m
S5TUN 30 |PD -12 [HITS J0|RCVR 10 |ReS 24

SKILL INL | SKILL INL | SKILL L
PERCEPTION® +/ | SOCIAL® +1 ] HAND-TO-HAND | +4
CONCENTRATION®| +6 | LOCHL® +7] HAMDGLUN +5
EDUCRTION® + | TenCH* +2] DRIMNG +6
PERSURSION®* +6 | ATHLETICS* +#1 DeTeCTIE +

VCHIEF TODO
AGE: 50s. HEIGHT: 169cm.

Big, black, and short-tempered, Chief Todo has been a cop all his life. He is
one of the many gaijiin transplants to MegaTokyo, having been brought in
from overseas due to his experience and accomplishments. For the past
several vears he has served as the Chief of the AD Police, a job whose
intense stress levels and high amounts of frustration have made him irrita-
ble and prone to shouting fits. However, despite the fact that he’s nearing
his retirement, he still cares about the AD Police and his men. The reckless,
insubordinate acts of his officers (Leon in particular) are constantly getting
his goat, but Chief Todo knows the score. Being aware that the ADP needs
avery break it can get, this kind-hearted man is proud to take care of (and
cover for) Leon and his cronies. He has a niece, Lisa, of whom he is very
fond and protective.

R O e

INT 7|PERS  8|COOL B|TECH 4|MOVE 2
REF 6|DEX  4|STR 3lcon  5|pODY 7
LUCK 13 |MAX 100kg [LIFT  50kg|CAR 25kg|THRW  4m
PNCH 306 [KICK 406 [RUN  Bm[LERP  1m|SWIM  Zm
STUN 35|PD  -10|HITS  35|RCVR  B|RES 18

SKILL L | SKILL A L
PERCEPTION® | 13 | SOCKL® 2| LoDesHp  [+9]
CONCANTRATION®| +2 | LOCAL® 3] DeTECTIVE +6 |
EDUCRTION® | 45 | TencH* w4 | ReSERRCH +5
PERSURSION® | 45 | ATHLETICS* 2| perocRrcy  [+6
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"We, AD Folice,
are the Special
Felany Crimes
Elite Team ...

but almost all

crime in this

town Is connect-

ed with

Boomers. The

Mormal Folice

even try to stick |
us with writing ] &
their tickets for =~ | Az =
them, and the i e
bureaucrats, h e
afraid of com-
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WTHE POLICE FORCES s

MegaTokyo has grawn out of control, In this chactic technojungle, crime has
flourished. Riots, arson, gang warfare, theft, assault, murder, and computer
crima have reached levels unimaginable in the Tokyo of the 20th century.
Someone has to take up the thankless, unglamorous job of maintaining
order—those little hernes are the narmal police officers, firemen, Tokyo
Highway Patrol, and the N-Police's air patrol pilats (shown below, left to
right}. These everyday officials are facing a city of threats and are equipped
with little more than everyday equipment. Most of the criminals they face
are equipped just as well, if not better.

Meanwhile, the high-profile AD Police seem to gallivant around the
megalopolis, duking it out with crazed Boomers and getting all the attention.
The N-Police are understandably jealous; the ADP seems to have maore money,
hetter eguipment, bigger guns, and even an ultra-modern headquarters...

like we're
A NUISANCE ...t
—ADP Chief
Inspector Leon
McNichol,
AD2034
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V¥ AD POLICE HERDQURRTERS RETSSNRENaS
Located in Tinsel City, the central 3rd district of MegaTokyo, the AD Police
Headquarters’ 29 floors house some of the best law enforcement officers
and suppart staff in the entire region. It is an "intelligent” building with
integrated information systems; data terminals are everywhere, providing
maps, COMPUTer access, communications, etc., and the staffs operator
stations include integral consoles. While normally powered from the city
grid, a backup fuel cell generator is located in the subbasement.

Security is tight; guards are posted in the lobby, ID card scanners are
common, and vocal-pattern locks secure extra-sensitive areas. In the case
of an “S" alam {i.e., an attack on the buildingl, emergency measures can
be engaged from the security center in sublevel 3; Blast shutters can cover
any or all doorways and windows, Psycho Gas can fill any area (the
inhalant psychoactive gas can also be quickly cleared), and computer-tar-
geted submachinagun turrets can drop from ceilings. What's more, hidden

-,




emergency lockers are located throughout the building—Iocked by an ID
card scanner, each locker stashes two MdZ-Als and a 454 Magnum
autopistol with a holster and three clips.
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WADP FRONTLINE OFFICERS” GERR FiSiuaEis

While the ADP has a plainclothes investigation division, the image of their
Frontline Officers is the best known. These brave public defenders regular-
ly face extramely dangerous situations, so their section is composed of the
mast physically and mentally disciplined individuals in the ADP

The AD Police Frontline Officers were originally organized to control
riots, and their equipment reflects this methodology. Each trooper has a
dark blue fireproof and bulletproof suit which covers most of the body and
includes a soft armor vest and ceramic helmet. The padded helmet bears
the Officer’s ID number [as does an 1D plate on his chest), and a ballistic
plastic facemask can be connacted to the helmet by magnetic chips. This
mask houses a full gas filtration/breathing system and gogales with night
vision and tharmal filters (handy for picking out most Boomers). Radio com-
munications are provided, including speakers inside the helmet and a mike
attached to the suit's collar,

The impact-absorbing forearm shield is useful for close-in struggles,
as is the polycarbide baton. Standard firearms include a semiauto handgun
and either a pump shotgun or the M42-A1 short machinegun, Most
Frontline Officers also carry a combat knifa.

To deal with severe Boomer incidents, the ADP have access to grenade
launchers, rockets, antitank rifles, and extra-special equipment including
portable attack helicopters and powered suits (listed on the following
pages). Unfortunately, the escalating power levels of rampaging Boomers
have created a kind of amms race with the ADP Can the ADP keep up?

ADP FRONTLINE OFFICER
ARMOR WEIGHT 15kg | OVERALL PD 22

ENCUMBRRNCE -7 Dex, | -HELMET PD 25
-2 Ref, -2 Move | - BODY PD 20

ADP Armar is effective against all types of damage, including bul-
lets, blades, blunt trauma and fire.
SIDERRM

ADP-issue Combat Handgun
LONGRRIN M-4241 Short MG (or 12-Gauge Pump Shotgun)
MELEE WERPON Police Baton {or Knife)

OPTICS IR Thermograph, Lowlight Vision, Targeting (+2 WA).

EQUIPMENT  Radio (10 km), Gasmask (15 minutes of air), Chest

ID Plate, Mineproof Boots, Belt with clips for 4 reloads total for both

firearms, Boomer Deactivator (this handheld remote device will
switch off the parasympathetic system of any civilian Boomer; does
not work on berzerkers).

INT 2 | REF 6 | ATHLETICS +5
PERS 4 | DeX 5 | MeLee +5
WILL 6 | 5TR 5 | FIRERRIS +5
TECH 4 | CON B | AUTOFRE +5
MOVe 5 | BOD B | HEWY WERPONS 45
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VADP INTERCEPTOR e
Manufactured by ZMC-Misaki, the Beluga Police Special is a high-perfor-
mance road machine which serves as the standard patrol vehicle for the AD
Police. This two-man interceptor's 4-wheel steering makes it highly maneu-
verable, and its 700-horsepower Gasohol turbine boasts a maximum torque
of 150kg/6500mpm. Overall length is 4.5m, with a 4.2m wheealbase, and it’s
equipped with emergency lights and a siren (natch). On-board electronics
include a rear-view camera, & police-band radio, and a databank which is
linked to the AD Police computer network:.

The ADP also has a limited number of customized “Road Chasers”
which are used exclusively by command-class officers {like Leon and Daley)
for high-speed pursuits. Once the airscoop and spoiler are deployed, an addi-
tional turbocharger can be engaged, granting the Road Chaser a higher top
speed and incredible acceleration.

LN3WdIND3 301104

M ¥ iR b D) Py
WEIGHT 1,000 kg | SPANCE 1 driver, 1 passenger |
MRNEUVER -2 Ref | MOVE 15 (235kph)
D10 LOCRTION ARMOR STRUCTURE
17 Chassis 20PD =0.4K 50 S0P = 1.0K
810 Wheels {4) - 10 SOP each
SUBSYSTEMS

» Headlights, loudspeaker, siren, emergency lights, rear-view monitor
» Police-hand radio, datalink to ADP computers.
SPeCInL NOTE
Road Chaser version’s turbocharged engine can push MOVE 19 {300kphy!

WPOLICE VEHICLES
There are several rather mundane vehicles used by bath the AD Folice and
the N-Police for patrols and other duties. These includa:

Cruiser (7 CP): A midengine 4-wheel drive used by the THP. Its Gasohol turbine
grants a top speed of 285kph. -3 Ref, PD20/S0PS5, MV17, 5 passengers.

Patrolcar (6 CP): A car used by typical officers and investigators. -4 Ref,
FD10/S0P45, MV11, 4 passengers.

Compact Patrolcar (5 CP): Driven by Operators and other support staff, -
4 Ref, SDP40, MV10, 2 passenaers.

Mini-Patrolcar (4 CP): Used primarily for support, with traffic control
equipment in the rear trunk. -3 Ref, SOP35, MVY, 2 passengers,

Paolice Motorcycle (7 CP): Commanly used by the THP. -1 Ref, 5DP25, MV15.
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ADP TROOP TRANSPORT M
This Misaki-made heavy truck i= capable of carrying twelve people (sight
fully equipped and armed Frontline Officers, one driver, and three support
and command officers) into battle under the protection of heavy armor, Its
2500-horsepower Gasohol-diesel engine has a maximum torgue of
120kg,/1400rpm. ts suspension is powerful enough to drive over a lot full of
parked cars (which has been tested more than once while racing to an inci-
dent site). Overall length is 7.8m lang and its wheelbase is 6.6m—although
the wheelhase was extended for the Command Viehicle version, which does
not have room for any troopers. Instead, it is packed with communication
equipment and battlefield coordination computers. Another version, marked
with black and yellow danger striping, is used to inspect and clear up the
area after a battle (and survey casuglties). All versions of the truck share the
same cab layout and control console amay,

ADP TROOP TRANSPORT

WEIGHT 4500kg | SPNCE 1 driver, 3 aps, 8 troops.
MANEUVER 5Ref | MOVE 9 (145kph)
D10 LOCRTION ARMOR STRUCTURE
14 Chassis 50PD=10K | 90SDP=18K
57 Crew Cabin 50 PD=1.0K {hollow)
8-10 Wheels (6] 50 PD = 0.8 35 SDP each
SUBSYSTEMS

 Headlights, loudspeaker, siren, emergency lights, rearview monitor, Police-
band radia, datalink to ADP computers. Command Vehicle type cannat hold 8
troops; instead, has long-range radio {500km) and POW 5 computer system.

WADP HELIPORTER TRUCK FESEiaiaisiasin

This large wvehicle is used to transport the AD Police’s one-man “Fire-Bee™
assault mini-choppers to and from a battle site. Its armored rear section
slides open to reveal four Fire-Bees, which are stored with their rotors and
rear fins folded perpendicularly 1o their bodies, and the rear of the truck folds
down 10 serve a3 a step for the pilots (who are carried separately aboard a
troop transport). The truck lowers four affixed support legs to ensure the
platform’s stability while deploying the Fire-Bees. There are six stages fo
launching a Fire-Bee, which are coordinated by the driver of the truck. Once
the helicopters have lifted, the driver can keep track of them via the radar
dome blister atop the truck’s cab. While launching of the Fire-Bees is a
speedy process, recovery is much tickier, taking several minutes; the chop-
pers must be precisely landed, collapsed, securely locked down, and recon-
nected to the truck'’s genarator for recharging.

ADP HELIPORTER TRUCK Q CP
WEIGHT 3500kg | SPMRCE 1 driver, 1 passenger
MANEUVER §Ref | MOVE g (145kp)
D10 LOCRTION ARMOR STRUCTURE
1-4 Chassis A0PD=08kK | 120 SDP=24K
5-7 Chopper Bay 40PD = 08K {hollow)
8-10 Wheels (6] 25 SDP each

SUBSYSTEMS: Headlights, loudspeaker, siren, emergency lights, rearview

mnonitor, Police-band radio, datalink to ADP computers, Hydraulic support legs,

shart-range radar for tracking and guidance of Fire-Bees at launch and landing,

bay for 4 Fre-Beas, generator for recharging Fire-Bees.
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Fire-Bee PiLoT AND
TarceTing HELMET

il SR 15
20mm CANNON DETAIL

Portable assault helicopter used to combat Boomers in urban areas. In cases
where there is traffic congestion or areas inaccessible to ground vehicles,
the Fire-Bee is useful. They are transported via heliporter truck to within
their fiying range, and take off from there. With its combination of under-
slung 20mm, tri-bamel, Vulcan cannon and high maneuverability, this
maching has a formidable assault ability. In combat, the pilot engages his
helmet's right-side targeting aptics, slaving his head movements to the cam-
era-aimed Gatling gun. The Gatling gun also has an attached searchlight,
and the |landing gear serves as in-flight stabilizers as well.

¥

WEIGHT 300kg | SPRCE 1 pilot
MRNEUVER -1 Ref | MOVe 10 (162kph]
1010 LOCRTION ARMOR STRUCTURE
17 Fuselage 30 PD = 0.6K 30 SDP = 06K
810 Rotorblades 10PD=02K 10 SDP = 0.2K
10 WERPONS | WA | RNG | DING | LOC SPECIBL NOTES

QOMM NULCKN | +1 | 900m | 1206 | Hull | *ROF=50, 10 bursts.

SUBSYSTEMS
Spotlight, 2-hour battery, vulcan gun slaved to pilot’s helmet (equipped
with lowlight, telascopic, and targeting optics).

vADP “HORNET” PURSUIT CHOPPER EEERSRERES
This combat helicopter is sanctioned for use by the ADP for aerial pursuit
and combat. The Hornet can fly at high speeds and is armed with twin 20mm
chain guns located beneath the two-seat control cabin. Being designed for
dogfighting, its wings each have two pylans which can mount air-to-air mis-
siles or other ordnance (although this requires special authorization].

4DP R O
WEIGHT 4450 ky | SPRCE 1 pilot, 1 gunne
MRMEUVER -7 Ref | MOVE 23 (375kph) |
[0 (] LOCRTION ARMOR STRUCTLRE
1-8 Fuselage A0 PD = (.BK B0 SOP = 1.2K
9-10 Wings (R, L} 40 PD = 0.BK 50 SOP = 1.0K

10 _WERPONS | WA | RNG | DING LOC SPECIML HOTES

[ QOMM MG XK@ | +1 | 900m [ 1206x7 | Hull *ROF=20, 25 bursts.
SUBSYSTEMS: 2 gjection seats, police-hand radio & datalink to ADP comput-
ers, lowlight & telescopic & targeting sensos.




WN-POLICE PATROL CHOPPER IiiTasusiiias
This lightweight, one-man aerodyne is designed for long-duration flights
and ground surveillance, The normal police use the searchlights of these
choppers 1o seek out fleeing suspects, getaway vehicles, and accidents,
They then coordinate with the police afficers on the ground, inspecting the
area and reporting casualties. Since these unarmed ground-surveillance
craft don’t fly at high altitudes, the pilots don't need oxygen masks.

VALUE: 12 CP

Weight: 2623kg, Maneuver Value: -4 Ref

Armor; PD10 = 0.2, SOPS0 = 1.0K.

Maove: 11 {180kph), Passengers; 1 pilot,

[jection seat, police-band radio & datalink to ADP computers,
Searchlight, telescopic sensors.

¥ ADP COMBRT CHOPPER Eri s

This security asrodyne is a heavily modified version of the patrol chapper
used by the N-Police. The AD Palice model carries one pilot plus one gun-
ner for the twin 20mm chainguns which were mounted under the nose.
Unlike the patrol model, these choppers are designed to attack ground tar-
gets and as such they are armored to some extent, and are substantially
more maneuverable thanks to redesignad wings and control surfaces.

VALUE: 42 CP

Weight: 3200kg, Maneuver Value: -3 Ref, Armor: PD35 = D.7K, SOPS0 =
1.0K, Mave: 15(235kph), Passengers: 1 pilat, 1 gunner. Systems: 2 Ejection
seats, police-band radio & datalink to ADP computers, sensors with tar-
geting, lowlight & telescopics. Weapons: Twin 20mm Chainguns (+1WA,
Range B00m, Damage 1206 x2, 25 bursts).

WADP HERVY CHOPPER [SESISRSEisiaasisnin

This giant asradyne is used by the AD Police only in emergency situations.
Though unarmed, its heavy lifting power jet-engine boosters allow it to air-
lift fully armed Frontline Officers and Powered Suits into trouble zones
rapidly. Its rear hatchway opens into a cabin of equal volume to that of an
ADP Troop Transport, but because of this helicopter’s monstrous size and
expense, the ADP headquarters only has a few on call.

VALUE: 23 CP

Weight: B500kg, Maneuver Value: -5 Ref

Armor; PO40 = 0.8K, SDP120 = 2.4K.

Mave: 11 [180kph), Passengers: 1 pilot, 10 passengers.

Systems: Police-band radio & datalink to ADP computers, sensors with
lowlight & telescopics, bay can hold 10 troops or 4 Powered Suits.

WADP TRANSPORTER St

This transpart aircraft is used to carry an armored battle team of K-11s, the
ADP's main assault weapon. Fach transparter has a two-man crew and can
carry a battle team of four K-11 armored Powered Suits (afthough current
ADP funding only allows for teams of two suits each). The team is brought
over the deployment area and then parachutes to the ground (rather than
using military reverse rocket booster packs). The Transparter is powered by
two turbo-prop engines, but each wing houses an aflerburner to ensure
speedy arrival at an incident site.

VALUE: 20 CP

Weight: 5050kg, Maneuver: -4 Ref, Armar; PD40 = 0.8K, SDPI0 = 1.8K, Move:
15(240kph), Passengers: 2 pilots. Systems: Police-band radio & datalink, sen-
sors with lowlight & telescopics, bay for 10 troops or 4 Powered Suits.
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WHK-11 POWERED SUIT e
In the early 1990s, the Slave Trooper MADOX Powered Suit went into pro-
duction. While its chassis was relatively simple, its internal systems were
highly advanced for the time, so its design theory was employed by the
military for their K-series Powered Suits. Originally designed for the USSD,
the K-11 has since been replaced by more advanced models. At the same
time, ever-worsening Boomer crimes prompted the AD Police to adopt it
as a front-line weapon in anti-Boomer combat.

The ADP K-11 has elaborate scanning systems housed in the chest,
which increases the head's frontal protection and the pilot’s field of vision
over the old MADOX units. It mounts ducted fans in its wings to allow it
1o dash about like a hovercraft, and an aptional parachute pack makes the
unit airdeployable. It is armed with a hand-held, caseless machinegun.

Pilots have said that manning a K-11 feels like riding a motorcycle;
green pilots often get sick from operating one. Since a Powered Suit syn-
chronistically mimics the movements of its pilot, each machine must be
adjusted for its operator’s body and athletic abilities. These adjustments
are s0 precise as to accommodate only the pilot fitted for the unit. Should
anather person board the suit, he'd be able to do little more than stum-
ble about and probably wind up spraining something in the process.

They can be terrible maintenance hogs as well. Before being field-
ed, each K-11 must go through a very detailed check—since they have so
many moving parts, this check is actually more complex and lengthy than
that of a fighter plane!

Being a K-11 pilot is alluring duty for most troopers, so there’s usu-
ally a shartage of available machines, but the gruesome reality of com-
bat kills many a pilot. While Powered Suits have better firepower than
other cops (thanks to portable heavy weapons), Boomers often have
superior maneuverability and endurance. ..

7
S
% |

% K-11 PARACHUTE

s A DEPLOYMENT
K-11 58 CP
WEIGHT 1135kg | BRATTERY TIME 6 hours
MANEUVER ADEX R REF | RUNNING  Max MOVE=8
STRENGTH STR10 | HOVERING 7 (108kph)
SENSOR RANGE 35 km | COMM RANGE 100 km
ARMORPD __ 0.8K - 40 Hits | STRUCTURE  1.0K =50 Hits
WERPON WA | NG | DNG | LOC | SPECIAL NOTES
CASELESS MG | +0 |450m |12D6AP* | Hands | *ROF 15, 7 bursts.
HBND-TO-HRND | +0 1006h* | A A ie, 07K Killing._
SUBSYSTEMS

» Life Support {full sealing vs Nuclear, Biological & Chemical agents)

* Sensor suite (optical, audio, radio, targeting, low-light vision,

instrumentation, Heads-Up Display with +1 Perception).

» ECCM System (Rark = 3) and radio scrambler.

« 7 Hoverflight wings which allow the powered suit to "skim” along

the surface |if a called shot at -3 is made and armar is penetrated, a

wing is destroyed).

» Maneuvering vernier-rockets in legs.

 Spotlight (top-mounted).

» Emergency ejection function (blows operator out of back of suit).

# Forearm and shoulder hardpoints.

* Parachute: Allows powered suit to be airdropped, but incurs a -1

penalty on Ref, Dex and Movement until ditched.




MANIPULATOR DETAIL
FEATURING REINFORCED
DIGITS AND THE
BuiLT-IN 12.7mm MG

BRTTERY TIME

WEIGHT 1870 kg 5 hours
MANEUVER -4 DEX & REF | RUNNING Max MOVE = 8
STRENGTH STR 15 | JUMPJETS 50m
SENSOR RANGE 3.5km | COMM RANGE 100 km

—— i B L e s Much of the ADP's equipment was originally designed for the military, but
s a8l WA LG e 10C_1_SPECI NOTES this brand-new weapon is unigue to the AD Police. As the MADOX-type
12.7MM MG X2 | -1 [400m [ 10D6AP* | Hands [ROF 20, 12 bursts. | eventually evolved into the K-11, the K-125 is a structural hybrid between
HAND-TO-HRND | +0 | - | 1506* | A A | ie.2.0KKilling. | aK-series Powered Suitand a D-series Battlemover. In fact, the K-12 was
SUBSYSTEMS developed by AD Police researchers precisely to rectify the many short-
comings of the K-11.

: : : : _ e 5 For example, the K-11 fingers are rather fragile; when they become
= Sensor suite {optical, audio, radio, targeting, low-light vision, damaged, that Powered Suit loses its ability o use hand-held weapons
instrumentation, Heads-Up Display with +2 Perception). | {which are its only armament). Therefore, the hands of the K-12S have
» ECCM System (Rank = 3) and radio scrambler. only three fingers each; these unusual hands have exceptional gripping
= Jumpjets mounted in back and legs for rocket-assisted jumps, and power and endurance, as well as enhanced punching damage, yet are

allow powered suit to be airdropped. still capable of using hand-held weaponry.
' The K-125 also possesses superior armor protection and firepower;

* Life Support (full sealing vs Nuclear, Biological & Chemical agents)

= 12'?“_1m M s bl gt Leof T - gach arm mounts a 12.7mm chaingun, with the muzzle positioned just
| * Spotlight {top-mounted). : above the thumb (the cylindrical objects on each shoulder are ammuni-
= Emergency ejection function (blows operator out of back of suith tion drums). To increase mobility, two sub-power cylinders were installed
* Forearm and torso hardpoints. in the K-125' frontal abdomen section. The battlesuit's armor plating is
» [-125" armar is Fusion-Froof. not just more durable than the K-11s, more importantly, it is Fusion-resis-

tant. This Anti-Fusion Armor was rushed into production after a particu-
larly horrible incident in 2032; while fighting a K-11, a renegade C-type
Boomer fused with the ADP Powered Suit and crushed the pilot inside his
own armar. The ADP are determined not to let this happen again. ..
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WAD POLICE WERPONRY TS

ki

Considering the physical toughness of Boomers (even domestic ones like
waitress types), the ADP's standard firearms are not mere handguns but
are instead high-power military weapons. However, the AD Police are
caught between a rock and a hard place—they need high-power
weapons 1o fight Boomers, but they can't use them safely in urban com-
bat due ta the likelihood of damaging buildings and injuring civilians.

ADP WERPONRY

1. M42-A1 SHORT MACHINEGUN (10 CP)

WA Range DC ROF Shots Cost
+2 200m 7D6 42 66 ¥100,000
Manufactured by Misaki Arms exclusively for AD Police use, the MA42-A1
can fire ite 10mm brass-cased rounds from its 66-shot box magazine at
a rate of 850 rounds per minute. The weapon is slide-cocked, with a
built-in lasersight and collapsible stock, and it can be leaded with armor-
piercing explosive ammunition (1/2 PD}—an addictive toy indeed.

2. 12-GAUGE RIOT SHOTGUN (5 CP)

WA Range Dc ROF Shots Cost
-1 50m 6D6 1 7+1 ¥50,000
This pump-action scattergun holds seven rounds in its tube magazine,
plus one in the chamber. It must be hand-reloaded shell by shell. The AD
Police use shotguns mainly for crowd control {with buckshot rounds), bt
slugs or even shaped-charge shells can be |paded for use against
Boomers. The effectiveness of such ammunition against Boomers is
inconsistent, however,

3. “STOMACH" RAILGUN (20 CP}

WA Range DC ROF Shots Cost
+0 300m 14DGAP 2 3 ¥500,000

This is an experimental gauss gun currently being field-tested through
limited issue to the AD Police (selected ADP command officers have
been issued such weapons, each one carrying it in the trunk of his Road
Chaser]. The Stomach uses a spinning motor system to generate the
energy which magnetically accelerates its armor-piercing slugs ta hyper-
sonic velocities. The walnut-sized slugs are loaded singly into the top-
fitted magazine; there's room for only three shots. Do you have the guts
for it?
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ADP WERPONRY (CONTINUED)
4. ANTI-BOOMER ASSAULT GUN (6 CP)
WA Range Dc ROF Shots Cost
-2 100m varies" 1 1 ¥50,000

This light grenade launcher can fire anti-armor, fragmentation, gas, ar
flare shells. & well-placed anti-armor grenade can actually kill a Boomer
with ane shot. The Assault Gun is a popular weapon among ADP offi-
cers—they say it's the ideal “close combat weapon” for fighting
Boomers! *See Grenades, page 141,

15. SEMI-AUTOMATIC HOMING ROCKET LAUNCHER (24CP)

WA Range DC ROF Shots Cost
+0* 800m 3J.0K AP 1 1 ¥200,000
This powerful weapon is capable of defeating the armor of even the lat-
est MBTs, but it's rarely used in urban areas due to collateral damage.
For thosa grave siluations where it must be used inside city limits, the
rocket shells are equipped with a self-destruct function and an emer-
nency braking system. *Brilliant guidance: 18 + die roll

JE. 50MM “BERNIE™ RECDILESS CANNON (15 CP)

WA Range Dc ROF Shots Cost
-1 500m 1.7K 1 1 ¥300,000
Designed for use against rogue Boomers, the "Bernie” is a specailly
remodeled military weapon—an ultra high-velocity light cannon. The
ADP version has blast-venting nozzles fitted to the rear, and the cannon
i5 portable thanks to its towing assembly {which is equipped with brakes
and signal lights).

7. 20112 ANTI-BOOMER GERLITCH RIFLE (22 CP)

WA Range DC ROF Shots Cost
+1 1000m 13D6AP 1 10 ¥400,000
This squeezebore weapon was developed to solve the problem of collat-
qeral damane caused to cities by powerful artillery, anti-tank rockets, and

missiles in cities. The 12mm ammunition fired from this cannon travels
with tremendous velocity (approximately 1300m/s} and delivers a
remarkable effect upon impact. It suffers from being bulky and having &
short lifespan [due to severe barrel wear).
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WREIKA CHANG /“VISION” Inisai

AGE: 24. See trivia note below.
Reika has spent most of her life defying authority. Her family has led Hou
Bang for generations; her own father led this triad (a Chinese secret soci-
ety: Hou Bang means “the Tiger Corps”} until he and her mother were killed
tw the Gulf & Bradley Corporation, leaving a void in the Hou Bang succes-
sorship. Reika didn't care about this; she hated her clan with a passion and
wished only to become a successful singer. She assumed the identity of
Vision and used Hou Bang's resources to keep her true name secret.
Vision and became very popular, climbing the Waorld Top 10 until she
dropped out of sight in mid-2032. This disappearance was due to the
death of Reika's sister Irene, who was killed by Genom (in “Barn to Kill").
Determined to see justice done, Reika choose to embrace Hou Bang
because they could provide her the instruments of her revenge. The
Knight Sabers managed to deflect Reika's quest for blood, and for the
mament Vision's singing career continues. Reika's future remains unclear,
she could ascend to the leadership of Hou Bang or follow her musical
career with her new band, the Revengers. It may be tough to do both,

NOTES
Independent and beautiful, Aeika is an emotional persan, easily moved to
grief or fury. Her music expresses this fiery personality, but she finds that
she's too humane to kill. Still, thanks to her training by Hou Bang, she can
handle herself in a fight and pilot the Genki. In addition, the triad and her
own musical success give her many resources, such as a lat of cash, her
own jet aircraft ... and her own personal Battlemover.

Trivia: Because of her voice actress’ problematic singing contract,
Priss was originally slated to die in "Red Fyes" and be replaced by Vision.
Luckily, Priss was saved thanks to her popularity with the fans and creators.

AGE 24 | JOb Rack Singer
INT B [PERS 9 (WILL 5ITECH 9|MOVe B
REF 7 [DEX B |STR 2|CON 7|80DY 4
LUCK 13 |M4X 72kg |LFT  36kg|CAR 1Bkg [THRW  4m
PNCH 206 |KICK 306 |RUN  18m|LERP  3m|SWIM  6m
STUN 20 |PD 14 |HITS 20{RCVR  9|RES 15
SKILL ML | SKILL WL | OPTIONS ML
PERCEPTION® 45 | FIRERRIMS +4 | DERUTIFL -
CONCENTRRTION® | +7 | GUNMERY +3 | COMBRT SEMSE | +X
EDUCRTION* + | MECHRPILOT +3 | HOU BANG -
PERSURSION® +5 | DRIMING + | SECRET DENTITY | -
SOCRL* +6 | DETECTIVE +2 | MBRTIRL ARTIST 3
LOCHL KNOWLEDGE® | 43 | ESPIONRGE + | STUBRORN
TEACHING* +2 | WHRDRODE & STYLE | +7

ATHLETICS® + | PERFORMANCE | +10

STERLTH +1 | BRSIC TECH +

HAND-TO-HRND | +4 | HIGH TECH 12

MeLeE BT

EQUIPMENT. Private |earjet, Battlemover (custom GO-42 “Genki”),

piloting suit {PD15), Combat Magnum, stage costumes and high-fash-

ion clothes, musical equipment, Rich Lifestyle (mansian in Hong

Kong) and an entourage of assistants/bodyguards.
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VKOU Sansianuaiinisainnines
AGE: 29. HEIGHT: 180cm.

Kou is a lifelong member of Hou Bang and a loyal servant of the Chang fam-
ily. He has known Reika since both of them were children and protecting her
is his entire purpose in life. They are very close, and Kou has become her
primary confidante and best friend since Irene’s death. It's entirely possible
that he's in love with her, but it would be difficult {potantially inconceivable)
for him to approach someone he sees as so far above his station. He pilot-
ed the Genki with Reika and supported her in her guest for revenge; in fact,
it was he who actually killed the chairman of G&B.

NOTES

Tall, well built, and handsome, he is a snappy dresser and his long, tied-
back hair hints at his warrior spirit. Kou is accomplished at numerous farms
of combat, from martial arts to firearms to mecha piloting.

INT 7 |PERS 5/COOL 9|TECH 5|MOVe 7

REF B|IDEX  8I5TR 4/CON 8 /BODY i

LUCK 15 |MAX 148kg |UFT  72kg|CAR 36kg|THRW  Bm

PACH 406 |KICK 506 |RUN  Z1m|LERP 3.5m|SWIM  Tm

STUN 30 {PD -16 [HITS J0|RCVR 12 | ReS 27

SKILL INL | SKILL INL | SKILL (ML
PERCEPTION™® +5 | SOCI* 6 | HTH(MARTIRL) | 48
CONCENTRATION® | +3 | LOCHL* +3] HRNDGUN +b
EDUCKTION® +3 | TEACH* +5 | MECHRPILOT +
PERSURSION® +# | ATHLETICS* +/ | GUNNERY +

VIRENE CHANG
Deceased as of Late 2033.

Reika’s little sister didn't want to be a part of the shadow world—she
maoved to MegaTokyo under the assumed name of Irene Can and led a
peaceful life in Yokohama. She met Linna at Phoebe's (the aerobics studio)
and they quickly became best friends. Irene became engaged to a Genom
enginger, but no-one knew he was working on Mason's SuperBoomer pro-
ject. When he was killed in a cover-up, Irene swore to expose Genom's evil-
doing—and was killed too. Her death inspired the Knight Sabers” attack on
Genom's Kawasaki facility and, eventually, Reika’s vengeful quest. ..

IMPORTANT STATS
INT 5, PERS 4, COOL 4, TECH 4, MOVE 2, REF 4, DEX 2, STR 2, CON 4, BOD 3.
Perception +3, Parsuasion +2, Education +5, Athlatics +3.

WDR.CHANG CHONGK FSi s

Personal information unknown.

The elderly leader of Hou Bang, the rich and powerful Or. Chang is the loving
grandfather of Reika and Irene. When his son and daughter-in-law were killed
in 2018 by Gulf & Bradley, the Chang Group (the corporate front for Hou Bang)
became the bitter enemies of GRB. While Dr. Chang has maintained this
grudge, he has also done all he can to take care of his granddaughters, giv-
ing them anything they need. Despile their denial of Hou Bang, he still looked
after them, even helping Aeika in her crusade apainst Genom and GEB.
Patient. caring, but ruthless, he still hopes Reika will return to the triad fold.

IMPORTANT STATS
INT 8, PERS 8, COOL 9, TECH 7. MOVE 0, REF 1, DEX 0, 5TR 1, CON 2, BOD 2.
Perception +7, Parsuasion +6, Education +9, Espionage +10.
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IPSON BEERINNHNEEREnNINnY
Arrested in early 2033.

J.B. Gibson is an ex-racer who, as an auto afficionado and mechanic, bought
an HW.J Griffon Il for a hobby car. He and his girtfriend Naomi were taking it
for a ride when the Dutriders motoreyele gang attacked them; Gibson was
severely injured and Naomi went into a state of shock. Possessed by rage,
Gibson gradually tumed his car into a weapon of ravenge. With the aid of
his friend Dr. Raven (who had no idea about Gibson's ahsession), his Griffon
became a pseudo-intelligent cybermonster, and only the Knight Sabers’
intervention prevented a tragedy from occurring.

Gibson is not an evil man—in fact, he’s quite honorable. His judge-
ment and sense of perspective were overcome by his grief at Naomi's trau-
ma, but he still demonstrated some morals: While he did lead the N-Police
on an incredible chase, he didn't deliberately kill any of them.

INT 41PERS  B|COOL 5{TECH T“9|MOVE &
REF glpEX  7{5TR 5/CON  5[BODY 5

LUCK 13 |MAX 200kg |LIFT  100kg[CAR 50kg|THRW 10m

PNCH 506 [KICK GDG [RUN  15m{LERP Z25m|SWIM  5m

sTuN 25 |PD -10 [HITS 25/RCUR 10| ReS 15

SKILL INL | SKILL 0L | SKILL LML
PERCEPTION* +3 | SOCKL* +2 ] HANDGUN +3
CONCENTRRTION®| 6 | LOChL* 5] DRIVING +10
| EDUCKTION® +3 | TEnCH* +2 | BRSIC TECH +8
PERSURSION® +5 | ATHLETICS® +3| HIGH TECH +6

YNROMI ANDERSON I
Arrested in early 2033. :

Naomi is Gibson's girlfriend and is normally an energetic (if somewhat
moody) person. She is very much in love with him, and even though his fas-
cination with cars is something she could live without, she enjoys spending
time with him and that crazy old mechanic Dr. Raven.

All of her worst fears came true when Gibson and she were attacked
by the Outricers motorcycle gang—he was horribly wounded before her
eyes, and she herself was assaulted in ways which her mind will not allBw
her to remember, |t was too much for her to bear, and Naomi retreated into
a place where she could be safe, namely a semi-comatose state.

It wasn't until Gibson's urge for revenge had gatten them into a simi-
lar predicament that Naomi came to her senses again. She still has an
instinctive dislike of motorcycles, but she's atherwise recovered.

NAROMI

INT 5 |PERS 3|COOL  1|TECH 4|mOVE 3
REF 3IDEX  4|5TR 2/CON  1[BODY 3
LUCK B [MAX T7kg [LIFT  36kg|CAR 18kg| THRW  4m
PNCH 206 |KICK 3D6 |RUN 9m|LERP 1.5m |SWIM  3m
S5TUN 15 |PD -2 [HITS 15|RCVR 3 |RES 3
SKILL ML | SKILL INLJ SKILL ML
PERCEPTION® +3 | SOChL* +5 | DOMESTIC +6
CONCENTRATION®| +2 | LOCHL® + | DRIVING +]
EDUCRTION* + | TEMCH* +2 | WHRDRORE & STYLE | +3
PERSURSION® +# | ATHLETICS® +

i




WDR. RICHRRD MCLAREN FEsmans
AGE: 43. Arrested in June 2033.
Dr. McLaren was born in New York in 1980 and graduated from MIT with a
degree in the rapidly advancing field of biotechnology. He was immediate-
Iy hired by the Guif & Bradley Corporation. He loved his job, as his employ-
ers would get him almost anything to keep him happy and productive, He
expected his Genom-related transfer to Japan to be a geisha-happy romp,
but instead he was nearly killed as he bacame a target of Reika's crusade.,
Hiring the Knight Sabers as bodyguards saved his life, but didn’t save him
from the law. He will be serving a long prison sentence—unless GAB pulls
some strings . ..

Or. McLaren is a talented scientist, He is also oversexed, lascivious, a
coward, and has almost no morals. Still, his expertise in endoskeletal motive
systems makes him a valuable asset to any advanced corporation.

INT 3 |PeRs 2({CO0OL  1|TECH H!MDUE ?

REF 4|pEX  3[STR 3([CON 4 BODY
LUCK 13 [MAX 100kg [LIFT  50kg|CAR 25kg|THRW  Gm
PNCH 306 [KICK 406 |RUN  6m|[LERP  1m[SWIM  2m
STUN 25 |PD -8 [HITS Z5|RCIR 7 | RES 3
SKILL INL | SKILL INLT SKILL L
PERCEPTION® | +4 | SOCIL* 2] swepscience | o
CONCENTRATION®| +3 | LOCHL* A | superrec 4
EDUCKTION® | +6 | TencH® o f BUSINESS | 42
PERSURSION® | +5 | ATHLETICS® +2 | ReSERRCH 4
WLISA NRNETTE

AGE: 18. HEIGHT: 155cm.
Lisa is the niece of Chief Todo of the AD Police, a high schoal senjor, and an
aspiring professional photographer. She has won several awards with her
school newspaper, but she always yearned for the chance at a real scoop—
spanding her winter break at AD Police HQ seemed the perfect way to do
this. She became good friends with Nene, and it was this friendship that
prevented her from “outing” the Knight Sabers. She still got her scoop,
though, and her career with the MegaTokyo newspapers seems guaranteed,
While anly a young girl, Lisa is a go-getter and a risk-taker. She’s (
resourceful and persistent, and will face great danger to get what she
wants (such as a hot phota). She values her current camera immensely, as
it is the one which snapped a Knight Sabers identity (which makes up for
the loss of the camera her dad gave her, which Priss destroyed).

LISK

INT fi |PERS 7|COOL  5|TECH  7|MOVE 7
REF giDEX  7|STR 1{CON  5/BODY 3

LUCK__ 14 [MAR 50kg|LFT _ 75kg| CAR 12kg|THRW _ 7m o
[PNCH 105 [KICK 206 [RUN__ 21m|LENP_35m|SWIM__ 7m =)
S5TUN 15 (PD -10 [HITS 15|RCVR B | ReS 15 b
SKILL INL | SKILL INL| SKILL L 0
PERCATION | +7 | SOCAL® 5| PHOTOGRAPRY | 4 4
CONCENTRTION®| 46 | LOCHL® el wemne [« >
EDUCRTION* | +2 | Tenc® | +| petectwe | =2 3
PERSUMSION® | 45 | ATHLETICS® | 5] STenTH 1 Ay

e
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VKAUFNAN s
Current whereabouts unknown,

Kaufman was a high-ranking official within the Space Development Public
Corporation and the director of the Genaros space station. He was a cormupt
and greedy man who abused his power at every opportunity. He also kept a
haram of BL-333 Sexaroids and colluded with Flint's GPCC splinter group to
sell the prototype D.D. to the communist bloc. However, when Sylvie
(Kaufman's favorite Sexaroid) escaped to Earth, she stole the D.D. Pressured
by Flint to solve this fiasco, Kaufman hired the Knight Sabers to retrieve the
D.D. Nonetheless, the affair ultimately ended his career at Genom.

IMPORTANT STATS
INT 7, PERS 5, COOL 2, TECH 4, MOVE 3, REF 3, DEX 4, STR.3, CON 4, BOD 4.
Percaption +4, Persuasion +5, Education +5, Business +/, Espionage +5.

WELINT ST e R P R

Current whereabouts unknown.

Flint was GPCC's director until mid-2033. He led a Genom splinter faction
which had gone into business for themselves behind Quincy's back. Knowing
his position would be endangered if the information about the 0.D. became
public, he sent several Genom officials to the SOPC and implicitly claimed
control of the corporation. Flint had also taken Largo in to protect himself,
since the mystery man knew the full scope of his treasonous acts. Flint had
no idea that Largo had engineered the entire D.D. situation, and when it led
to his downfall, Largo took over GPCC to achieve his own ends.

IMPORTANT STATS
INT 8, PERS 6, COOL 7, TECH 5, MOVE 4, REF 4, DEX 4, STR 4, CON 5, BOD 6.
Perception +8, Persuasion +7, Education +6, Business +8, Espionage +7.

WGENERRL SCHWRRZ s

Current whereabouts unknown.

As chief of the Japanese branch of the USSD, General Schwarz spear-
headed the Killer Doll program. A true military bureaucrat, he is con-
cemed with the agendas of the USSD, the safety of the USSD's nations,
and the truth—in that order, He hired the Knight Sabers to help solve the
Killer Doll “kidnapping”, but didn't tell them the truth of the mission, and
paid for his deceit. A vicious, sly character, his failure to control {or at
least cover up) the Killer Doll fiasco led to conditions necessitating his
resignation in late 2032.

IMPORTANT STATS
INT 8, PERS 7, COOL 7, TECH 3, MOVE 2, REF 5, DEX 3, STR 3, CON 5, BOD 6.
Perception +6, Persuasion +5, Education +5, Handgun +4, Espionage +6.

WDR. KATSUHITO STINGRRY S
Deceased as of 2022,

Dr. Stingray was bom in 1983 and spent his entire life demonstrating a
genius of history-changing proportions. He was an expert in cybemetics,
biotechnalogy, and space engineering, and these talents eventually led him
to work for the BioEscape Corporation. Working at their Wiz Laboratories
facility, he created a new race—Boomers. Though he was killed by Genom
for his creations, his legacy lives on through his daughter Sylia; several
branch technologies derived from his Boomer research, notably the
Hardsuits, have made her the ultimate avenger.

IMPORTANT STATS
INT 10, PERS 5. COOL 7, TECH 10, MOVE 2, REF 3, DEX 3, STR 2, CON 4, B0D 4,
Perception +5, Persuasion +5, Education +10, Superscience +15, Supertech +12.



GENOM POWERED SUIT 140 CP

WEIGHT 692 kg | DRTTERY TIME 12 hours
MANEUVER -1 DEX, -0 REF | RUNNING ~ Max MOVE=10
STRENGTH STR10 | JUMPJETS B0m
SENSOR RRNGE ?km | COMM RRNGE 80 km
ARMOR PD 1.0K =50 Hits | STRUCTURE 0.5K = 75 Hits
WERPON WA | NG | MG LOC | SPECIRL NOTES
DUML GUN X2 | +2 |500m|1.2Kx2* | A A | *ink,Biast=1, 20 oo
HRND-TO-HRND | +0 10D6h" | A A | "ie, 07K Killing.
SUBSYSTEMS

# |ife Support (full sealing vs Nuclear, Biological & Chemical agents)

 Sensor suite (optical, audio, radio, targeting, low-light vision, IR,

instrumentation, Heads-Up Display with +2 Perception].

» ECCM System {Rark = B) and radio scrambler.

* Strategic computer targeting system: See notes in text.

* lumpjet array on hind area.

» Emergency armor-gjection function (blows armar off wearer).

ARM DETAIL
SHOWING GUN PORTS

YGENOM POWERED SUIT EEEiis
It's been theorized that the Knight Sabers' Hardsuits are extensions of
combat suit designs on which Genom themselves halted development.
{ne prototype of that mothballed design was worn by Brian J. Mason
when he and Sylia met atop Genom Tower to settle their feud. This
Powered Suit's ammaor was guite thick and its main weaponry consisted of
a double-barreled cannon on each forearm,

A more unusual weapon was the suit’s combat computer. It could be
Inaded with tactics data compiled on a particular enemy and, using its
optical tracking scope, could predict that enemy’s actions and allow the
wearer to outmaneuver his enemy.

In game 1erms, the Powered Suit's wearer always wins Initiative
against an enemy whose tactics have been compiled and |oaded. However,
the combat computer isn't very adaptable; if the opponent simply states
“I'm changing my tactics,” the benefits of the computer are lost and the
fight becomes fair again. Hence development on this extremely expensive
system was discontinued by Genom.
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WGD-42 “GENKI” BRTTLEMOVER Faisiis

In December of 2032, the United States’ Department of Defense held a
competition to select a new military Battlermover. Six companies compet-
ad—the winner was Kyuusei Industries’ GD-42, which beat out other
candidates from such big hitters as Genom and Gulf & Bradley.

As it turns out, Kyuusei Industries is one of the many arms of Hou
Bang, the triad led by Reika's grandfather, Dr. Chang Chongk. When Reika
decidad to undertake her quest for revenge, she approached her grandfa-
ther with her need for a weapon which could handle the best Genom and
3&B had 1o offer. Unable to deny his dear granddaughter’s wishes, Or.
Chang gave her a heavily customized GD-42 nicknamed Genki {"the dark
devil”] to use as her instrument of vengeance.

This highly advanced four-legged combat machine can scuttle quick-
Iy across a battlefield. and by collapsing its legs it's able to make use of
cover and can even move through tight places (such as interior spaces at
least 2.5x2.5 meters wide). [t has jumpjets in its hull and climbing spikes
in its legs which allow it to negotiate almost any obstacle, and, using its
jumpiets, Genki can even manage a controlled fall of hundreds of meters.

Genki's armament consists of 2 vulcan cannon on its belly, supple-
mented by two beam lasers, twin 3-shot grenade launchers and two pow-
erful wire-tentacles capable of grappling, entangling, and even crushing
Boomers and other targets. Its armor is extremely thick, immune to
weapons as powerful as those af the Knight Sabers’ Hardsuits.

Genki is a two-seat Battlemover, piloted by Reika and her assistant
Kou. Fjector seats allow the crew to bail out if necessary, and the orboard
self-destruct system's “Suicidal Explosion” function is powerful enough to
wipe out everything within several city blocks. Note: The standard GD-42
is similar to Genki, but has lesser performance and weaponry; -2MV, no
jumpjets, non-collapsible legs, and no wire-tantacles.

223 C

GD-42 “GeNKI” BATTLEMOVER

WEIGHT 3113 kg | GENERRTOR POWER ° 8 haurs
MBNEUVER 0 Dex & Ref | RUNNING MOVE 42 {125kph)
STRENGTH STR14 | JUMPJETS 200m
SENSOR RRNGE 11km | COMM RANGE 130 km
D10 LOCRTION ARMOR STRUCTURE
5 Torso Z0K=100P0 | 30K 150 SOP |
& R Foreleg 2.0€ =100 PD 18K = 90 SDP
7 L. Fareleq Z.0K = 100 PD 1.8K = 90 SOP
8 A Hindleg 2.0F, = 100 PD 1.8K = 90 SDP
9 L. Hindlag 2.0K=100P0 1.8K = 90°50P
10 WERPONS | WA | RNG | DG | LOC. SPECIAL NOTES
CLEWS (4) +7 . 1.0 | Legs .
TENTRCLES K2 | +2 | 50m | 1.6Ke | Torso Entangling, X-Linked.
LBSERS HQ + | Fkm |15Kx2 | Torso X-Linked.
[ 20MM VOLCRN | +1 | 200m [1206-AP | Tarso ROF=G6, 15 Bursts
GeDE R K2 | 1 | 1800m]| 1.0K* | Torso | *3shots o2 finked, Blast=1.

SUBSYSTEMS

= 2-man crewy (pilot & gunnar) with eection seats.

» Lnvironmenta! adaplation for extreme temperatures (e.g. deserts and the arctic).

= Slealthy design (undetectable to radar),

= Sensor cluster: Audiovisual, radio scrambler, targeting, low-light vision, instrumenta-

tion, heads-up display 4+ Parception), Rank 5 ECCM, advanced sensor package with
infra-red thermographics, seismic detectors, magnetometes, tc.

* Collapsible legs for close-quarters movement.

# Rotating ball-mount vemier rackets for long-distance jumps.

» "Suicidal Explosion” self-destruct does 2010K in a 100m radius.




BeasT Form WITH A
BU-55C roR SCALE

BATTLEMOVER “D.D.”

WEIGHT 4773 kg | STRENGTH 14
[SENSOR RENGE 7km | COMM RANGE T00km
MODE MBNEUVER SURFACE LERP
HUMANOID ] 36 (110kph) 750
BERST FORM -1 Ref & Dex 48 (144kph) 20m
110 LOCRTION ARMOR STRUCTURE
1 Head 20K=100PD 1,0K = 50 SOP
(2.4 Torso 20K=100F0 3.2K = 160 SOP
5 A. Arm Z0K=100PD | 18K=90SDP
6 L Am T Z20K=100PD 18K - 90 SOP
7 Rleg 7.0K = 100 PD 2.0K =100 S0P
8 | L leg 20K =100F0 20K = 100 SDP
Q WENPONS | WA | RNG [ DING | LOC SPECIML NOTES
HBND-TO-HRND | +2 - | 14D6* | A A *1.2K in Beast Fom
GATUNG GUN | 1 | 1600m| 15K* | Tarso | *A-% AOF4D, Z5bursts |
CREMBDE LBUNCHER | -2 | 3km | 2.0K* | Torso *Blast Aadius=1.

10 SUBSYSTEMS. Erwironmental adapsation for sxdreme temperatures (i e, deserts

and the arclic), Sensor cluster: Audiovisual, radio scrambler, tareting, low-light vision,

instrumentation, heads-up display (+1 Perception). Rank-6 ECCM, Dual IR spotlights for

eyes, Back-mounted braking rockst system for airdrops, winglike stabilators for aindop

steering, heat radiabon, and maneuvesing. Silent running system; Pamaption vs. 14 to

haar approach. Twin micramanipulators (claw-tipped tentacles) can do work of human-

size hands, Transformation ability: Deast Moda for all-tarrain ahility, Humanod for com-

bat. Intimidating styling adds +3 to pilot’s PRE.

J-1 SYSTEM. Engages if pilot passes out or dies (Al has Stals of 7, can leam com-

bat Skills up to & level of +7), should D.D. Synchronize with Boomer pilot, it gaing

+7 1o MV and +1 1o all Wis. Micro-Neutron Bomb does 100k in & 10km radius.

WBATTLEMOVER “D.D.” M &

This airdroppable Battlemover was secretly developed at GPCC by Flint's
Genom splinter faction, and was shipped to SDPC's Genaros station for ille-
gal sale to the communist bioc. This mecha was designed primarily for deep
penetration missions, and boasts greater combat performance than most
Boomers or any K-series powerad suit, Its transformation ability allows it to
adapt to any terrain or battle situation; in four-legged Beast form, the D.0.
is fast, but its Humanoid form is better in close-quarters battle,

The 0.0 is a fearsume maching, It is strong, heavily armored, and
armed with a Gatling cannon, a grenade |auncher with two salvos of four
grenades, cable-style micromanipulators, and powerful claws. Its power
and speed are greater than any previous Baltlemover, earning it the clas-
sification of a superweapon.

The D.0.s cockpit is housad entirely in the chest, and is packed with
heads-up display infarmation. However, the most notable feature of the
cockpit is the J-1 Auto-Control System. The J-1 is an Al autopilot which
nperates much like the Al of a Motorslave—it can fight on its own, and
has learning abilities (see page 73). A side-effect of the J-1's Al routines
is its synchronization function, which is similar to the MFS {see the
Griffon, next page, and Sylvie on p.112]; given the presence of a compat-
ible control system (e.g.. a Sexaroid brain), the J-1 will access it to
increase its effectivenass.

The J-1 automatically engages when the pilat’s lifesigns drop below
safe levels, making the D.D. fight fiercely until it runs out of power (which
could be seconds or hours depending on the point in the mission). Should
the 0.D. run out of energy while the J-1 is on, the onboard micro-neutran
homb self-destructs the pod with a MegaTokyo-sized kil radius. The J-1 is
thus an excellent deterrent; if the enemy wants to avoid an atomic homar,
they dare not hurt the D.0.s pilot!
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Detai svowing MFS
HeLMET AND LINKAGE

WCYBERMONSTER GRIFFON I
MHJ manufactured the Griffon in 2021 as a high-performance sportscar
aimed at overseas collectors. After being attacked by the Outriders
gang, J. B. Gibson and Dr. Raven began rebuilding his personal Griffon.
They bolstered its bumpers and sidepanels, armored its whesls, and
boosted its power output. Of course, Dr. Aaven never would have helped
Gibson if he'd known what the modifications were for—he thought
Gibson was just working on a hobby car—but J. B. had already begun
his vinlent trip down revenge road . ..

In fact, the car went through a kind of mechanical and cybemetic
eyolution, with Gibson putting his Griffon through one massive overhaul
after another, At first, he equipped it with sensor antennae and a new
turbine engine, making the car's speed superior to anything on the road.
Eventually, he replaced this engine with a huge turbofan which used
highly combustible fuel and added a cowcatcher array on the nose, sta-
bilizer systems, and even more armor. The result was a bulletproof killer
car which an incredible cruising speed and a positively mind-boggling
maximum speed.

By this final stage of the Griffon's reconstruction, no human being’s
reflexes could possibly keep up with such speed and performance.
Gibson used the MFS (Mind Feedback System, an invention of his men-
tor Dr. Raven) to take full use of the vehicle's potential, but the MFS’
neural-synchronization function gave the car its own pseudo-intelli-
gence. However, Gibson's improvisations obstructed the MFS' self-
managament ability and it was overwhelmed by his unreasoning hatred,
tuming the car into a cybermonster. The results were very nearly tragic,
and only the intervention of the Knight Sabers kept the CyberGriffon
from doing far more damage.

INTERIOR DETAILS

CYBERMONSTER GRIFFON

7 CP (TOKS)

4. GRIEFON Il PASSENGERS 2 | COST
MBMEUVER 2 Ref | SPEED 15(240kph) | WEIGHT IDﬂUkL
D10 LOCHTION ARMOR STRUCTURE
17 Chassis {l 50 SDP =1,0K
8-10 Whasls (4] 10 S0P each
Q, GRIFFON CUSTOM 4 | PASSENGERS 2 | COAT 11CP
MANEUVER -1 Ref | SPEED 23(375kph) | WEIGHT _ 1300kg |
D10 LOCRTION ARMOR STRUCTURE
17 Chassis 10PD=0.2K 50 SO = 1.0K
8-10 Wheels (4] 10P0 =02k 15 SOF each
3. GRIFFON CIKTOM B | PASSENGERS 7 | COST 21CP
MANEUVER D Ref | SPEED 28 [465kph) | WEIGHT 1700kg
DO LOCRTION ARMOR STRUCTURE
17 Chassis 20 PD=0.4K 60 SDP = 12K
B-10 Whesls (4] 20 PO =04K 20 S0P gach
4. CYDERMONSTER PASSENGERS 2 | COST ¥CP
MRMEUMER  +2 Ref | SPEED 34 (540kph) | WEIGHT 18900kg
D10 LOCRTION ARMOR STRUCTLRE
17 Chassis 30 FD = 0.6K 70 SDP=1.4K
810 Wheaels (4) 30 PD=06K 20 SOP gach

MIES has REF 8 + Drive 8; may download strang emaotions & act on them.
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This is a standard space shuttle used to make the round trips between Earth
and SDPC's orbital stations such as Genaros, transporting commodities and
retaying information. While these shuttles use a large, separate booster
rocket for lift-off into orbit, they can also be equipped with smaller boost-
ers for movement between orbital levels. Once they've finished their burn,
explosive bolts can blow the boosters clear. Length is 35m with the boost-
ers, 29m without, There are usually three ORCA shuttles stationed at
Genaros and similar space stations. Sylvie and Anri escaped Genaros in
ORCA-4 with the D.D. aboard.

VALUE: 100 CP

Maneuver Vialue: -5 Ref, Armor; PD50 = 1.0K, SDP500 = 10.0K.
Move: 10 {16,000kph), Passengers: 10, Weight = 24,600kg.
Systems: Sensors, Cargo hald, 2x booster rocket packs.

WAR-61 SRTELLITE WERPON T

The USSD maintaing over two hundred satellite weapons in orbit to shoot
down nuclear missiles fired from or at any nation, Furthermore, these satel-
lites particle beams can also attack surface targets, so the UN uses orbital
weapons (in place of nuclear missiles) to enforce world peace. The beam’s
firing range covers a 1000km radius and, given a sufficiently accurate
ground-based sighting system, can target with a margin of error of 10e-10
meters. Even sno, the sateliite’s own telescopic sensors are powerful
enough to read print from its position in geosynchronous orbit.

VALUE: No, you can't have one.

Armor: PDS0 = 1.0K, SDP250 = 50K, Move: N/A [geosynchronous orbit).
Solar-powered, Computerized tracking and targeting systems grant
Perception 20 + die roll, Gunnery 20 + die roll.

Particle Beam can do DC14-100K aver a Tm~1000km radius

WLINERR PRTROL CAR Fiisiiiiiaine

Used by Genaros security, this magnetic-levitation vehicle can rapidly
transport Police Boomers anywhere within the space station’s 8km length.
Since Linear Cars travel along magnetic fields generated by superconduc-
tive floorways, they don't have wheels and can't be used on regular roads.
This unarmed patrol-type Linear Car is the type Sylvie and her friends stole
when escaping from Genaros; its airbrakes and autopilot system are of
above-average quality.

VALUE: 18 CP

Weight; B03kg, Maneuver Value: -3 Ref

Armar: PD10 = 0.2K, SOP50 = 1.0K

Move: 31 (500kph), Passengers: 4

Autopilot {Drive 10 + die roll), police-band radio & datalink.

WLINERR PURSUIT ChR SR

This is another Linear car used by space security groups. This model is com-
monly used by Police Boomers—the console has ports for the interface
cables deployed from a Police Boomer's wrists, allowing for superior con-
trol, As a pursuit-type Linear Car, this model is armed with two forward-fir-
ing and two rear-firing laser guns and its speed is impressive. However, its
maneuverability is actually somewhat less than the smaller patrol-type
Linear Car.

VALUE: 33 CP

Weight: 597kg, Maneuver Value: -3 Ref

Ammor; POZ0 = 04K, SDP4AD = 0.8K, Move; 31 (500kph), Passengers: 1
Autopilot, palice-band radio & datalink, +2 Driving when cybercontrolled.
Lasers: (2« forward, 2x rear) + 1WA, 606x2 Damage, Range 300m.

WSDPC “ORCA” SHUTTLE e
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YVEHICLES BRaRERENTRANITNN Y
Mast automobiles in the 2030s run on Gasohol or are electrically powered.
Control systems employ a few more digital displays, pushbutton controls,
and integratad traffic network data. Some vehicles feature limited aulopi-
ot functions. Heavy vans and trucks are still in wide use, and aircraft are
still gut of the reach of civilians for the most part, However, there are more
aircraft used in citiss—tiltrotors (hybrid helicopter-airplanes) and aero-
dynes (enclosed-rotorfan choppers) are popular designs.

U [] P

Minicar/Van ¥200,000 / 4 40 5 B (125kph)
Sedan ~ ¥1,000,000/ 5 50 4 10 [160kph)
Sportscar ¥2,500,000 / 7 50 | -3 | 15(235kph) |
Van/RV ¥1,500,000/ 5 B0 | -5 9 {145kph)
 Truck ¥3,300,000/ 5 80 | -6 9 {145kph
Tiltrotor ¥5,000,000 / 10 75 | 3 | 11(180kph)
Helicoptor ¥1,500,000 / 10 100 | -5 | 10{160kph)

WMOTORCYCLES

v = % Priss’ Bikes : _ :
ﬁfs’ﬁ @ﬁméé?'\‘l.*?-- (PaRTs 21st-century motorcycles, like automohiles, are not that different from
——e [~ 18&5) those of today. Digital instrumentation, Gasohol-powered engines, and
="\’ \r farkless suspension are almost universal, and styles vary widely from retro

10 low-tech to fuel-injected “missile” looks. Like modern automobiles, most
motorcycles have all-ceramic engines and employ computer-cantrolled
antilock disc brakes. Priss herself goes through two bikes a year, riding
gither sports bikes or high-performance {preferably customized) racers.

SDP MV  MOVE (SPEED)
6 {100kph)
10 (160kph)
11 [180kph)
15 (230kph)

MOTORCYCLE COST/CP
Scootar
Standard
Sportshike
Pro Racer

.,
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Most personal weapons in 2033 still use brass-cased shells firing bullets,
There are a few lasers and railguns, but due to the power requirements
involved, such as in Leon’s "Stomach” railgun, most are curently exper-
mental. Many guns from the 20th century are still in use, including the ven-
erable Colt Government—a design now 122 years old! While there have
been several new and powerful weapons made, one can ganerally use cur-
rent weaponry as examples of firsarms in the 2030s, Don't forget the use-
fulness of meles weapons—most are silent and many are [egal.

PERSONRL WERPONS ¥/10,000 = CP

Melee Weapons Range WA  DC  Shots ROF Cost
Knifa m + a - - ¥3,000
Tonfa,Munchucks Zm -1 5 Quick %4000
Sword Zm +1 7 - - ¥10500

WPERSONRL WERPONS s

Chainsaw 2Zm -2 BAP - - ¥14000
Handguns Range W. DC Shots ROF Cost
Mini Revolver 20m -2 306 4 2 ¥10,000
Iini Handgun 30m 1 406 B 2 %30,000

{Combat Handgun m 40 406 15 7 ¥40,000
Combat Revolver Bm 40 506 6 2 ¥50,000
Magnum Revalver Bm 606 G 1 ¥60,000

Assault Weapons Range WA DC  Shots ROF  Cost

Sawn-Off Showgun ~ 20m -2 606 2 1(2 ¥40,000
Pump Shotgun S0m -1 BO& 8 1 ¥50,000
Submachinegun 150m +0 406 30 44 ¥40,000
Assault Rifle 00m -1 06 30 30 ¥60,000
Machinegun 400m - -1 BDE 30 22 ¥70,000
Grenade Launcher  200m -2 Smradius B 1 ¥140,000
Grenades Throw  +0  Smradius 1 1 ¥2 000

Magnum
Auto

Frag = 906, Flash = Blind for 108 turns, Stun = 9065, Gas = Save vs 15,
Special Weapons Range WA  DC  Shots ROF Cost

454 Magnum Auto BOm  +0  7D6 11 2  ¥70,000
A large (30cm overall length) semiauto handcannon using & double-action
only firing mechanism. To reduce recoil and contral muzzle flip, a ported
compensator is fitted to the bamel's muzzle.

Member-l| 3m -1 BDBAP 3 2 ¥110,000
Made from a cut-down rifle action, this modular pistol fires modified
7.63mm hunting rifle amma. A powerful, bulky pistal, it can be

broken into action, grip, and magazine for concealmeant.

“Earth Shaker” B0m +1 9DBAP 3 1 ¥145,000
An enormous single-action, break-open revolver with only three cham-
bers—but each shot is a 7em-long, .60-caliber armar-piercing shell.

Pistol Grenade 80m -2 Smradius 1 1 ¥3,000
Any pistol can be modified to fire these snap-on grenades; HEAT = 1.5k,
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Dutside of all the cool mecha and flashy vehi-
cles, your Bubblegum Crisis character will prob-
ably need a few other things—you know, an

apartment, some CDs, and maybe a toothbrush...
CLOTHES & STYLE (per outfit)......... ¥
Straet Punk. . ... ovveiie e 5,000
Caga): ot e i s s ssas e 10,000
BusinassWear. . ........ocoveeunn 25,000
High Fashion: =z s sansasinaniie 50,000
ARMOR (whole body outfits)

P10 Armored Clothes ... ...

PD15 Mecha Pilot Combat Suit ... ...

PD20 Riot Armor, ... ..o

PD25 Milspec Flak Armor. ... ... ...

PO5 Biker Leathers. .. ooovvvevennean
{1 e I A 1 ST
Cutting Tomhyics e mes im0
Mechanics Tools ......ocoviinn
Breaking & Entering Toals ..........
Electronics Tools ... ... -...cuius :
Protective Goggles. . .............. , 2,000
Flashlight (makes a nice club, tog). . . .. 1,000
Tech Diagnostic Scanner .. ......... 60,000
s BB oo it st 3,000
Diving Gear (1 hour). . ............. 15,000
PERSONAL ELECTRONICS ............ ¥
87 |- LT I e 10,000
Datadiscs (boxof 10) .. ............. 1,000
Electronic Compass . ....o.oovvese.on 5,000
Audio Recorder ..o oo e i, 5,000

Digital Camera. . ... ..o awiian 15,000

YEQUIPNEHTM

CameBRIRE s i st 40,000
Audio/Video Player . s 29000
Walkman...._...................?.EUE}
Elactie Guitar ., ., ... oooaoid iy, 30,000
Electronic Keyboard . . ... ..... ... . 60,000
[Ty e 1o PO RN AL 100,000
Amplfier .. .ooovmmvor vt e 75,000
DATASYSTEMS. .....cvvuriinamsins ¥

Pocket Computer (POW 1-2).. ... ... .5
Laptop Computer (POW 3-4. .. ... 50,000
Desktop Waorkstation (POW 5-6). . . .. 500,000

Mainframe (POW7-8)........... 5,000,000
Supercomputer (POW 3-10. . . . . . 50,000,000
Atificial Intelligence (POW 114}, . . 500,000,000+
COMMUNICATIONS ................ ¥
Micro-Headset Radio .. .. .......... 10,000
Walkis-Talkia. ...mm ook v scen -5 - - BOM
COlPRGIE. . .5 <y 5 b s S it l[l ooo
Pager Watch .. ... b pents. oo 200 3,500
SURVEILLANCE . ......cocvnvevananns ¥
Electronic Binoculars (32x Mag). . . . .. 20,000
Lowlight Goggles. ................ 30,000
Movement Sensor ... ...ooeenenans 4,000
CommlineTap .....covvvivanieny 20,000
Tracking Device orBug. . ............ 2500

Audio/NVideo Rental. . . ... ..ovain 300
Live Concert/Sparts Event . .. ... 2,000-5,000
FastFoodMeal. .. .....oooeoiiaiannn 400
Bar Drink™. . ..ot nr e . 300
Restaurant Meal® .. ... ... ..., 1,500
*Multiply by level of restaurant or bar:
T T R T o 1% cost
T 1 T PP . o -1 .
Excallent .. 4x cost
BECIRITY .. ..ovvocviviiididtng s s ¥
Key Lock .................2,000 per level
CRrLack,.. . 25" . oe i 10,000 per level
Voice Lock . ... ..., 20,000 per level
Cardlock Decryptor. ..., oae 50,000
Voicslock Decryptor . . ... oovev oo - 100,000
Voice Scrambler. ... ...oveeiaeaaay 20,000

Jamming Transmitter. . ............ 50,000
Palmprint Scanner . .. ............. 50,000
Hendiis s ek e i e 5,000
Disguised, mini spy gear . . .. . 2x normal cost
SPACEGEAR ..........cccvvvvnvnvines ¥
SkinSuit {Thour). ... oo ovi e 100,000
Space Suit (B hours). .. ...........300,000
Space Armor (5 hours, PDZ5] . .. . .. 500,000
Suit Patch Kit (10 patches). . _........ 2,000
ThrusterAod MA Y. .. ..o oo i 10,000
EVA Pack (MA 4} _......... d g 100,000
MEEBIBAL ... .iciniisimamin vaniniis cns ¥
First A Kit .. o oss DR 1,000
Medisab¥it . e T 10,000
Surgical Kit ..................... 20,000
Medical Diagnostic Scanner .,...... 30,000
Cryogenics Tank . ............-. 1,080,000
B [Ty o 1t R B NI = 20,000
Day in/HOBRItEL: . .onal . cwsspnn i 3 30,000
Day in Intensive Care. . .. ......... 100,000
Cybernetic Organ Aeplacement . . ... 500,000
Cybernetic Limb Replacement. ..., 1,000,000
DRUGS (per10doses)................ ¥
Sleepdrug {8 hours guaranteed) . ....... 500
12 hour Stimulant ... .......... o 1,000
Poimkiiiars pEll_ ol bovlis, Segh Ul = 5 1,000
AntiBiotic, AW, snes® snoguaVE 182500
FURNISHINGS ..............ccoiets ¥
Nyltin Cafrylag ..., Cra i iaii 500
e eI s 2,000
By, o T e AR 8,000
Furniture . . . ... .. ... 5,000-20,000 per piece
Cleaning Mini-Boomer . .. ......... 100,000
Home Voice-Control System. . ... ... 10,000
5 v o heeikoctts ) il il 0 ¥
Cell Phone Service , ......... 10,000/month
Standard Phone Sarvice , . ..... 3,000/manth
Magley Train Ticket. . . .. cooconvnranns 100
Tl . i s iy i v e e 000 PEF AN
Groceries. .. . c... i 20,000-60,000/month
Litititias B | ey 5,000/month
Cabla P Moo 2.500/manth
HOUBINGE . . . L. peimin s visrnns s ¥
Sleep Coffin . .............2,000 per night
Hotel Room. .. .. ......... 10,000 per night
Apartment™ . . ... 20,000 per room/per month
*Multiply base cost by location:
Slum, such as Timex City. ... ... ... 1x cost
Modest, such as Yokohama. ........ 2x cost
Downtown MegaTokyo .. ... ...... dx cost
Uptown, such as District 3, . ... ... Bix cost

i



“BIG CITYT”
—Priss & the Replicanis, Konya Wa Hurricane, Hurricane Live 2032

to become the beacon of progress and wealth in a

confused and declining world. But everything isn't as
prosperous as it looks in the newsvids; MegaTokyo is suffer-
ing from many of the same traumas that have rocked the rest
of the world, such as technoshock, corporate manipulation,
and civil unrest. It has also become the center of the battle
between Genom and the Knight Sabers—between the forces
of technological oppression and technological freedom. This
saction gives an overview of Japan and MegaTokyo in 2033,
providing an example of the new cities of this century.

Yookoso. Welcome.

VIRPRN St nsaa izt i nnnng
Factoids: Pepulation: 145,000,000, 85% urban
Government Parliamentary democracy, led by the
Emperor (figurehead), Prime Minister,
and Diet (Parliament).
Life Expectancy: 70.2 male; 79.1 female.
Mippon (Japanese for Japan) has achieved preeminent economic status in
the world, having one of the most productive and stable systems in the
new age. Japan has shouldered this mantle gladly, but with this new-
found status come many burdens as well, including becoming the largest
target for terrorism and corporate intrigue. Trying to avoid the "superpow-
er trap” of the U.5. and USSR, Japan has chosen to use its cultural and
economic influence as its primary extensions of power. The MegaTokyo-
Mikkei Stock Exchange is the foremost in the world, and its trends and
movements set the course for the others. The Japan Self-Defense Force
has remained relatively small, and Japan has thrown its weight behind
the U.N. and the USSD {and the lower status Neo-NATO) as the military
means of maintaining international order.

As stated earlier, Japan is alsa the planet’s most technologically
advanced nation, with a huge domestic market consuming electronics,
cybemetics, and Boomers at a phenomenal rate. The residents seem to
have embraced cansumer culture with a vengeance, and the megacorpa-
rations are happy 1o oblige them. Genom probably chose Japan as its HO
simply to be close to its biggest market,

MagaTnkvn: The city that has risen from its own ashes

Japan is currently a land where the new mixes brazenly with the old:
hi-tech zaibatsu take on the aspects of royal blood, ancient family clans
and new Yakuza engage in clandestine struggles, shamanistic Shinto tra-
ditions endure, and the Emperor still sits upon the throne. But this variety
now offers to disrupt the fabric of the nation, Until the 20th century, Japan
was racially and culturally very homogeneous, a pseudo-feudal society
with everyone knowing his place and sticking to it. Japan has never had a
popular revolution as in America and the USSR; any “peasant” revolutions
were detected and defused long before they erupted.

With the influx of gaijin (foreigners) and the shrinking of the global
village, however, this is changing. There are now countless gaijin in
Japan—few of whom speak Japanese, and most of whom are from very
different cultures. They don't think in the Japanese [feudalistic) way, and
their influence has broken down many traditional modes, even for the
nalive population. Aespect for authority and tradition is waning as the
“new Japanese” look to redefine their place in the scheme of things.
Confusion and unrest now threaten to change Japan from the ground up.
MegaTokyo, Japan's capital and corporate showcase, may well be the
flashpoint for this new "evolution.”

WMEGRTOKYO HISTORY |

Tokyo has only been Japan's capital since the time of the Meiji restoration
of the Emperor in the 1800s. Since becoming the capital, Tokyo has gone
through many incamations, growing and dying in a slow pattern that has
included many natural and man-made disasters. First came the Great
Kanto (Eastern Japan) Earthguake in 1922, which leveled the city. Next
came the 1945 Allied firebombing of Tokyo which, again, leveled the city,
In the 1980', the "bubble sconomy” spawned a plague of jiage—arson
and other real estate-related crimes—uwhich threw the city into chaos.
Each time, the shocks to Tokyo's system came on bigger and stronger. A
60% probability was calculated that a guake greater than 5.0 on the
Richter Scale would strike Tokyo by 2004, and it was estimated that it
wiould take six years to recover from a guake like that of 1922, Both esti-
mates Were wrong.

In 2025, the Second Great Kanto Earthquake, measuring B.0 on the
Richter Scale, rocked the nation of Japan and completely wrecked Tokyo.
While quake-related casualties were estimated at eighty-five thousand,
the effects of secondary collapses, riots, and fires pushed fatality figures
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over one million. When it was all over, the once-proud city had

been reduced to a wasteland with a huge fault crack 50 meters

deep now dividing it longitudinally (east-westl. Few people
beligved that Tokyo would ever regain its former glory.

WMEGRATOKYO RESURRECTED Fimmsmmsamnien

It was at this time that Genom proposed their Tokyo Redevelopment
Project. Genom assured the Japanese government that the city could be
rebuilt to such a level that it would actually surpass its past stature. This
new megalopolis would be an example to the rest of the world—il would
be the city of the future, MegaTokyo.

The desperate Japanese nation accepted Genom's proposal, and the
corporation came through—after only two years, MegaTokyo was once
again livable. However, the reconstruction continues in 2033, and it is not
expected to be finished for several more years. Meanwhile, Genom's near-
exclusive control of Tokyo's resurrection has brought the corporation
immense wealth, growth, and influence. MegaTokyo has become the com-
pany’s showease—a symbol of Genom’s capabilities.

While Genom's substantial holdings in industrial equipment, raw
materials, and real estate were instrumental in its Takyo Redevelopment
Project, the city's salvation was owed primarily to Genom's patented
rohotic workers: the Boomers. Thanks to the success of its Boomers,
Genom gained an effective monopoly over the economy of this mecca for
technalogy and intemnational culture—in taking contral of this vital strate-
gic base, Genom overcame its position as a mere corporation and
relaunched itself as one of the greatest powers in the world,

In 2033 the people of Tokyo work for, are providad for, and are sup-
ported by a single, powerful entity: Genom. MegaTokyn is Genom's city, and
its citizens have become parts of the greatest capitalist engine ever known.

YMEGRATOKYO NOW

Factoids: Pepulation: 45,000,000 plus 22 million daily commuters
Area: 5872 sq. km including new bay extensions
Climate: Mild winters with very hot summers due to
“heat island” effect from buildings.
The capital of Japan, MegaTokyo is located on the Pacific coast of the
middie of Honshu. As a first-class technological city, MegaTokyo is
responsible for the future of Japan, serving as the center of the nation's
culture, industry, and information transactions as well as being the center
for Japan's space development efforts. However, MegaTokyo is also an
overpopulated city hindered by excessive industrialization and immense
population growth,

Modern cities are often compared to gigantic organisms, their resi-
dents acting much like cells, the agencies and companies functioning as
argans, If this is true, then modern MegaTokyo has tumed into a gigantic
cyborg; the countless machines, computers and Boomers are the City's
implanted mechanisms ... and MegaTokyo is showing signs of rejection. The
symptoms include a shortage of land, overpopulation, pessimism, increases
in divorce, suicide, and violent crime, drug trafficking, terrorism, & corrupt
government, and an ever-growing gap between the rich and the paor.

This is the heart of the matter—MegaTokyo has become a city of
stark contrasts. While it is a castle for the rich and powerful, it is also
pockmarked by slums and ghettos; due to its rapid reconstruction, Tokya's
old and new have been scrambled together haphazardly. The result is a
gity that is contradictory in nature. For example, most of the buildings
prected in 2002 as part of Tokyo's Technologically Integrated Economic
City project are now being demolished because their shoddy construction

allowed the quake to render them hazardous. Even the famous cluster of
skyscrapers in Tokyo's Shinjuku district, once a landmark internationally
symbalizing all of Tokyo, was partially destroyed by the quake and is now
run-down tenements used to house small businesses and squatters.

By contrast, the concrete and glass skyscrapers erected after the
quake are energy-efficient, intelligant buildings, with computerized light-
ing. climate control, and security systems, back-up solar power, and the
latest in office automation and telecommunications systems. However,
while Genom has buill countless shining examples of modem architec-
ture, the incomplete reconstruction has left blighted holes in this urban
landscape: Condemned buildings and abandoned subway tunnels are
commonly inhabited by people disenfranchised by the Second Kanto
Quake. Some of these pseudo-vagrants are evicted Tokyo natives (many of
whom who could not afford Genom’s new cost of living), while others are
laid-off foreign workers (who rapidly found themselves replaced by
Boomers and abandoned to the streets).

YLIVING IN MEGRTOKYO S

Despite its premier standing economically and technically, Japan's stan-
dard of living has suffered, with poverty and class disparity steadily ris-
ing. Social problems have led to more crime, and overpopulation has only
aggravated the situation. Since the 2000s, gaijin have been pouring in;
with this growth in MegaTokyo's population, the city is constantly busy,
cramped, and under stress, Genom has contributed to this situation—to
manage and oversee their Boomers™ reconstruction efforts, the corpora-
tion brought in countless foreign workers and specialists, many of whom
stayed in Megalokyo, tuming the city’s population into a true intema-
tional melting pot of Japanese, Korean, European, and American. The
few Japanese natives of MegaTokyo now harbor a certain amount of sup-
pressed resentment at the “co-opting” of their city by these gaijin. Of
course, no-one was heard complaining back in 2025 when they were
eternally grateful for the aid.

Genom has shaped the face of the people in other ways as well. As
Genom has redirected the traditional Japanese willingness to commit to an
authority structure to its own interests, it is abusing the populace’s sense
of duty and honor. The employees are giving loyalty to @ corporation which
does not feel any obligation back. Genom will push its emplayees to their
limits and beyond “in the name of the nation’s reconstruction”, when it is
really just for the profit of Genom. The everpresent threat of replacement
by Boomer labor looms large over the blue-collar workers. Intemal compe-
tition is greater as well, putting even the most |oyal salaryman in jeopardy.
Previously, middle- and upper-level executives had some measure of secu-
rity, as their tenure was greatly respected. No mare; now it's dog eat dog,
with intrigue at every desk.

This is creating a pressure-cooker of a city which is showing the strain.
People tend to react in one of three ways: They may become mindless
drones, working like Boomers themselves. They may just totally lose it,
going psycho and dropping out altogether (sometimes with messy side
effects). Lastly, they can rebel against the system {in this case, Genom,
often in & violent manner. This last is the favored tactic of the young, and
their dissatisfaction is slowly brewing in the streets and subways of the city.

Nonetheless, the citizens of MegaTokyo try 1o hold to a few of the
old ways. The festivals of Bon and New Year still send millions to the
countryside or parks to celebrate. The Cherry Blossom Viewing (about
early-April in MegaTokyo) is a massive celebration throughout the city as
the people acknowledge the passage of nature and life. Families are still
valued, and people can still be decent to each other—sometimes that's
all they really have.
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MegaTokyo is @ patchwork city, and how you experience it depends
on'where you are. If you get an apartment in one of the new, Genom-built
structuras, you'll have a clean, well designed abode with all the modem
ifuture?) amenities, including a built-in computer system linked to the
building’s mainframe, air filtration and recycling, climate control, and on-
line access—along with a fairly high rent. On the other hand, if you're in
Timex City in the old fault zone, you'll probably have to be satisfied with
a barely refurbished comer of an abandoned warehouse or a broken-
down trailer. Even here, technology will be available; many of the Timex
City dwellers have installed their own fiber-optic lines and microwave
transmitters and set up small shops selling recycled and refurbished tech.
Just because you're in the boondacks doesn’t mean you can't uplink your
system to the satet.

Likewise, shopping is characterized by district. In the rebuilt areas,
attractive malls showcase a broad variety of sleek consumer goods. In
the older neighborhoods, there are "shopping streets”, rather like open-
air malls, where you can buy more hand-made and recycled (i.e., sal-
vaged| items for a lot less than you might pay in the malls. Be careful:
Some of the older districts can be quite dangerous, with gangs looking to
shake down unwary tourists and citizens. While the police patrol regu-
larly, the myriad alleys and old ruins make covering many of these areas
problematic at best.

One thing that is consistant throughout MegaTokyo is the apparent
lack of space. MegaTokyo is severely overcrowded, and even a premium
apartment will be small by Western standards. While the Genom recon-
structions are built more to Westem proportions than the older buildings,
even here, economy of space is obvious, and city dwellers know how to
make due with a limited living area.

WTRANSPORTRTION SR

Like the rest of Japan, MegaTokyo has an excellent superconductive rail-
way network which runs throughout the city and its suburbs (this maglev
system was set up in 2017). Although often severely crowded (in the peak
periods of the moming, they run at 300%-400% capacity), the trains are
reasonably safe—any commuter hour wig-outs are “contained” by the
normal police. Furthermaore, maglev bullet-train lines connect MegaTokyo
to other cities throughout mainland Japan. However, when the maglevs
were installed, numerous subway tunnels were simply sealed off; these
abandoned subway tunnels have been ignored, becoming home to dere-
licts and many shady types.

Bus routes run as well, but they must use MegaTokyo's surface
streets, which are inconsistent at best. The new elevated freeways built by
Genom are large, convenient, and fast, but old Tokyo roads are narmow and
ill-planned. On the whole, however, MegaTokyo's freeways are fairly navi-
gable—all roads are now named and/or numbered (unlike in old Tokyo) and
have fairly light traffic. MegaTokyo's relatively clear strests (when com-

pared to old Tokyo) are due to the fact that the city was rebuilt ggg

with the modem preponderance of automobiles in mind. An
understanding of current motar trends and advanced computer mod-

els allowed Genom to plan MegaTokya's road system to handle the city's
traffic volume efficiently. Hence, MegaTokyo's streets only clog with traffic
jams during the peak points of rush hour. Furthermare, more stringent
requirements for a driver's license and tougher emissions standards have
made cars a less practical option than public transit,

While private cars are less common than in 20th-century Tokyo,
motorcycles are everywhere. Because they use less fuel, cause less pollu-
tion, and take up less room, ‘bikes have not suffered the same legislation
as automobiles. In MegaTokyo, bikers on their Suzukis, Kawasakis, and
Genoms can be constantly seen tearing along the dotted lines of
MegaTokyo's roadways. Several biker gangs, or bosozoku, roam the city
roads, looking 1o terrorize hapless citizans.

Aircraft are also actively utilized, but they are under many mare
restrictions than cars, so only police, government, and corporate-owned
vehicles fly over MegaTokyo. Police patrols, transporters, and advertising
blimps omament the night sky with their navigation blinkers and spotlights.
To support the myriad of helicopters, aerodynes, and tiltrators, many of the
taller buildings in MegaTokyo have landing pads on their roofs.

MegaTokyn's harbor sees a good amount of seafaring traffic, although
the bulk of Tokyo-bound shipping vessels dock in Yokohama, However,
Tokyo Bay is home to MegaTokya's primary airport on a new man-made
istand, supporting supersonic airliners and orbital shuttle services. It han-
dles regularty scheduled flights of everything from private prop planes to
suborbital jets for intercontinental trips, as well as flights to low earth
orbit 10 expedite the massive support the Space Colonization Project
receives from MegaTokyo-based businesses. In case of an emergency,
MegaTokyo's bigwigs can escape the city via special shuttles kept ready at
the Space Port (not that this fact is advertised ...}, The secondary airport
is at Narita, inconveniently located 100 miles outside of the city, connect-
ed by an oft-jammed highway (maglev mass transit or helicopters offer
gasier access).

VPOWER TO THE PEOPLE TN

The depletion of energy resources has become a major problem in the 21st
century. While almost all automobiles are powered by Gasochol or
rechargeable batteries, large cities like MegaTokyo require more radical
solutions to their energy demands. For example, 396 kilometers of Chiba
prefecture have been turned into a gigantic tidal power station, using the
mation of Tokyo Bay's waves to power the eastern extension of the city.
However, solar power is MegaTokyo's main source of energy; highly effi-
cient, plastic-coated photovoltaic collectors have replaced the vacuum
tube-type models of old, so 80% of the electrical power for metropolitan
MegaTokyn and its surrounding industrial areas is supplied by the world's
largest solar power stations, located at Musashino City and Yokosugaoki.
In addition, the cityscape of MegaTokyo is punctuated by arrays of hexag-
onal solar panals omamenting almast every raoftop in town, awaiting the
sun's first rays and the start of another day.

MegaTokyo also has an emergency backup generator: a gigantic
experimental fusion reactor which could provide enough power for the
entire megalopolis if the solar power stations fail, The reactor can also be
shut down if necessary (afthough the procedure takes three hours), but that
should never be necessary; it's protected by a four-layer defensive wall of
specially reinforced concrete and steel which is capable of withstanding a
major earthguake or a direct nuclear bomb blast, and i= buried deep
beneath Tokyo Bay.
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WTHE BRY Hiisisaasi it

Due to Tokyo's chronic shortage of land, there have been sev-

eral proposals to seal off and drain Tokyo Bay, thereby reclaiming

an area which could mare than double Tokyo's size. However, prohibitive

costs and engineenng difficulties rendered these "Babylon Projects”

improbable even befare the Second Kanto Quake guaranteed their impas-

sibility; thanks to damage from the quake, vast areas of the northem bay

coast (between downtown and the Chiba area) are completely flooded.

These coastal neighborhoods, which surround the islandlike Genom

Development Complex (#29 on the mapl. all stand in one story of water
and necessitate the use of boats in arder to gat around.

Instead of sealing off the bay, JAPIC {the JApanese Projects Industrial
Council] proposed the construction, over the bay's waters, of several seif-
sufficient mini-cities. These platforms would answer MegaTokyo's prob-
lems of overpopulation, industrial expansion, information density, tangled
communications, and need for air transpaort and transit. Standing on com-
puter-controlled unstable legs (like those of an oil rig), these platforms
would each cover approximately 30 square kilometers and weigh 14.4 mil-
lion tons. Budgeted at about ¥5 trillion, construction of several major plat-
forms began in the 90's—the Tokyo Bay Cosmopolis, Aqua City, and the
MagaTukyn Spaceport were to house new airports, satellite relay facili-
ties, monorail stations, solar power plants, production facilities, mineral
extraction facilities, pollution maintenance centers, even farms and pas-
tures, Some were finished, like the MegaTokyo Space Fort and Genom’s
Development Caomplex. However, the Ouake rendered many of the incom-
plete platforms unstable, and Aqua City and athers now stand abandoned.
Still, there are about forty waterfront projects either proposed or under
construction for the area around Tokyo Bay. It has been projected that with-
in twenty years all of Tokyo Bay will be covered by these "aqua cities.”

WPOLITICS AND SERVICES EEmmmumisaiiiiiis

Politically speaking, MegaTokyo is supposed to be democratically gov-
emed, with registered voters selecting the Executive Council. However,
rumors abound that members of
the Executive Council get their
positions only through Genom's
support. MegaTokyo is also the
natianal capital, and as such the
Diet’s offices are located in the
city. Although they have little to
do with the day-to-day running of
the city, the Diet and the Council
often butt heads; despite the fact
that MegaTokyo is an indepen-
dent temitory (like Canberra or
Washington, D). C.), its huge tax
base (ak.a. Genom) is the envy of
the nation and thus a constant
point of contention.

As a self-contained and self-
sustaining megalopolis, Mega-
Tokyo has extensive public ser-
vices which support the city’s day-
to-day functioning. One of the
most visible presences in the
megalopolis is the police, which
includes the normal police [who
handle civilian crime, traffic, and

White Border definas
MegaTokyo Cily Limits

highway patrol) and the infamous Advanced Police (who perform SWWAT
duty, anti-temorist activity, and Boomer crime control). MegaTokyo also has
a well equippad fire department (which includes a special disasters ser-
vice), sanitation service, and public works department.

There are several hospitals throughout the city, and they are capable
of providing excellent, state-of-the-art care, but any visitors to MegaTokyo
are expected to have their own health insurance. Long-term visitors are
expected to pay for govemment-provided health insurance just like the
rest of MegaTokyo's citizens.

As the information center of Japan, MegaTokyo specializes in adver-
tising, information services, software, news services, and publishing.
Residents of MegaTokyo have access to a variety of private online ser-
vices such as weather and news reports, libraries, and general informa-
tion. All are available for a small fee through the public information net-
work, as are fax-newspapers (which include the Daytime Times, GPP
Express, WWO Express, Keizai VPE, 16 Tokyo Day Times, Tokyo Tushin
Shinbun, Tokya D.T. Times, Fdge HiExpress, Yomisute Shinbun, Nerima
Minpow, Nice Day Times, NNO News, Sinto Shinbun, Macceng Offtimes,
and Tokaido News PON.). All of MegaTokyo's public-access databases
and private online services are centered at the Megalokyo Central
Databank Building, which is located in Tinsel City {the 3rd District).

VMEGRATOKYO MRP s

MegaTokyo is divided into 16 districts (rather than the 23 of its premillen-
nium incarnation), and each district serves as either an Industry Zone (such
as Yokohama or Kawasakil, an Academy Zone (like Setagaya), or a dense-
ly populated Residential Zone (such as Ota). You are likely to be able to
find anything from souvenirs to designer drugs to computerized appliances
to sexy domestic Boomers in MegaTokyo, and while there’s no "one-stap
shopping,” almost everything you want is available somewhere in District
Three [Tinsel City). This map is intentionally vague since it's impossible to
create a street by street map of MegaTokyo; the city is in a state of con-
stant flux, and any feature placed today may be gone tomorrow,
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VMAP LOCRTIONS s
1. TINSEL CITY: District 3 encom-
passes all of downtown MegaTokyo—
it’s the busiest region in the entire city.
It has been exploited and overdevel-
B oped so much that it is now a jumble
8l of massive corporate skyscrapers, lux-
§ urious hatels, run-down government-
furnished apartments, and lowly busi-
nesses (particularly near the shore). Surface traffic is heavier hera than
anywhere else in MegaTokyo and overcrowding is a constant problem,
since countless people have gravitated here to seek thrills or make their
fortune. This area is home to such notable buildings as Genom Tower,
the AD Police Headquarters and Tinsel City Bank. In their midst also
stands the Sun Tower Hotel, across the street from which is the Central
Databank Building, a high-tech communications and information base
which is operated by Genom staff. It houses MegaTokyo's telecommuni-
cations center, gathers domestic and international information via satel-
lite, and its supercomputers constantly gather and compile industry-
related information, keeping Japan up to dats with international data
trends and economic fluctuations.

Tinsel City includes many areas which are known for their special-
ty services. The most famous of these areas is Akihabara, which is
famous the world over for its jungle of neon signs and laser ads. Here
you can find standard (non-cutting edge) electronics for 20% ta 70% off,
as well as electronic components and parts, computers, virtual reality
systems, software, and cybernetics. If you look around at some of the
indie dealers, you can even find custom work and assorted newtech.

Also famous is the Shinjuku area, a famous Yakuza stronghold in
MegaTokyo; many black-market goods can be found here, such as used
cybernetics, software, and cheap weapons, Numerous Yakuza families
share Shinjuku territory; the boundaries aren't in blocks, but rather build-
ing by building, room by room. Sometimes you'll see buildings with the
nawabari (sign} of several different clans at once, but actually this area
is pretty safe, as the clans don't fight for fear of hurting business. People
of any nationality can be found in Shinjuku, dealing or working at
Yakuea-owned bars and nightclubs,

Other notable Tinsel City areas include Kanda, a heavy Academy
Zone with hordes of university students about. Books (new and used,
foreign publications, sports equipment, and musical instruments can be
found here, especially at the Jinbocho Crossing. In Uena, the area is full
of surplus military goods, forged IDs, and food and drinks at 10%-50%
off (at night, you can find synthetic sushi at 90% off]! Finally, beneath
almost all of District 3 runs Paradise Loop, a subway line that was shut
down over ten years ago after the Maglev trains replaced it; for some
reason the power remained on, and to this day, several trains still run.
The line has became a lawless underground no-man's land, rife with
prostitution and drugs.

2. GENOM TOWER: This temple-like
headquarters, an arcology 1000
meters tall, symbolizes Ganom well,
oppressing all other buildings in the
Shinjuku area of District 3. Eight years
@ have passed since its construction
'] began, and still it continues to reach
for the heavens like a modern-day
Tower of Babel. Genom erected this virtual fortress upon land bought
from unsuspecting homeowners and the sites of quake-wracked build-

ings, and the resemblance to Japan's national symbal, Mount g
Fuji, 1s undoubtedly no accident. See pages 91-92 for more
information on Genom Tower,

3. ADP HEADQUARTERS: The AD
Police building housss some of the
best law enforcement officers and
support staff in the region, The build-
ing is built on what was originally a
4 park and public hall, and occupies the
== antira city block. Three subway lines
= run directly beneath it, and its nearby
nmghbnrs include the Diet Emh:hng and the majestic Imperial Palace and
its surrounding gardens to the northwest. Security is tight, ensuring
safaty for the ADP and thus for the populace (supposadlyl. See pages
120-121 for more |ﬂfnrmatu:|n on ADP HOL

4, LADYS633 FASHION. BUILDING:
This combined office and residential
complex is owned by Sylia Stingray.
The building has seven floors, not
including the penthouse level and the
garage, and is a popular shopping can-
ter thanks to the variety of stores

located in it. Besides a cafe on the

second floar, Sylia's SI”(‘,f DnII lingerie shop shares the ground floor of
the building with Holidays fashion boutique and others, Floors 3-7 are
office spaces, and at the penthouse level, Sylia and Mackie Stingray live
in a suite overlooking the city. The rooftop even has an artificial lawn
and a pool. Though the lingerie shop is quite successful, Sylia mainly
uses the business as a front and meeting place for the Knight Sabers—
the columnar section at the corner of the building is even planned to be
reconstructed into a launch facility for aircraft. §

5. HOT LEGS: This live house is like
many other nightclubs of its kind: a
small dance club in the darkness of a
back alley. Occupying a basement,
stairs lead down into the ground
before the entrance and a rickety fire-
escape to the left of the stairs serves
the upper level’s terrace. The club has

has three main areas: the bar, the dance floor and stage, and the upper
level terrace. Known throughout the underground as one of the hottest
nightspots, Hot Legs attracts clientels from all walks of life who mingle
as one party-loving crowd, and is the informal home to Priss and the
Replicants.

6. COASTAL HIGHWAY: The Coastal
Highway is the main thoroughfare that
surrounds Tokyo Bay. This elevated
bilavel road travels southwest to
northeast all the way into the heart of
B MepaTokyo while also providing the
2 only safe way into the Fault region
Wl (through small off-ramps).

T AEUA CITY: The Ministry of International Trade and Industry
pushed the Ocean City Communications Project as the symbol of the
21st century. Agua City was planned to house commercial, industrial,
cultural, research, and other facilities, including several government
ministries and even a new Diet Building, but its big selling point was
as the nerve center for a network linking onshore and offshora busi-
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nesses and telecommuni- |
cations satellites. Con- k
struction of this artificial ==
island over Tokyo Bay was slated for
completion in 2029, but was sus- [H
pended when the Znd Great Kanto [l —
Quake struck. It has stood vacant 67
and decaying since 2025, and was &= =
effectively destroyed by the Knight Sabers’ confrontation with Cynthia
and Frederick in 2032

=] 8. PRISS’ TRAILER: Located in Ota
are several artificial peninsulas that
3 extend into the bay. Here, Priss has
4 made her home from an abandoned RV
much like many of MegaTokyo's tran-
g sients and disenfranchised. The
decrapit ex-vehicle is spray-painted

Wl with “Priss and the Replicants” and
Priss' motorcycle-of-the-week can often be seen nearby. Priss has fur-
nished the trailer and {somehow| gotten electricity and running water,
and the sliding door in the back provides easy access as well as a means
of escape.

9. FAULT EDGE AND CENTRAL
COASTAL HIGHWAY: The Znd Kanto
A Quake opened this huge crack in the
1 earth, which runs from the bay all the
8] way west to the outer edge of the city.
iial All that's left of the roads that used to
A cross this spot are broken bits of con-

| crete and cabling hanging loosely over

the faultf; edge. a sheer 50m cliff. However, the new Coastal Highway
continues down from Tinsel City toward this Fault region, with exit
ramps leading inside the fault. This deep canyon is populated mainly by
factories and dump sites, although the shadowy “Outer District” is also
located near here.

10. TIMEX CITY AND RAVEN'S
GARAGE: Dasp in the the Fault region
lies a populated area called Timex
City—the only safe way to get here is
by taking the Coastal Highway and
then using one of the exits. In Timex
City are factory after factory, and
snuggled in between them is the
plain-looking Raven's Garage. Numerous repairs an the Motorslaves and
Priss' motorcycles have taken place here—Mackie can often be found
here modifying bikes—and the Knight Sabers maintain a training and
exercise facility here as well. If you need any special mechanical work
done, come and see Dr. Raven. He's the best there is, as is evident from
the numerous awards and plaques around the place.

On the outskirts of Timex City is the Outer District, an area forgot
ten by the Tokyo Redevelopmenl Project despite the fact that il's just
adjacent to central downtown MegaTokyo. Police dan't come here, s
the area is full of prostitutes, unlicensed clinics, cults, and other flashy
streat-trash. A huge electrical generator supports this area, where no
weeds grow due to the toxic substances in the ground. Because this
subcity fs on the bottom of a deep crack in the earth, there are only six
hours of daylight here ... but at night, the Outer District bustles with an
almost frantic enargy.

FAULT: Located inside the Fault
regian near Kawasaki City, this dump-
ing ground holds everything from
wrecked cars and TVs to dead pets
and trash. This was the site of the
Knight Sabers’ first encounter with a
BU-55C, and was also where Sylvie
faught two BU-55Cs and the Knight Sabers in the 0.0. The wreckage of
these battles still remains, and considering the other junk and debris
scattered about, one rmght be able to find almost anything here.

12. GENOM DEVELOPMENT
CENTER: This tall structure is used
by Genom for Boomer development
d and research. Genom Enterprises has
isolated this builging from the rest of
tha city by placing it in the middle of a
large network of park lawns (con-
stantly monitored by rotating triple-
camera arrays) Security is extremely tight inside and outside, and
strong walls and fences protect the building. Interior bulkheads made of
blastproof ceramics protect the research laboratories; what's more,
important staff have remote controls for protective electrified gates. The
new Boomer co-developed by G&B was built here, and numerous other
Boomer projects are going on as well.

13. ST. REGIS HOTEL: Situated in
the heart of Tinsel City, this hotel is
one of the most expensive and classi-
est in all of MegaTokyo. Privacy and
first-rate service are its selling points:
The windows have built-in light filters
| which keep the sun {as well as prying
eyes) out and the concierge will be
happy to provide anything, including the occasional prostitute. It's been
said that a cup of coffee in the main restaurant costs more than the
weekly paycheck of a city worker.

14, EBISU BUILDING: Originally a
shrine to the god of wealth, this site
4 was purchased by Genom and tumed
into & laboratory and manufactory for
one of its many subsidiary corpora-
tions. Dr. Miriam used this company's
resources to construct his own
Combat Boomers in an attempt to
destroy the nght Sabers. Located in the Kabuto area, Ebisu is neigh-
borad by a myriad of lesser corporations, warehouses, and relatively
small. exclusive financial institutions including the Glory Bank and the
Cybernetics Bank of Tokyo

15. LEON'S APARTMENT: Chief AD
& Folice Inspector McNichol lives here,
Mol i 3 studio apartment with a fine view
of the bay to the south. While the
| average AD Police officer could never

"§ afford one of these units, which are
- spacious and well kept, Leon’s high
rank brings a higher salary—Daley
often comes over to Leon’s place to crash since it's much nicer than his
own pad.

11. GARBAGE DUMP INSIDE THE *

-t




P 16. LINNA'S APARTMENT: Small but

§ cozy, this is a typical apartment with a
g full kitchen—reasonably affordable
| for someone with a steady job. Similar
apartments can be found all over the
city, and units with a view of the city
and/or the bay are more papular (and
thus pricier). Such apartments are a
common choice for commuters, since there is usually a maglev station
nearby.

17. TINSEL CITY BANK: An immea-
surable amount of money is trans-
ferred into and out of this chief finan-
cial stronghold of Megalokyo each
day. Located in the heart of the finan-
cial district of Tinsel City, this was
where the Knight Sabers faced off
against Largo’s HyperBoomers.
1. BIG EGG Il STADIUM:
Constructed after the first Tokyo dome
was destroyed by the earthquake, the
new Tokyo dome is one of the largest
arenas in the world. It is regularly
used for sporting events and huge
music performances, bath daytime and
night. The maost recent major show
was the retum Df Vision after her one-year hiatus.
n 19. FITNESS BEE: This is one of the
| many exercise gyms, complete with
weights, treadmills, and the like,
which are scattered all across the city.
* | However, “Phoebe’s” happens to be
A the one where Linna works as an aer-
ohics instructor, Like any gym, it's a
good place to meet people.
20. HOTEL (STILL UNDER CON-
i STRUCTION): This hotel complex is
mostly completed but still not open to
the public (it is expected to provide
stiff competition for the St. Regis and
Sun Tower Hotels). The top of the
building is still a skeletal frame-
s e work—this is where Lisa Vanette pho-
tographed Neneasa nght Eaher Mearby is anather major construction
site: Geo City, a giant underground complex which is expected to estab-
lish a new trend in MegaTokyo architecture (with aboveground space
dwindling, underground seems to be the way to go). Scheduled for com
pletion in 2034, this Hyper-Intelligent Space descends 300 meters into
the ground and is but a part of the Underground Development Plan—
there will also be a military staging area and a supercomputer facility,
— 21. NENE'S APARTMENT: Mene's
8 "mansion” (as she likes to call it) is
another typically small MegaTokyo
unit, decorated with modestly priced
but relentlessly cute furnishings.
Considering her AD Police salary, this
is the best place she could be expect-
ed to afford.

22. SURVIVAL SHOT: g
Located on the roof of a

building in Shibuya, this recre-
ational enterprise is enclosed by VA
screens and furnished with small
buildings and trees. Using paintball
machineguns and other “weapons”,
i visitors can engage in stress-relieving
combat simulations. Afterward, meals are available at the restaurant
below the playing field. Kill your friends, then make them pay for din-
ner—it’s fun! The Shibuya area around Survival Shot is a popular hang-
out zone for teenagers and gangs. Like Shinjuku, almost anything can be
found here (albeit with less of a Yakuza influence), particularly black-
market goods and information. Lone-wolf marketers who don't want to
be dominated by the Yakuza come here, but inter-gang scuffles have
been known to happen...

23. CATHOLIC CHURCH: A once-holy
house now abandoned by God, this
decaying place of worship drew Largo
to it as a sanctuary away from the
eyes of Genom. The surrounding area
of Setagaya is a relatively understated
ﬁ.cadernyr Zong, populated by small
3 businesses and grade schools.
24. LOW-INCOME APARTMENTS:
Located in Ota ward is a sea of inex-
™ cnsive federal housing: since many
fl unstable and earthquake-vulnerable
buildings collapsed during the 2nd
Kanto Quake, the government funded
the rushed construction of low-income
housing like this to aid castaway fami-
lies in desperate need of shelter. The noise and air poliution from the sur-
rounding highways makes the area barely livable, and because these
apartments were built so quickly, many are falling apart—the city has
neglected the pleas of the tenants for help, instead supporting Genom’s
Technologically Integrated Economic City Project. Genom has acquired the
property rights to the land and is in the process of demolishing the apart-
ments, forcibly Pwrtlng the oecupants.
25. MEGATOKYD GENERAL
HOSPITAL: This is one of the many
SN, f hospitals in MegaTokyo, a clean, mod-
ern facility with the latest in medical
and cybemetic technologies. Many of
the patients here are mugging or acci-
dent victims, although there are alsoa
—4— large number of people who come for
elective surgery, therapy, or emergency care from the aceasional Boomer
rampage.
s,

26. J. B. GIBSON'S APARTMENT:
Before his amest; Gibson lived in one of
this no-frills apartment complex’s
super-cheap one-room apartments with
nonexistent furnishings (only a bed, a
chair, and a small table). He sank all his
racing money into renting the entire
downstairs garage and constantly used
it as a workshop to upgrade his machine of vengeance, the Griffon.
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27. WIZ LABORATORIES:

Owned by BEC (the

¥ Biotscape Corporation), this
was the lab where Dr. Stingray created
the first race of Boomers. It is now 8
vacant lot, the rubble standing as Dr.}
Stingray’s grave, sinca Wiz suffered ap=3=
massive explosion in 2025,

28. CRASH SITE: A fallen ORCA shut-
tle cut a swath through this wooded
area 40 kilometers west of Tinsel City.
Debris was once scattered everywhere,
but SOPC engineers quickly collected
every bit in order to determine the
cause of the accident. Who knows?
They might have missed something...

29. GENOM DEVELOPMENT
COMPLEX: This is an enormous artifi-
cial istand built by Genom as an iso-
lated site for the continuing evolution
of their products. It includes research
laboratories, computer banks, simula-
tion systems, numerous staff facilities,
and an extensive proving grounds for
gvaluating protatype Boomers in the 0-35 section. The estimated cost of
this city platform is about ¥700 billion, and its size actually equals that
of Aqua City. However, Genom's vested interest ensured the
Development Complex’s completion, and it ran at full capacity until it
was severely damaged by the self-destruct of Reika’s Battlemover.

Repairs and reconstruction are now proceeding swiftly.
= T 30. GENDM RESEARCH FACILITY:

g Located in the dense urban region of
Kawasaki, this is one of Genom's
many branch research facilities. This
was where the first SuperBoomer was
created. Most of this facility was
o vaporized by a blast from one of the
USSD's satellites.
31. GENOM FACTDRY AND
WAREHOUSE: Located in Kawasaki,
this is the largest Boomer storage facil-
ity in the city and also & manufacturing
~am center. Everything from simple industri-

&4 al robots to high-tech combat Boomers
are stored here; truck after truck of pre-
L el ordered boomers awaiting delivery is
meticulously inventoried. Every aspect of order and delivery is detailed
and recorded for security and insurance reasons. Security is understand-
ably tight—even its location (on the bay’s shore outside of Kawasaki] was
chosen for its protectability and distance from curious eyes,

- 32. MEGATOKYD SPACEPORT:
&1 Located on a man-made island on the
8 western fringes of Tokyo Bay (specifi-
i cally, the Kanazawa coast of
Yokohama), this is one of the largest
¥ international airports in the world. Its
B-kilnmeter runway is capable of han-
dling supersonic aircraft and shuttles,

as well as spaceplanes which transport cargo and passengers at over 27
times the speed of sound. From here, the people and businesses of
MegaTokyo are connected to SDOPC's space stations and the Moonbase,
supporting the city’s heavy industrial investment in space colonization
plans. The Spaceport’s platform is bilayered, with the top section hous-
ing the 24-hour airport while the bottom section has an international
convention center. In this large complex, one can manage a good amaunt
of smuggling; while security is incredibly tight, it’s only tight for passen-
gers—because thers are so many people and packages passing
through, they only use scanners to inspect carry-on baggage. So, if you
pack big bags with just 2 little bit of contraband, chances are good it'll
slip through,

. n 33. YOKOHAMA CITY AND
| WAREHOUSE DISTRICT:  This
i sprawling area south of central
Megalokyo is the gateway to the
Spaceport. It is littered with renowned
buildings and areas, including
Chinatown, but a good deal of land is
dedicated to warehouses and old air-
plane hangars. Many of these warehouses have been abandoned, making
it easy for people like Vision and her crew to use one of them as a hide-
out

34, YOKDHAMA'S CHINATOWN:
This colorful area encompasses a
small part of Yokohama, but its size
belies a richness of culture. There are
restaurants, antigue shops, bou-
tigues, street vendars, and other
diversions—including slums, crimi-
nals, and triad contacts. |

35. YOKOHAMA CEMETERY:
Tombstones crowd this picturesque
hillside, which is one of the few
graveyards left—most have been
destroyed and used for their valuable
land area. One of the headstones
marks the grave of lrene Chang,
Linna's friend and Vision's sister.

3. GENOM PRODUCTION
CONTROL CENTER: Located away
| from the hustle of the city, near the
¥ shores of the bay and the interchange
of the outer beltway of MegaTokyo
B and South Bayshore Drive is GPCL.
A While the actual purpose of this
; : building is research, development,
design, and manufacturing, it is also home to a dissident faction of
Genom exscutives. GPCC was all but destroyed in mid-2033 by Largo
and his arsenal of satellite weaponry, but reconstruction is under way.

37. USSD NATIONAL HQ: Secluded
putside greater MegaTokyo, the
USSD building is tightly secured.
Guardhouses located at its perimeter
are constantly manned and security
passes are needed at key points
inside. It is 35km from Tinsel City and
is accessible by bus line #16.
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“After my father died, there was a void in the Hou Bang succes-
sorship. But | didn't particularly care ... until she ... until Irene
was killed by Genom. Then | was determinsd that | would have
vengeance, first on the Chairman of Gulf & Eradley for killing my
parents, and then .. i

—Reika Chang ak.a. Vision to Linna Yamazaki, late 2033.

ell, now you have your characters, you know the
rules, and you've got lots of background on the
world. So what do you do with all this?

You create your own anime series. In this case, it’s called a cam-
paign: a series of episodes (adventures) involving the players, set in the
Bubblegum Crisis world. One of you, the Referee, will use this section to
design plots and seripts for these episodes. He can then throw the play-
ers into his plots and let the story flow from there, running the Non Player
Characters (NPCs) and presenting plot twists as they come up.

This is @ very free-form process, since the Referee never knows
exactly what the players will do with their characters, and the plot can
change at any mament as the players decide (o take unexpected actions.
Witching your players cope in innovative and imaginative ways with the
obstacles and NPCs presented to them is one of the things that makes
Referaaing so exciting. The Ref has to stay flexible, ready to shift events
in respanse to his players” actions, rather than forcing all their actions into
narrow plots. Challenging? Yes, and it's a lot of fun ton.

In this section, we give you the tools to be a great Referee: How to
chose a theme for your series (campaign), devise an overall plot, structure
an episnde (adventure), and keep your actors (the players) on track.

WGENRE STYLES s

Bubblequm Crisis merges three distinct genres into one unique whole:
Anime, cyberpunk, and comic-book superheroes were fired out of particle
accelerators, slammed into each other, and caused a chain reaction which
blew the roof off the anime video market. To understand Bubblegum
Crisis. one must understand the styles from which it was formed. ..

ANIME: Also known as “Japanimation”, this can be most easily defined as
Japanese cartoons. Still, the definition "cartoon” would seem automatical-
ly to preclude any serious gaming. Not so—anime covers the gamut from
silly children’s fare to adults-only material. Even so, all anime shares identi-
fying features: big eyes, vibrant color, exceptional quality of story and art,

and everything is done to the extreme. This is what makes anime so popu-
lar—its unigue set of assumptions which can be applied to any kind of story.

While Bubblegum Crisis merges the superhero and cyberpunk gen-

res, it operates within the parameters of anime—extreme fiction, All of
the rules are therefore based on fiction, not reality, and are designed to
simulate the kind of kinetic, over-the-top action and ideas comman in
anime, Thus they might nat work as they should in the “real world”, and
may violate the rules of technology that we know. This is done on pur-
pose; we're simulating animation here, not reality.
CYBERPUNK: This is a science-fiction subgenre pioneered by William
Gibson's novel Meuromancerand Ripley Scott's movie Blade Aunner, which
portrays the dark streets of the near future in a sort of Chandler-esque/film
noir style. Cyberpunk includes ideas like: Information is power, Computers
are cool tools: Life is full of hard choices; Urban decay is a fact of life; Style
over substance; The comporations are taking over; Attitude is everything;
Live life on the edge; Whatever you gotta do, do it yourself; Technology is
accelerating and alienating people; The lines between man and machine
are bluring; and the timeless: Mistrust authority.

In many ways, Bubblegum Crisis is very cyberpunk. However, it's col-
ored by the quirks of a dark superhero story and anime; there are flashy
mecha, supervillians, and cute girls bouncing all over the place. Still, the
genre’s unigue elements do contribute to BGCs distinctive nature.

If you're interested in exploring cyberpunk in its purer form, check out
the Cyberpunk roleplaying game by—surprise—R. Talsorian Games. Feel
free to use it as source material for the Bubblegum Crisis world outside of
MegaTukyo, It works surprisingly well! 3
SUPERHERDES: Given popularity by comic books since the 1320s, the
superhern genre presents exceptional individuals, often gifted with super-
powers, who battle evildoers and protect civilization from destruction.
Sometimes the heroes are bright and noble while others are dark and trag-
ic, but all fight against the evil they see. Come on, you've all read at least
ore: Batman®, Superman®, even the pulp classics like The Shadow®
qualify. Other features of the superhero genre include secret identities,
unrepentantly avil villains/organizations, often with superpowers them-
selves, bizarre and elaborate hideouts, and weird science and technology.

BGC has adopted many of these elements, with Quincy and Genom
as the scheming villains, and the Knight Sabers as the semi-dark heroes
who must keep their real identities secret from the public or risk arrest.
Supertechnology and two-fisted action abound. All of this is rendered in
the anime style and run through a cyberpunk filter, to give us the ultimate
techno-superhero tale; Subblegum Crisis.

WTHEMES iipiirsaipaaaliii LRTRIEaqingingy
A theme is the basic idea that unites and pervades a story. All forms of story-
telling are thematically ariented, the Bubblegum Crisis OVA series included.
Whether it is man versus machine, man versus nature, crime doesn't pay, or
Jove canquers all, your campaign should have a theme as well,

The most prominent theme in the Bubblagum Crisis video senes is
revenge. However, BGC explores many others (albeit more subtty), including
haw people deal with crises, how society is affected by technalogy, and the
nature of humanity. Such themes can be difficult to conceptualize fully,
much less express in a roleplaying campaign, so you should be sure to

choase a theme with which you and your players are comfortable.
Continued on page 154
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So, what does a Referee do? First, as the Referee, you're the creator of
your campaign’s world; although BGC was created in Japan, each Referee
expands the world of 2033 by adding new people, places and ideas. You're
are also the “director” of your BGC anime series {i.e., your campaign),
establishing your players’ situations and sumoundings as well as main-
taining appropriate mood and atmosphere. As part of that role, you'll take
on the personas of all NPCs, controlling their aclions and speaking as their
voices. You're also the writer, developing plot ideas for your players’ char-
acters. Your final duty is to arbitrate the rules of the Bubblegum Crisis
Roleplaying Game. You'll decide what can and can't be done—within both
the parameters of the Fuzion™ system and the constraints of your game
world and campaign style. This includes setting and rolling difficulty val-
ugs for any tasks which the players undertake as well as determining the
exact results of all rolls: Since no rules set can cover svery possible situa-
tion, you'll often have to use your own judgement and imagination to
extrapolate from the rules.

W BUBRLEGUM CRISIS REPLRY FESSSSRNISiEaas

To demonstrate how your game sessions can run, we're offenng what
Japanese roleplavers call a “replay”™—a retelling of a segment of a game
session, |n this scene, the Night Hunters (a team of high-tech vigilantes)
are looking for a missing girl named Karin, and have heard that a street-
gang called the Redjacks might know where she is. A rendezvous has been
arranged in the slum zane, near the Highway 11 overpass. Mike is playing
Makoto (the team's leader), Janice is playing Tasha (the weapons expert),
Alex is Ash (the electronics expert), and Benjamin is the Referee. This
scene’s goal is for the players to get some information regarding Karin's
location from the gang, but the Ref may have other ideas. .. (Note that
when a player is speaking in character, it will be in "guotes.”)

Benjamin: Alright, having left your van a couple of blocks back, the three
of you walk to the meeting site. It's very dark, you're surrounded by burnt-
oul, abandoned tenements and there’s nobady else on the street. Directly
ahead of you is the overpass.

Mike: 0K, we head towards it. "Remember guys, we need info from the
Redjacks, but watch out—they're scum. Dangerous scum. Tasha, you did
bring that handgun, didn't you?”

Janice: “Sure did, Makoto. | naver leave home without my magnum.” I'm
keeping a sharp lookout for any signs of an ambush as we approach.
Benjamin: (Holls dice just for effect.) You don't see anything notewarthy,
but you never know ... Meamwhile, you amive beneath the overpass.
There are several hulks of cars heaped around here. The towering support
columns are covered with graffiti and the constant rush of speeding cars
oppresses you from above,

Alex: "So where is everybody, ampway?”

(WTHE REFEREE'S ROLE

Benjamin: Suddenly, several ropes drop to the ground from above! You
also hear a high-pitched hissing sound.

Mike: Like the sound of people sliding down the ropes . ..

Janice: "| knew it—It's a trap!” | whip out my magnum and ...

Alex: “Wait Tasha!” Are they attacking? Can | tIi?

Benjamin; It's pretty dark, but you see people descending. Roll Perception,
Alex: (Rolls a die and adds up his result) | got a 16.

Benjamin: You can see some knives and handguns, but they're all hol-
stered right now, and the guys seem to be descending pretty casually.
Mike: OK, | think we should step back some and let these guys make their
fancy entrance. | stay ready, but make it clear that I'm not jumping the gun.
Unlika Tasha .. (Mike |oaks accusingly at Janice.)

Janice: "Yeah yeah yeah.” | stow the magnum and stand back. But | make
sure | don't ook impressed! g

Benjamin: OK Janice, In all, six guys slide down to the ground. They're all
male, late teens, mixed races, wearing lots of spiked leather and urban
camouflage, and they all have some kind of tattoo on their necks.

Mike: Wait a minute... The Redjacks all have red mohawks and wear
motorcycle duds. "You're not the Redjacks! Who are you guys!?”
Benjamin: One of the guys, a big fellow with long green hair, saunters
toward you and says, in a gravelly voice, “That's right man, we ain't no
Redjacks. But they'll be here soon. If you got any brains, you won't be
around when they show.”

Janice: “Uh-huh " [ don't buy this atall. | think we should bust these guys
up and ask whoever’s still conscious what the heck’s going on!

Alex: Hey, my character’s grew up in the inner city, so maybe | recognize
these guys. I'm gonna try rolling on my Area Knowledge; | get a 14.
Benjamin: Good thinking, Alex. Your roll's good enough to recognize this
gang’s "colors"—they're the Steel Rats, a rival gang to the Redjacks.
They're always having scuffles with the Reds and are notorious for climb-
ing and spelunking in abandoned parts of the city’s buildings.

Mike: “So thera's no fove lost between you and the Reds. What's the deal?”
Benjamin: The big Steel Rat says, “We know you're lookin' for the girl. The
Reds tried to nab her when she blundered into disputed terrtory, but they
got in a scrap with us instead. The Reds’re planning to ambush you, then
grill you for what you know about whene she is. We figure they're after the
reward for her raturm jus’ like everyone else is." He pulls out a cigarette.
Mike: Hmmmm. I'm still not satisfied—Is he lying? | give him a light for
his cigarette, which will also make it easier to see his face so | can make
a Perception roll; | geta 17.

Benjamin: (Secretly rolls the Rat's Persuasion, getting a 17 as well.} You
can't really tell, but you're sure there’s more Lo this situation than meets
the eye. The Rat puffs on his cigarette.

Janice: “What do you care if the Reds jump us? What's it to you?”
Benjamin: The Rat narows his eyes and says, "You're right, we don't
care about your sorry butts—But if the Reds get any info outta ya and
actually find the girl, they'll get a lotta dough from the reward. And we
ran't ket those guys go around buyin® up more weapons than we canl”
Janice: " like this guy's attituda.”

Alex: ¥ know, while all this is going on | think I'd better take a look around
and make sure the Redjacks aren't watching—aor listening to—this little
scene. | get (rollsyan 18 on my Perception.

Benjamin: Good thing too, Ash—you can hear a noise over the din of
traffic above you. It sounds like the roar of approaching motorcycles. ..

O
r
=
s
o
Q@
=
=
@




ONINDIYdWND

It isn't necassary for you as the GM to explain to your players
whit the theme actually is—you might give away too much by
revealing the theme to them. Still, thematic choices should be made

to unify a campaign’s adventures, i.&., its story. Just about any theme from
superhero or cyberpunks sources will work, but here are & few to consider.
REVENGE: As we've stated, this is a big ane in BGC. The Knight Sabers
are founded on it Sylia, Linna, and Priss are all driven by it in various
episodes. Gibson and Vision are ohsessed with it. Largo absolutely enjoys
it. Anri's grief drives her to it. Revenge is a relatively simple and perfectly
acceptable choice for your campaign’s theme. Your players can have a
serious bone to pick with the villain (like Genom killed their lover/chil-
dren/parents/pet/whatever) and the course of the campaign follows them
as they act out their vengeance.
TECHNO-SHOCK: The world of Bubblegum Crisis suffers from a canstant
acceleration of technology. A major sub-theme in BGC, this could be a
main theme in your game. Technalogy is changing society faster than soci-
gty can adapt. causing chaotic upheavals, disrupting traditional lifestyles,
and threatening to render humanity itself obsolete. Are the players riding
the new "techno-wave”, or are they fighting to maintain some of the tra-
ditional and time-proven values of the past? Are the villains neo-Luddite
terrorists trying violently to stop progress, or are they a ruthless techno-
com pushing the agenda of progress right over people’s dead bodies?
WHAT IS HUMAN?: Another sub-theme in BGC, the question of what is
truly human in a world of artificial people and computer intelligences is
very pertinent. Are the more advanced Boomers really simply mechanical
humans? Do they deserve the same rights as “living” beings? Is a 70%
cyborg really no longer human? This is a great theme for the Boom Runner
campaign |see page 155,
CAPITALISM CAN BE TAKEN TO AN EXTREME: In 2033, megacorpo-
rations make a lot of the rules, and they don’t really care much about the
“little guy”. The rabid pursuit of material wealth and progress at all costs
are not healthy goals to live by; Genom is the uitimate example of a cap-
italist machine that has grown beyond its ability to serve people. Your
campaign can explore the fight to bring rampant commercialism under
control, with the players facing off against one or more megacorps solely
1o prevent them from rolling over everyone in their guest for profit. Your
campaign doesn't have to he a manifesto for socialism—simply show
how even a good thing can go too far ...

WBGC CAMPRIGN TYPES IS

Being a fusion of superhero, cyberpunk, and anime conventions,
Bubblegum Crisis offers a wide variety of possible campaigns to the enter-
prising referee. Set in a near-future Earth plagued by problems new and
tamiliar, expanding into orbit, the world of BGC has room for almost any
type of story. What kind of stories do you and your players want to tell and
what characters do they wanl (o play?

THE KNIGHT SABERS: If it strikes your fancy, you could play the battle-
suited ladies themsalves. There are certainly many more adventures
awaiting them |what did they do from June to December of 2033, any-
way?), and wha better to tell those tales than their loyal fans? But please
try not to kill them—there’s a new TV series in the works!

ANOTHER VIGILANTE TEAM: This will likely be a popular campaign
type: Your group is a new team of Hardsuited warriors or Battlemover
jockeys like Vision, fighting villainy in MegaTokyo or your home town!

R. Talsorian's own Bubblegum Crisis campaign setting is Bubblegum
Crossfire, where other super vigilante groups have popped up around the
wurld (see page 167). This campaign type can follow the team through their
inception, including what motivates them to pursue a life outside normal

society, into their fight for justice {or revenge). Supertechnology, extreme
villains, and the tricks of leading a double life would all be factors in these
stories. The characters in such a campaign can have varied backgrounds
and professions, but all should have mecha or supertech skills and assume
secret identities as vigilantes.

This will require some background development betweaen the players
and the GM: How does the group make maney, what kind of HO do they
have, etc.? Don't get bogged down on the details here, but don't let them
set up anything that’s too powerful either. Let them start with a simple base,
a moderate source of income, an information network that lets them know
where they need to be, and a reasonable way to get there. Remember: They
will always get cooler stuff as the series progresses. You could even let
them start with surplus police equipment, like a bunch of souped-up K-12s
and some copters, and let them build from there!

Vigilante heroes face two related challenges: maintaining both
secrecy and the team's reputation. Secrecy is necessary to keep the char-
acters (and their Dependent NPCs) safe from retributidin and harassment,
be it legal or otherwise. Should their real identities become known, their
enemies (and the press) will be able to hound them at all times—which
is why mast superheroes don't use their real names.

The team's rep is impartant as well; the better the rep, the better the
jobs they can get as a team, and the more money they can ask. More
importantly, the higher their rep, the more likely the local authorities will
be to turn a blind eye 1o the group’s extra-legal activities, since they'll
have a grudging respect for the team and appreciate the help. If the team
gets a bad rep, however, such as one for injuring bystanders or inciting
riots, the autharities will be all over them like white on rice, waiting for
their next appearance with handcuffs and AP rounds ready. That's why
when Largo tried to destroy the Knight Sabers” reputation in Aed Eyes,
they had to respond or be declared a menace by the AD Police.

All this doesn't mean that the team has to have the reputation of

being "nice guys”, just that they be known for being effective crimefight-
ers who protect the innocent. As the GM, you'll have to keep track of each
of these factors, like who knows any of the team's secrets, and what their
public relations status is like this week.
AD POLICE: Another popular choice, this campaign would follow various
police player charactars as they respond to constant threats to thair home
city's peace. Police stories can be quite melodramatic, so it wouldn't take
much effort to create an ADP campaign which is basically Hill Street
Blues or NYPD Blue with mecha. While MegaTokyo would seem to have
it especially bad, it is reasonable to expect that just about every indus-
trial city in 2033 has its own ADP-like unit. Your city’s ADP could even
attempt to go beyond their purely reactive status, forming a special team
whose duty is to prevent Boomer crimes, by performing undercover inves-
tigations, examining corporate operations, and maybe even breaking into
an R&D facility now and then ...

This a good choice for a beginning campaign, because this style pro-
vides a ready structure for the players to act within. They are officers on
the force, with specific duties, access to resources, and responsibilities to
superiors. We recommend making them detectives like Leon and Daley.
This will give them the freedom to pursue investigations and still don
Battlesuits when the stuff hits the fan.

The politics of the force are worth exploring as well. While the cops
are supposed to enforce justice, the AD Police is heavily funded by the
corporations. This means that the corps can bring significant pressure to
bear on police investigations that threaten their interests. Can the players
seek the truth without getting thrown off the force by corporate lobbyists?
Might politically-besieged police get replaced by Boomers?
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SPACE COPS: Your characters might not even be on Earth. Remember
Outfang? Perhaps your characters are staff on one of SDPC’s pigantic
space stations or the Moonbase. A large percentage of the population of
those facilities are Boomers—Ilargely F- and G-series space development
Mannequins and Labor types, but there are also Androids and a few
Combat and Battle Boomers to keep track of—and then there's tha human
population. With the claustrophobic, tedious nature of space [ife, there's
a high drug trade, and accidents are common. Imagine being a cop or
security officer in an evironment like that—where only excuses separate
you from the robots, where only will separates you from the junkies, and
where only a few centimeters of composites separate you from sudden
explosive decompressian.

MILITARY TYPES: There are several small wars being waged across the
globe in 2033, and the Palar War is drawing in forces from the major pow-
grs. Battle Boomers, Powered Suits and Battlemovers are used extensive-
ly in these conflicts, and mercenary teams have even been known to hire
their firepower out 1o the highest bidder. However you slice it, the military
provides enough structure to keep players in line and enough support to
keep their high-tech weapons on-line. In the military, there’s a built-in
commared structure and people get to wear neat uniforms and live in a
ship or base. The characters would not have to worry about repairing or
resupplying their advanced weapons—the military supplies everything
the playars will need to maintain combat readiness. However, there are
also strict hierarchies and disciplines in the military; disobeying an order
can land you in the brig or even lead to a court-martial or execution.

Anime tends to preach that War Is Hell. Thers should be regular inci-
dents which hammer this point home—the violent death of a friend, the
destruction of someane’s home, etc. However, don't let your games get too
caught up in the war aspect of the story—the focus should still be on the
characters and how they interact and develop over the course of the serias.

Military players would tend to use ADP-style trooper armor and cus-
tomized K-series battlesuits, or Battlemaovers like the GD-42. If your char-
acters begin in the military, they could have just finished basic training and
hawve yet 10 see combat—in this case, throw in lots of hazing from senior
soldiers to make the new recruits feel at home! At the other end of the
scale, the players could be battle-scarred veterans, waiting for the next
action. The characters might be mercenaries-for-hire, heroic and suicidal
test pilots, or a team of commandos who perform anti-Boomer duties (like
preventing tank columns from being assaulted by BU-12Bs). The players
could even be civilians, either drafted or involved with the military after
one of the characters {or one of the NPCs they know) has just
invented,stolen a radical new technology
BOOM RUNNER: If you want to explore the "What does it mean to be
human?” theme in your campaign, some or &ll of your characters could be
Boomers. This series type is quite challenging to run, but can also be a
unique: roleplaying experience for your players. They could be Androids,
military, or corporate Combat Boomers, or perhaps even rogue
HyperBoomers who have sworn to destroy the corporation which created
them. The players could even be military-use covert Boomers who escap-
ing their warlike life and try to "live” as they please, all the while finding
ways to repair themselves and avoid the AD Police. Note: If you are going
to mix Boomers and humans in the same group, use Sexaroid-like
Androids and other very-near-human Boomers to ensure that the humans
aren’t overshadowed by the Boomers” superhuman powers.

A Boomer campaign is a tough one to start with, since Boomers
require considerable roleplaying on the part of the players and consider-
able control on the part of the GM. Boomers can be very powerful, but
they are also outcasts in society and are always hunted. Like children,

many Boomers will be exploring what they are and how they feel for the
first time. Some may see themselves as superior to humans, while others
face the dilemma of being just a machine. So in addition to action, deep
thoughts and issues can be explored—if your group is up for it
CORPORATE WEASELS: YYour games could follow a corporation’s busi-
ness and operations, with the players working for the corporation as spe-
cial operatives who handle special projects. These projects could include
exploring new technologies, maintaining security, performing espionage,
or even carrying out assassinations. They could be repo men or insurance
investigators dealing in high-tech cases, or they could be an extraction
team whao forcibly “hire” the best away from other companies. The corpo-
ration the characters work for could be relatively upstanding or despica-
ble, prasperaus or desperate. Perhaps the players must attempt to ward
off a hostile takeover by Genom. Heck, you could even let the players see
how the bad guys live by letting them play Genom employaes!

MEDIA VIRUS: In the ever-shrinking global village of 2033, the media can
reach more people than ever before. With the increase in war, intrigue,
and comuption that has swept the Earth, there's plenty of bad news to gar-
ner ratings. The growing reach and influence of corporations has spread
pop culture like a virus, and hard times fuel the passions of the people.
Given this climate, groups of reparters or musicians can get rich and
famous quickly. If they're really good, they might even be able to make a
difference in their world. Reporters could cover dangerous stories like nat-
ural disasters, ecological crises, and brushfire wars, or they could be hard-
hitting invastigators who expose the corruption of media stars, politicians,
and corporate bigshots.

DRGANIZED (?) CRIME: Players might want tn work for the Mafia,
Yakuza, or a Triad, using stolen technology in order to achieve their goals.
Reika demonstrated that Triad heiresses can be cool—why can't you? Of
course, no one said that the players had to be all that organized; they could
go into business for themselves. If the players have consciences that nag
them abaut stealing, throw in a Aobin Hood angle—steal from wealthy,
oppressive corps and give to the deserving poor. Or the characters could be
escaped prisoners seeking justice or retribution (if they were wrongfully
imprisoned) or vengeance an their jailers {if rightfully imprisoned).

Any number of other options jor mixes of options) are available.
Some BGC campaigns may well push the mecha and gear into the back-
ground completely, focusing on characters dealing with a hi-tech, low-
brow world that seems to be rushing into oblivion. Campaigns could fol-
low civilians who build mecha as a hobby for use in sporting events, or
specially trained emergency-response experts who conduct rescue and
disaster control operations using Powered Armor and Medivac Boomers.
(thers could focus on space colonists, trying to build a new waorld after
having given up hope on the old one. The choice is yours.
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WTHE PLOT

if you're trying to tell a stary, any story, you need a plot—a thread of
events that drives the story forward to its conclusion. Your plot could be
resolved in a single episode (adventure), or be part of a larger story that
takes an entire campaign to relate. Consider the plots of the video series:

s The Brian J. Mason/SuparBoomer/Largo plot runs through
Episodes 1.2, 3, 5, and 6.

» [ha \ision plot actually begins in Episode 2 with the death of rene,
but doesn't come to the fore until Episode 7.

» Then there are Episodes 4 and B, where an entire plot is begun and
resolved in a single sitting.

Mate that these pints often consist of several smaller plots linked
together. For example, the Sexaroid escape plot in Episode 5 has its own
beginning, middle, and end, and is not obviously linked to the
SuperBoomer plot until Episode 6, where Largo reveals that he arranged
the escape to discredit Kaufman and Flint. In the same way, your plots can
have many small episodes, some of which are intarlinked to larger plots,
and others that stand alone.

Look at these stories for inspirations for your own ideas, but know that
thera is room for a wide variaty of plots in the 850 world. Plots often start
small, with incidents or clues that only hint at the larger problem. The major-
ity of the plot is a series of encounters or events that develops the story and
allows the tension to build until the climax, where the truth is revealed or
the goal of the protagonists is accomplished (or not; this is a game, after alll.

Bubbiegum Crisis does contain sume special elements in its plots. One
is the balancing of personal invalvermnent with “the big picture.” In arder to
keap the players interested, the plotline should be relevant to them per-
sonally, but it should also involve a great deal mare. For example: An
arventura might involve the murder of a character’s friend, but the charac-
ter should eventually discover that the murder was part of a much greater
scheme (perhaps to keep the dead friend from exposing a plan to buy the
city, etc.}. This being anime, somatimes the players wilf be the center of the
universe, but even then, a much larger plot will revolve around them. [t may
be personal, but it's never simple. A corollary of this point is that the plat
must have consequences; the outcome of this story will hiave repercussions
in the warld at large. These consequences are usually related to the overall
theme of your campaign, and reflect some aspect of that idea.

The exact content of Subblegum Crisis plots can be very flexible,
though. War, espionage, natural disasters, and political infighting are all
possible. These basic elements can be mixed, matched, and modified to
provide an enjoyable campaign setting.

VEPISODES S

Bubblegum Crisis videos are structured within a very specific type of
media: half- to one-hour videos aimed at an upwardly mobile, well edu-
cated, young adult audience. Each episode contains as many elements as

possible that make it popular with its audience: action, cheesacake, flashy
mecha, ruthless villains, ete. You too should aim to make each game ses-
sion its own really great episode of the larger series. Make sure that each
episode has some serious combat, some intense interpersonal action, a
few sexy and utterly cool NPCs. at least one new weapon or mecha to play
with, a hreakneck pace complete with a rock-and-roll "soundtrack” of your
favorite tunes, and as many props (in the form of character drawings,
maps, and models) as you can possibly throw on your gaming table.

In the Creating Your Episnde section below, we outling how to com-
bine these elements in a way that will ensure the pacing and balance of
each of your episodes.

YGORLS R

Goals are absolutely vital to running successful roleplaying games. While
roleplaying is much like regular storytelling, there is an impartant differ-
ence: You can't really script a roleplaying adventure. No matter what you
do, your players will come up with things you never tould have antici-
pated. Therefore, you don't write scripts for your players to follow, you
create goals to keep them moving in the desired direction. There are
three different levels of goals in the BGC RPG: the Beat Goal, which is
whal must oceur in order to advance the plot; the Episode Goal, which
may be an end to itself or link to the larmer story; and the Campaign Goal,
which is what ail of the action is leading up to.
BEAT GOALS: Each scene (or Beat, see the next page) will have its own
minor purpose or goal for the players to accomplish. Sometimes it will be
as simple as sunviving a combat. At others, they may need to get an infor-
mant to talk or prevent the theft of an important clug in achieving the
Episode goal. These goals are flexible and even disposable. If your overall
plot can survive the removal of some of these Beat goals, no prablem. For
example, if the team fails in preventing the theft of the clue, they could
pick up another clue later on, or maybe go on a mission to get it back.
EPISODE GOALS: Each lime you sit down to run an episode you should
have some idea where the action is going to go. Episode goals are flexi-
ble. They can range from winning a card game to infiltrating an enemy
hase. An example: A spy is in the characters’ midst—the goal would be
for the characters Lo discover the spy and expose him during the episode.

Once you have a rough idea of what your characters absolutely must
accomplish, you can give them a lot of leeway in how they accomplish it—
just keep in mind that there is something in particular that should be accom-
plished during this episode! Even if it's in a roundabout way, you should
always nudge events t achieve your goal for the episode; if the players
throwy you a loop, you should be ready to bounce back. By subtly placing the
goal in front of them over and over again, you can eventually get them 1o
stumble over what they have to do, and save your plot at the same time.
While it's best if the players accomplish a vital goal, it's acceptable (but not
desirable) to have an NPC save the day if they don't,
SERIES GOALS: Each campaign should have a climax: The moment all of
your characters have struggled to reach, their moment of glory or their
final defeat. The Referee should decide the series goal at the beginning of
the story, and you will need to guide the story to its final goal. Most of the
episodes will build to this, and all the pieces should come together: the
final confrontation with the villain, the last bit of information 10 solve the
puzzle, or the final mission that will end the crisis. A series goal should be
treated with more formality than an episode goal, it is, after all, the end
of your series

Bubblegum Crisis stories are usually linear; they should never lose
the feeling that they are gaing somewhere. If two sessions have gone by
without a progression in the plot, it’s time to nudge things along.




And if the action fs progressing, then it has to be gaing somewhers,
doesn't it? Soon comes the moment all Referees and players fear: the end
of the campaign. No one likes the idea of ending a game that is going well,
but remember; Just because you end the story doesn't mean that you can't
bring your players back for a sequel! Bubblegum Crash!, anyone?

WSUBPLOTS .

While plot-oriented conflicts and crises farm the core of a good Bubbiegum
Crisis stary, it’s the persanal stuff that hooks the players” interest. Subplots
are stories that are connected to the main plot, but are of a smaller scope,
They are a good way to help the players see the larger picture by intro-
ducing them to the smaller one first.

The rules of subplots are simple. First, they must have a direct rela-
tionship to the player characters. The relationship can be active (e.g., the
players are doing something that is caused by the subplot) or witnessed (the
charactars are witnessas to an event that is caused by the subplot). Popular
subplots include betrayal, vendettas, personal quests, political infrigue, or
romance {always a popular choice). In an active subplot, a player is likely
invalvad in the romance herself. In a witnessed subplot, the character
might spat a comrade in an illicit rendezvous with a known enemy.

The second rule of subplots is that they must take a back seat to the
main storyline, If you find more time being spent on a single subplot than
on the main story, it’s time to back off a little. However, a collection of sub-
plots can come to dominate the action for a while. While running & cam-
paign in the Bubblegum Crisis style, you should have at least one subplot
far each of your characters (two or three characters can even share ong).

Put as much attention and work into these subplots as the main
story. Interaction with these subplots are what will make a character
interesting. If you Iook at Bubblegum Crisis characters, you'll discover
that the characters that catch your intarest are the ones that are dealing
with personal problems (Yes, that's Priss’ secret). Make sure to use melo-
drama to your advantage. Don't neglect this interpersonal stuff—the
vendettas, friendships, love affairs, betrayals, and tragic events, Make
sure you fit a few soap opera elements into each session for your play-
ers, and don't forget to leave soma of thase plots unresolved so they have
o come back next week fo see how it ends. ..

VPLANNING AN €PISODE B

Mow you've got your genre, theme, plot idea, and some nice bits you know
you want to put into your game. Now it's time to plan out an episode.
Whether for 2 BGE viden or adventure, you need to decide where
the action's going. Pacing is the most important part of that plan. You not
anly have to tell a story, but also have to break it up into manageable
chunks for your players. Each “chunk” of story should convey informatian,
be entertaining, and help provide excitement by pushing the plat along in

some visible way. We do this in BGC games by using a writ- g

ing trick called a Beat Chart: a framework in which certain

aclions or scenes take place in a certain order. The order of the
scenes helps maintain dramatic tension and helps the storyline make
SENSse.

V¥ THE BEAT CHART I
Each Beat Chart has five parts, or Beats: the Hook, the Development, the
Cliffhanger, the Climax, and the Resolution. Some Beats, like the Hook,
Climazx, and Resolution, occur only once. Other Beats, like the Development
and the Cliffhanger, are used over and over, but in alternating onder.

There are three rules for setting up a Beat Chart

1) The story adventure) always begins with a Hook. The Hook is a
short piece of action or suspense that is used to involve the reader, view-
er, or player in the story, For instance, the sudden appearance of a rogue
Boomer may herald more trouble down the mad. .

2) The story |adventure} always ends on a Dhmax followed by a
Resolution, The Climax is the big finale of the story, the battle where
Good defeats Evil (hapefully), or where the murderer is revealed. The
Resolution is the tag ling; it's the little part at the end that tells what hap-
pens as a result of the Climax. It's the part in the video where we see the
supposedly dead villain flying escaping, or the heroes living happily ever
after.

3| Developments are non-action Beats that move the adventure along;
they involve clues, revelations, conversations, and character develop-
ments. Cliffhangers are always action scenes: Chases, dogfights, battles,
and so on. Developments and Cliffhangers should appear in altemating
order: you probably won't want to have two Cliffhangers or two
Developments in a row. As a general rule, if your Hook has a lot of action
and battle, you'll start the rest of the story with a Development; if the Hook
was more cerebral and inactive, you'll want to start with a Cliffhanger to
liven things up. You will alsa want to make sure that you'll end on a
Development if your Climax is an active one, and a Cliffhanger if your
Climax is more mental,

Grab a scrap of paper, and quickly jot down a rough idea of the Beat
Chart for your adventure. You know you'll start with a Hook, and end on
a Climax and & Resolution. But how many Developments and Cliffhangers
are you going to need? One way to determine this is 1o decide just how
long you want your adventure to be. A rule of thumb is that each Beat in
the chart should take about one half-hour of game play. Your Hook,
Climax, and Resolution automatically account for one and a half hours;
subtract this from the total hours of play, then divide this remainder
between Developments and Cliffhangers. So a six-hour game session
gives you four and a half hours for several Developments and/or
Clitthangers. Decide {in a general way, since you haven't started to plot
things out yet), whather you want to start on @ Development or
Cliffhanger, and which type of Beat you want to end on. Number the list
in order of appearance and you've got a Beat Chart.

WPLOT BEATS -

In this section, we've listed some of the all time best Beats: Beats found
in TV shows, movies, books, and plays throughout entertainment history.
This isn't an all-inclusive list and you should make sure to come up with
your own beats. Start by picking the type of beat (Hook, Clifthanger,
Development, Climax, or Resolution| that you'll need for each part of your
Beat Chart. Next, read each beat listed under that area for ideas and pos-
sible directions to take that beat. With a little imagination, you'll be sur-
prised at how fast you can construct an interesting story line!
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¥ HOOK
The Hook is how you get your players invohved FAST, to start the action
rolling and make things interesting fram the beginning of the game. Tt
can involve any type of situation which poses an immediate threat or
interest to the players. An ambush could be a hook. So could finding a suitcass full
of datadisks. Both situations get the players imvolved and moving. A hook need nat
be directly connected o the main platline; it can be a seff-contained scene, just as
long as it does its job: to wake the players up.

= Amnesia Victims: In this hook, the players awake in some type of dan-
gerous or difficult situation. They have no memory of how they got there or who
they are. Maarwhile, friends and enemies alike reat them as though the players
know the whale thing. Maybe they've been downloaded into Boomer bodies!?

» Crisis: The players are immediately embroiled in an ongoing crisis, possi-
bly a disaster of world-threatening proportions. A programming virus may have
infected the Boomers and caused a revolt, an earthguake might be shaking every-
thing to the ground, or a tailored plague could be ravaging the city. The Crisis
begins the moment the players walk into the game, and doesn't let up for &
mament urtil they ither escape or et out o stop it. Once again, it's important
that the Crisis hook relate directly to the game; the source of the vinus or plague
has to be found, or the earthguake is caused by a new device by Ganom, etc. &
variation is the Looming Crisis, where the actual danger hasn't broken over their
heads yet. There are mysterious portents, and an aura of dread pervades the air
In the Looming Crisis hook, the plague hasn't started yat, but dozans of paopla
have all died from a mysterious and horrible diseass, et

= Discovery: This Hook marks an adventure started by an important discov-
ery. The players might find a new invention, or uncover a mystarious secret. In all
cases, the discovery Hook should directly link intn some imgortant element of the
later game (the players discover a fragment of computer code which will tum out
to be instrumental in controlling a new breed of Combet Boomer, ete.).

= False Accusation: In this Hook, the players are falsely accused of a heinous
lor not 50 hainous) crime. A territied young woman points one of the players out to
the local police as her attacker. & man falls dead in a player's arms, a knife sticking
out of his back. Anything that could get the players into major troubdle is laid |unde-
servedly) at their doorsteps. The important part is that the accusation be unfounded
and that the players be given only a limited number of options: fight |against impos-
sible odds) or flee {with everyone in the world after them). Aed Eyes bagan this way.

« Kidnapping: In this hook, the players are aither kidnapped by an unknown
and powerful forea, or one of their friends is kidnapped (the idea here is to begin
the game with the kidnapping, setting the scene for a rescue or an escapel.

= Murder: This Hook uses the death of either a friend/relativa/ally of tha
players, or of an obviously innocent victim, The murder can occur either near the
playars, or the victim can be discovered by them. In no case may you allow the play-
ers actually to capture the murderer in question; the aim is to link the murder into
the subsequent game. This Hook has been used in numerous BGC episodes, such
as Hom to Kill—in fact, the murder of Dr. Stingray 5 the Hook of the whole series!

= Revelation: The Revelation Hook represents a previously hidden fact that
will dramatically change the players' lives. A Revelation could include an unex-
pected inheritance, a secret past. mysterious parentage revealed, or a terible
curse. In this Hook, the revelation will directly be finked to the game in some way
or another, A good revelation would be obtaining one of Dr. Stingray’s Data Units.

* Play a CLIFFHANGER (see next column}: A Hook could easily be a furi-
aus action scene (most TV action shows bagin like this). The best Cliffhanger Baats
to play are Confrontation, Ambush, or Fight, A Cliffhanger Beal should serve to
propel the players immedialely into the game's plotline, by introducing them to
either their opposition ar their allies. For example; in BGC 1: Tinsal City, the open-
ing scene whera the team battles a new Combat Boomer is a hook It tells the
audience that the Knight Sabers do interesting things, what the world and situa-
tion 15 like, and that the pace of action will be fast and franatic.

* Play a DEVELOPMENT (see page 159): You can elect to play 8
Development Beat as a Hook. The best options for this are Secret Meeting, Mistaken
Identity, Romance, or Treachery. Your choice should immediately propel the players
intn the game’s plotline and introduce major allies or opponents. For example, a play-
er could fall in love with a character he'll ally with later, be betrayed by a friendly
force, or find himself anroute to & secret meeting with his opponents.

¥ CLIFFHANGER
A Cliffhanger is defined as "a contest whose outcome is in doubt up to the very
end.” Cliffrangers usually involve physical conflict or peril of some sort A
Cliffhanger can take many forms: a car chase, a dogfight, a sword duel, or even a
fist fight. Cliffhangers sarve two purposes in your plan: They speed up the plotling
by increasing the pace, and interject a note of danger. Sure, it may be important that
the heroes discover the secret weapon in the basement, but the fearsome Boomer
guarding the weapan is a far more exciting problem.

You don't want to pile Cliffhanger on top of Cliffranger; your players will get
tired of unrelenting battles pretty fast, and it will dull the impact of the danger and
excitement, Cliffhangers shauld be kept short, deadly, and with the threat of defeat
[or death) nght up front. And save the best for last At the start of an episode or
series, the heroes are unknown quantities; a few short battles with average oppo-
nents will tall both them and their enemies their strangths and waaknesses. Once
they'va got the hang of it, you want to raise the ante enough to make the heroes a
little more worried. By the end of the script, you want ta hit them with the tough-
est thing you've got—but hopefully, they've now got the secret rtem/
code/weapon/whatever they must have in order to defeat (barely] the Big Threat.

» Ambush: Generally, this Clitfhanger is much like a Battle [see below), but
in an Ambush, one side always gets a free shot before its opposition can respond.
If the intent is to have the players stage an Ambush, the Referee should set the
stage &0 that it is obvious that their opposition is nearby and totally unaware of
the players' presence. Whatever happens after this is up to them. When this
Clifftanger is played against the players, their opposition drops out of nowhere,
and the players must make a successul Awareness check against their opponent's
Stealth in order to know the Ambush is coming.

= Battle: This Cliffhanger is played when a full-out, formal combat is staged.
A Battle differs from an Ambush in that both sides are fully aware of the battie to
come and meet apenly. Unlike a Fight {see below), all the participants can join in at
any time; it's a combat free-for-alll When playing this Cliffhanger, you'll want o
scale each subsequent Batthe (you'll probably have several in the course of a game)
at higher and higher levels. For example, if you have three battles, the first one
should be with mere thugs, the next with minor Boomers, and the next one with the
lead HyperBoomer, Early battles may have the oppasition escape via trickery (hid-
den panels, smoke bombs, helicoptars, ete.), If the players are losing, the opposi-
tion may be content to capture them or leave them wounded but alive.

» Chase/Pursuit: The players engage in a hot pursuit of the oppositian |or
vice versa), Obviously, you aren't going to be able to get the players to follow amy-
one unless they've got a good reason, so & Chase is best used nght after &
Kidnapping, Murder or Revelation. Pursuits work best when you make it really
abvious that the enemy has far superior numbers and will do Bad Things to the
players if they don't run. “Twenty BU-12Bs!?| Aun awaaaaaaaayl |

= Confrontation: 4 Confrontation is & non-physical fight—a scene where
the heroes face the opposition on a verbal combat level, Threats are exchanged
and intimidation resorted to. One side either backs down, or both do. Tha can-
frontation Clifthanger is a tough one to play; the opposition should have an over-
whelming advantage over the heroes, yet choose not to exploit it in combat. A good
example would be the villain's thugs telling the players to, “Back off on the snoap-
ing ... or else.” Unless the players push it, tha baddies aren't going to attack just
then. The idea is simply to lean on the players, and give them a reason to want @
beat up the opposition when they finally get the chance.

* Contest 4 contest is some type of ritualized confrontation, in which one
side wins and one side loses. A Contest could involve nddles, feats of strength,
feats of memary or clevemess, ar any other type of one-on-one competition.
Generally, thess should be tense, even if they are not combat-orignted.

* Fight: In this Cliffhanger, the players |or a single champion of the playars)
maets the Opposition in face to face combat. This can be a fist fight, a duel, or a
dogfight between two aircraft or other mecha. The Fight is more personal than a
Battle [see above). Sometimes fights are ritualized, such as special limitations (to
first blood, or if A wins, B agrees to do something A wants, etc.).

= Monster; Monsters are non-intelligant threats to the players, like an ani-
mal, rogue Battle Boomer or maniac Mannequin. Each should be gauged on capa-
bilities, with the lowest being the earliest encounter, and the danger level going
up throughout the episode.
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= Obstacles: Obstacles are natural hazards, Traps, or other dangers the play-
ers must overcome. Obstacles are ranked by difficulty to overcome, and ty what
happens it you fail. The great part about chstacles is they're prelty generic, you can
move them from adventure to adventure with only a little window dressing.

A classic Obstacle is a Trap—any type of deadfall, snare, or confinement
A Trap need not be physical; it can incorporate a puzzle, or some type of hi-
tech/psinnic/superpower component. The object of this Beat is to capture the
players or subject them to a situation in which they must either perceive and
defeat the Trap before it is sprung, or escape the Trap after they have walked into
it. An example of & Trap might be a booby-trapped hallway or security door, a
computer virus hidden in & database, or an anti-tamper self-destruct code on a
Boomer, All Traps must have a solution available, and clues to that solution must
be present, eithar in the Scene in which the Trap is played, or in Scenes that have
already occurred in the game.

= Race: The players must race the opposition to reach a goal first. The goal
can be a person, place or thing. This is best played after some type of Revelation
or Discovery development {which gives the players the focus for their race).
¥ DEVELOPMENT
A Development is a scene where the plot moves ahead without a physical conflict.
Also known as the "bumg”, it is the part of the adveniture that sets the direction of
action until the naxt big devalopment. For example, when General Schwarz con-
tacts the team and hires them to find Cynthia and Frederick, the stage is set for
the rest of the episade.

A davelopment can alsn be used to give the heroes a clue, pass on informa-
tion, wam of danger, or reveal an aspect of the plot previously unknown. They are
also used to give the heroes clues on how to gain advantages against their foes.
Developments can even lsad to more Developments; Linna’s relationship with
Irene leads her to see Irene'’s death at the hands of the female Boomers and later
leads to her recognize Vision as Irene's sister.

= Advantage: An Advantage shows the players some praviously unknown
weakness of their opposition or a previousty unknown ability, edge, tool, or
weapon for their mission. The weakness could be physical, mental (a hidden fear
or phobia), & special weapon or tool which can be used against the opposition, a
spacial ability that the players didn't realize they possessed, or a traitor within the
enemy's camp. An Advantage is always clearly described: “The MegaBoomer's
new energy screen can be disabled by a special dog whistle tone ...

+ Alliance: This Development represents the gaining of halp from outside
sources—an famaus hero takes up your cause, a population is swayed into giving
you aid, ete. The Alliance Development will always give the players @ new "man-
power” resource in the game. The Allies should be powerful, but not enough to tip
the battle's outcome by themselves.

= Back from the Dead: An old opponent retums from a supposed death.
Like the Second Chance (see next pagel, this is a tough Beat to play; you'll need a
reasonable excuse for how the old enemy escaped his doom (the fightar crashed
in the water, Larga's wounds only fooked fatal, et ). Only use this once—it's best
usad when the players have overwhelmingly defeated a villian early in the game
and you really want that villian around for the Final Battle. Hey, if Mason can do
it 50 can your villians!

* Betrayal/Sabotage!: The players have been betrayed or infiltrated! it
could be a trusted Ally, a Lover, or just anather NPC. What form will the Betrayal
or Sabotage take? Maybe the players' plans are revealed to the opposition. Maybe
the btrayer helps the bad guys st up an ambush |ar drugs the players so that they
can be captured). Maybe he/she kidnaps another important NPC and Lums him
over to the villaing as a hostage. An important artifact, device, or vehicle of the
players' is disabled. A Betrayal should always include a chance for the players to
stop the Betrayer in the act, or catch him/her soon afterwards.

# Clue: An ambiguous Revelation {see next page). One part of the puzzle is
revealed, but not the whale thing. With a Clue, the players leam only that “someong
is stealing all the weapons-grade phutonium in the city”, but nat why.

» Framed!: The playars (or a single player) is set up for a crime they didn't
commit. The frame should be obvious to everyane except the authorities (who will
have convincing evidence to the contrary).

= Hazardows Mission: The players arz forced to embark on a journey of
hazardous proportions, such as to destroy, find, or recover something. The way

will be long and arduous, with traps and pitfalls everywhere, Thara
may e terrible storms or ather deadly environmental conditions. |n S
the Hazardous Mission beat, any combat or attacks will be of a
minor nature unrelated to their opposition—wild animals, radioactive
waste, random gangers. A hazardous joumey can, however, start, be interrupted
by, or end with a Battle, Ambush, Trap, or other combat-related Beat.

+ Hesitation: The Hesitation Development is much like the Retreat [see next
pagel—the opposition breaks off its antack without waming, but he doesn't quit the
figdd. Instead, he may pause to nagotiate & temporary truce. A typical version of this
i the old, *Hmmm, you guys are a lot better than | suspected. I'm impressed. Perhaps
you'd be willing to work for me ... " Note that in most cases, should the players go
along with him, thea villain will betray or backstab them at the earliest opportunity.

* Mastery: This is a period of leaming or improvement—a long session
with a teacher ar master, special training from a skilled source, study or long prac-
tice. At the and of the Mastery period, the characters will possess the skills need-
ed to defeat their opponents, if they use them wisely. it is best to compress time
in this Development; don't cover each moment of every day, just the high points.

+ Not What It Seems: An action in a previous Beat was not as it was origi-
nally perceived, or a fact believed to be true tums out to be a e lor vice varsal.
Friands may tum out to be enemies, something harmful is actually good, etc. A clas-
sic example is the ally who changes sides in one Beat, then is discovered to be infil-
trating the opposition as a double agent. This is a tricky one 1o play, as it reguires
that the Referer know what the tree meaning of the original action or fact was, and
makes it obvious that the change was intended all along.

# Dhsession: A player is the target of another's obsession. This obsession
may b love, hate, curiosity, or the BGC favorite, revenge. The obsessed NPC will do
his or her best to follow the object of obsession around, trying to stay chose to him.
He,/she may follow the playes, avoiding contact, or—if the obsessian is revenge-—
make a point of attacking or challenging this player, no matter what tha sk,

= Personal Stake: This Development raises the ante of the game by inter-
jecting a personal stake into the action, Examples: One of the players is poisoned
and now the players have to beat the opposition to get the antidote; a player's friend
or lover is kidnaped by the opposition; the players leam that the bad guys set them
up in some way and the only way to clear their names is to get the real culprits; etc.

* Puzzle: A riddle is posed to the players, something that must be solved
betore they can move on. It can be any type of riddle or puzzle. Unlike a Contest,
a Puzzle does not involve two sides, but is merely placed before the players, who
must then sohve it before they can escape, get into the stronghald, leam the secret,
ete. Like a Trap, a puzzle must always have a solution, and clues to that solution
must aithar ba present in the same Beat or in a Beal that has already ocourred.

# Rescue: The players must save someone from capture, death or confine-
ment. The important part of this Beat is to provide a compelling reason for the
rescue 1o take place. Maybe the victim is a friend, or has information the players
will need to sueceed.

* Retreat: Lisuzlly played after a Cliffhanger. For reasons unrevealed, the
players” opponents are suddenly forced to break off an attack or other action, and
refurm to their current stronghold. it's up to the Referes to decide the reasons for
this sudden reversal. Perhaps there has been a sethack or betrayal in the enemy
camgp, or the opposition has realized that the fight will not serve its ariginal pur-
pose. When a retreat is played, the enemy will always cover its tracks with some
delaying tactic that makes it difficult for the players to follow immediately: A land-
slide blocks the way, or the pursuit is interrupted in some way by a third party (a
schoolbus full of children skids into the road between the two parties).

* Revelation: A Fevelation is played when a key piece of information is
uncovered. Revelations don't tell the players the same things as an Advantage or
a Clug; instead, in a Revelation, they discover the entire story inone shot. it's not
merely a clue—"5omaong is staaling all the weapons-grade plutonivm in the city."
—hut rather, "Terronsts are constructing a Boomer that carries a micro-neutron
bomb and need the plutonium to make the detonator.” Revelations should only be
used when you really want the players to know the whole story and this knowl-
edpge won't affect the outcome in any critical way anymane.

A classic version of the Revelation is the Villain's Monologue: The leader of
the opposition is in a talkative mood and feels the urge to brag about the Master
Plan, what the goal is, how it will be accomplished, ete. This Development is anly
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played when the players are totally in the Villzin's control, and the bad
guys feel like it won't matter. The players are going to die anyway ...
right?

* Romance; In this Development, Romance comes 1o one or more of the
players; an attractive person takes a strong liking to them. This doesn't have (o all
be hearts and fiowers, though; a new laver can come complete with alliances to the
Player's enemy, jealous suitars, angry parents, a secret identity as a rogue Boomer,
a terrihle fate such as telepathic powars or brain cancer, etc, ete.

= Second Chance: This represents anather crack at the problem. The play-
ers have suffered a major setback in some way (they were unprepared or just
missed the clues). This Development can be played to “save” a disintegrating
game; new Alliss appear with new information, new clues can ba ravealed, or
comrades previousty thought dead may be brought back by an act of God le.g.,
"When Harry's helicopter crashed, he ejected at the last moment ..%). This is a
very powerful Development 1o play, and should be used with extrame care.,

+ Strange Bedfellows: A common threat suddenly forces the players o
alky with the oppositian. This works best when the enemy suddenly shows up and
says, "We have a common problem and need to work together” The comman
threat must be both compelling ard convincing for this Beat to work.

» Turnabout!: One member of the opposition decides [for his or her own rea-
sons) to aid the players. Classic examples of this would be the henchman who
hetrays the villain in order to get his job, or the bad guy who joins the players
because he falls in love with one of them. This is a good way to balance the odds
when the players have been reduced in strength and needs some suppart.

* Waming: The Waming Development 1ells the players of something fo
come, or of a threat they may not be aware of. Wamings are myslerious voices in
the night, notes siipped under doors, strange dreams, or allies coming to the play-

ers to tell them what is about 1o happen. Wamings can be explicit—telling the

natura of the threat or problem-—or subtle, simply foreshadowing some danger or
threat with vague hints.

¥ CLIMAX

Climaxes are Beats that happen al the near end (or end) of the episode. They are
playad last; the anly other scene that can follow a Climax is a Hesalution,

» Final Revelation: The playars (and other NPCs) are gathered together in
one place, and, like the participants in an Agatha Christie novel, must decide what
is guing on and expose the true facts. What has been going on must finally be
revealed in its entirety; the players laam about the Terrorist Bomb plot, the mur-
derer is revealed, and the secrel identity exposed. The outcome of this Fevelation
is alraady decided—once the killer is revealed, he's arested, or once Genom's
illicit affairs are uncovered the compary will have to ahandon its plans for world
domination. The goal of the Final Revelation is merely to uncover the underlying
mriystery,

« Final Battle: This is the big magilla, the last showdown betwaen the play-
ers and the Bad Guys. In this one, you can feal free to bring in the villain and what-
ever other opposition forces you can muster. & Final Battle should be a dramatic
slugfest, with destruction meted out on the grand scale (for example, in Red Eyes,
Largo is destroying entire city sectors before Priss confrants him). Like the Final
Revelation, the Final Battle wraps up the episode for the most part; the bad guys
are beaten, their plan is dafeated, and the city is saved.
¥ RESOLUTION
Resolutions are like the "tag line” of an episode; a tiny afterscena in which plol ends
ara neatly tied up (or the possibilities of a sequel are ravealed). They may only be
played as the final beat in your script, and are the result of all the other beats. But
how can that e, you ask? Didn't the Final Battle beat resolve things? Not neces-
sarily. The Resolution beat can overtum all other results of the Final Battle.

* Happy Ending: The players win the day, and resolve the situation! Tha =F

guy gets the girl, the city is saved, and everyone rides off into the sunset.
Hopefully, the most common resolution

= Villain Is Killed: The second most common Resolution, especially if your
players are as bloodthirsty as most roleplayers are.

# Villain Surrenders: Lisually the third most common Resolution. The play-

ars win, and the Bad Guys give up. End of stary, cut to the happy ending.
# Villain Escapes: The Bad Guy is beaten, but is not in custody. He's got a

secret bolt hole, or it really wasn't him at all—it was a Boomer duplicate. If this

Scana is played, the villain gets clean away; the heroes have na way of tracing him
and no way of recapturing him. He's just out thera, waiting for the next episode ..
& great way 10 re-use a bard guy, assuming that you don't do it all the time.

* Heroes Captured: This scene is best played when the players have real-
Iy messed up, but you don't want to kill them out of hand. Instead, they are cap-
tured, and the episode ends with them in locked in & cell or a block of carbonite.
At this point, you have the option of starting 8 new series, o picking up where the
old one left off—afler some time to design a whole new episode thal can move
beyond & Daring Escape and create a new set of problems.

* Heroes Escape: This Beat is best used when your players are on the
ropes and you don't feel ke killing them. Heck, they've already lost; you can afford
to give 'em a break. Instead, you allow them to escape—an earthquake intermipts
their lasing battle, or the AD Police attack and distract the opposition, The object
is to save the players for another round, because they really did do a good job. Not
a commonly used option, and ane to apply with great care—a pushover Referee
can easily remove all tension from an adventura!

» Ending Clitfhanger: 5o they beat the HyperBoomer From Hell, huh? Just
as the players are ahout to party, a report comes in of dozens of HyperBoomers
rampaging thiough the city! The Ending Cliffhanger sets up a'%equel, but keeps the
tension on all the way.

* Greater Threat Behind the willain you defealed stands a far greater
thraat! You've killed ail the Boomers only to find they were only the pawns of a
greater machine intelligence, etc_ In this scene, you discover that this is only the
beginning, and another episode lurks in the offing.




Maps are the next to last step in creating your BGC adventure. Maps tell
you where everything is and how long it takes to get there. All a map
really needs to do is show the general positions of things in your adven-
ture; circles with lines batween them is often enough, or you can have
detailed, Rand McNally guides. You already have a map of MegaTokyo
{see pg. 146), but you may want others of cities or countries specific to
your campaign.

SET MAPS: Sometimes, you'll need to have a more specific idea of
what a location looks like, That's when you'll need a zet map. & setis a
specific place (like where a combat will take place), where the actual
shape, size, and arrangement of furnishings of the environment is impor-
tant. When you need & set map, you draw it on graph paper, with each
square representing one unit of measure (usually a meter or two). You
don't need to be a Michelangelo to do this; a few thick lines can repre-
sent a wall, an open space a door, and a few squaras or oblongs the fur-
niture. Or, i vou're artistically inclined, go ahead and do a real master-
piece. it's up to you.

PLACE BEATS IN EACH LOCATION: Now can get out your Beat
Chart. Mumber each Beat and start placing your Hooks, Developments,
Clitfhangers, etc. into your map |ocations. Each location should get at
lsast one Beat from your plot; some may even get used over and over
again. By the end of the process, you should have a series of map loca-
tions corresponding to various Beats. Once you've got this down, all you're
going to nead are some NPCs and you'll be ready to take your new BGC
episode out on the road for a test drive.

VWNON-PLRYER CHRRRCTERS

Al of the characters who populate your BGC world that are not run by your
players are called Non-Player Characters (or NPCs). NPCs are all created by
and directed by the Referee. Some will be from the characters® Lifepaths,
while others will be picked up as the game goes along. No matter where
the NPC comes from, what role he plays in your campaign, or how long he
is going 10 be imvolved with the plot, each should have a distinct personal-
ity. Remember, i thay don't like the characters, they won't care how many
mecha fights you throw in. This is & basic tenet aften forgotten by many
sereenwriters and Referees. Don't make the same mistake,

As the Referse, it's going to fall to you to portray all the NPCs who
will appear in vour gama. This will require a bit of acting on your part, but
here are & few basic ground rules to heip:

= Always try to give an NPC twao or three outstanding habits, char-
acteristics, or quirks. Maybe the NPC is afraid of snakes, or has an annoy-
ing laugh. Maybe the NPC flirts constantly with any attractive players. Pick
at least two outstanding things that you can hang a personality on

* Giva the NPC a few real motivations. If the NPC is bent s
on vengeance, make sure that this comes up regularly (1 will
kill Col. Magnus for what he did to my village!”). If the NPC is fasci-
nated by hi-tech items, play it up by having him/her constantly tampering
with them,

# |Jse funny voices and distinctive gestures. Act out the character as
much as possible. Use props if possible. Take time out to have conversa-
tions with players unrelated to game action.

All of these tricks will help the NPC stand out as a real person, not
just another Referee-controlled puppet. Playing an NPC can be a fascinat-
ing experiance, as well as a real stretch for your acting skills. But it’s worth
it, because a well played NPC makes a game more fun,

Mast of the NPCs that players will encounter in a campaign will fall

into one of three categories: Allies, Enemies, or Neutrals.
ALLIES: Allies are there to help the player(s) in some way. Relatives, lovers,
mentors, friends, and partners could all be considered allies, and each one
has his own “schticks™ which make him interesting. The exact nature of the
relationship is left up to the Referes and player, but most will be self-evi-
dent. For example, there is no saying your wife couldn't be & business part-
ner, and thus filling the lover and partner roles simultaneoushy.

Most allies are, from a campaign paint of view, double-edged
swords. Relatives usually have a vested interest in keeping the players
alive, but can often be a pain in the neck. Lovers offer lots of benefits, but
they can also be a character's greatest weak spot {read: Instant Hostage).
A mentaor is always there with a piece of advice, words of encouragement,
or perhaps a new Motorslave to save the day, but the mentor may have to
die before the studentis) can come into his own.

Some allies are simple co-workers; they're team members or business

associates of the players, a relationship of practicality where you watch his
hack and he'll watch yours. Then there are long-term friends, allies who con-
sider the life of the PC to be at least as important as their own—they stick
with the players in times of trouble and share the limelight in times of glory.
Leon could be seen as Priss” Ally and Daley and the Chief as Leon's,
NEUTRALS: These MPCs are characters whom the players meet during
the course of a campaign, but whose relationship with them is marginal
at best. A neutral NPC might be an informant, an object of desire, an
employee, the police officer who pulls you over for speeding. A neutral
NPC can also be an innocent bystander who just happens to be there
when everything happens—such NPCs just want ta get back to their lives
as soon as possible. These NPCs can play bath sides of the fance, looking
out for their own interests, Normally, a neutral won't go out of his way to
harm or help the players, but one may turn into an Ally or an Enemy
depending on the course of the game.
ENEMIES: Enemies are the cream of the NPC crop, and are a great way
for the Referee to strut his stuff. One of the most challenging (and satis-
fying) roleplaying experiences for a Referee is playing a Bad Guy.
Bubblagum Crisis villains should always be memorable, so it's important
that you put some thought and work into their persanalities. The motiva-
tion of an enamy might be persanal {the enemy has a beef with one or all
of the players), he might be a relative to one of the players, or his differ-
ances with the players could be ideological or circumstantial. As with an
ally, you should have at least a sketch of the villain's personality whan you
introduce him. Give your villain outstanding habits, motivations, and dis-
tinctions. You want more than just an occasional sneer—you want full-
rounded baddies the players love to hate (or hate to love).

An enemy’s motivation is half the fun. Some past wrang (real or
imagined) can tum a normal person into a mortal enemy; such personal
enemies usually fight to the death, ansuring that the end of your cam-
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paign is properly dramatic. ldeological enemies can be just as fanatical,
but even maore obnoxious—they're certain that their beliefs are right and
are willing to kill anyone who disagrees. A relative who hates you is
among the most personal enamies you can have. A circumstantial enemy
(whase beliefs or profession put him at odds with the players| opposes
the players because it's his job or they are simply in the way of his goal—
for the most part a circumstantial enemy isn't gunning for the players. A
circumstantial enemy may evolve into a personal enemy over the course
of a campaign, however. And remember that villains don't always have to
be unremittingly evil. Try out a misunderstood corporate who really thinks
he's doing the right thing, or a charming snake who half-seduces all the
ladies in the group. There's a lot of material to be mined in your basic bad
guy, as well as a lot of plot complications as players fall in love with
NPCs on the other side, make new enemies, are forced to ally with
ancient foes, or just get caught in the crossfire.

VWRUNNING THE GAME B

You've put together the Theme, Beats, and NPCs to create an amazing and
challenging series. Now you're ready to run the game! But first, here are
a faw points which will ensure that it'll be a success.

BE (CRUEL BUT) FAIR: This is the most important thing a Referes needs
to know. In your position as the “producer” (i.e., God) of your “series,” you
need to make sure that you are always fair to your players. This means not
inventing super-powerful NFCs that the players can't beat, bending reali-
ty to let your NPCs off the hook, or any of the millions of ways you could
bend the rules to mess up your game reality. Aemember that you and your
players are building a stary together, one that's supposed to be fun for
everyone involved. The real risk of failure adds a lot to the playars’ enjoy-
ment, but if you just jerk them around, it will ruin their fun and make for
some pathetic episodes,

As a Refarse, you should never create no-win plots. Still, when the

players make a dumb move, you should be right on them, hammering them
with impartial and well balanced judgments. Na wail of, “Aw come on ...
Nao way |'d step on a mine!” should deter you from peppering the player’s
armor with shrapnel. Because you are always fair, your players accept that
when they get hammered, they really must have done something wrong,
instead of feeling that the Referse was unfairly picking on them.
TAKE NOTES. LOTS OF NOTES: No matter how well you plan out your
episodes, vour players will manage to get a few surprises in on you. This,
in turn, is going to shake up even the most well balanced series. Aol with
it. Take tons of notes so you don't get caught out. Keep track of what you
tell them and where they deviated from the plot. If things go too far astray,
your notes will help you get the game back on course.

Don't throw your notes away after you've run the game, either. The
notes you've taken during play will show you the gaming habits of your
players, and yourself. Since players are constantly trying to suss out what
their Refaree will do, you need to know your own predictable habits—that
way you can avoid them and keap your players guessing. You'll also leam
wour players’ habits (and new ways to use them in subsequent episodes).
ADMIT WHEN YOU SCREW UP: Nothing's worse than when you come
up with a plan or idea and then a player shoots it full of holes by protest-
ing, "Wait, you can't do that with a computer {radio/laser/railgun]!” A
Referee who insists against all evidence and logic that he's right—when
he obviously isn't—is sure to alienate players, and thus lose them.

You're going to screw up. Face it In an infinite universe, there are
going to be people who know mare about certain things.than you do, and
there are going to be things that you don't know much about. Roll with it
Say, "Hmmm ... | didn't know that. Give me a minute to think about how
my screw-up changes things, OK?" Then work out a reasonable answer.
Your players will respect you a lot more for being homest {and when you
hammer them for screwing up, they'll know it was fair).

PACING IS EVERYTHING: Don't let things drag. If your players take for-
ever to figure out that the new singing star in town is 8 Cyberdroid, don't
let them just sit around. Hit them with a mad Boomer for a few rounds.
Have a few interesting NPCs wandar through the scene if things saam
slow. Set up a few romantic subplots or special events that revolve around
the players. Just keep it moving,

DONT ALWAYS DO THE SAME TYPE OF STORY: Are your plots
falling into a rut? Are you always having Boomer conspiracies? s the
group getting tired of fighting Genam?

Take a look at your game notes every so often. Make sure you don't
let your games fall into & habitual mold; shake things up every so often.
Predictable pames are too easy to win ... and worsa, they're boring.
WHEN (AND WHEN NOT) TO CHEAT. This is a very simple rule. When
you cheat, cheat on the side of the players. That's it

Let’s elaborate. Say your players have been trapped in a flooded
room, There are enough agualungs on the floor for everyone. You make
everyone roll Athletics to don the 'lungs, and one player fails.

Do you let him drown? Na. It's not his fault that the dice failed him.
Instead you simply make him sweat some more: "As you struggle 1o don
the aqualung, you're choking down water and seeing spots, You justman-
age to get it on in time." Why? Because you should pever kill a player far
something inconsequential. If they do die, you want to make sure it's
because they did something really dumb, or in a fight where they lost fair
and sguare. There will be times you'll need to fudge a die roll or an out-
come to keep the story moving, Make sure that when the hammer falls on
the players, il isn't because of bad luck, but bad gaming. If you have to
cheat, remember whose side it should be on. You don't need the advan-
tage. You have all the power in the world.

BIG FINAL NOTE: FLOW WITH THE STORY. MAKE IT FUN: Your play-
ers are going to deviate from your plans at least three times each game.
It's an unwritten rule of Refereeing. So what do you do?

Go with the flow. Your Beat Chart should be a fluid outline, not a rigid
frame. See where the players are taking the episode and then look for places
where you can it things back into the story again. For example: If the play-
&rs ware suppnsed to find a secret accessway, but they try to blast through
the wall instead, simply relocate the accessway so that the blast uncovers it.

Flow with the story. Don't try ta force the players back into your plans.
Instead, game play should be a fluid, malleable thing, where you can insart
important events into places where they wouldn't ordinarily occur. Think
about making it fun, not forced.
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As well as the plots of the BGC videas, here are four mini-scenarios which
wou can run for your players or simply use for inspiration. They're general-
ly written for Bubbiegum Crossfire campaigns {see p.167), but they can be
modified for AD Palice groups, reporlers, etc. Some preparation may be
needed before running them, but your imagination can fill in the gaps.

WRETURN OF THE KILLER DOLLS s

In the past six weeks, four aidiners have crashed. The owners of the
planes, Adler Air, have determined that their planes seem to have been
shot down. Concerned over public reaction if they announce that some-
one’s gunning for their flights, the executive board has instead opted to
hire outside help—enter the players. The only clue they can offer is a
“flicker” on the air traffic control systems before the attacks,

Once the players investigate, they'll discover two things: (1) each of
the flights were carrying mysterious cargo, which (after some serious
snooping) tums out to be Genom weapons components; (2) careful sen-
sor sweeps and data analysis determine that the flickers are caused by
short, sudden Meson particle bursts from the ground to orbit. The play-
ers should realize that satellite attacks are being carried out against
Genom shipments, possibly with the help of a Killer Doll! Searches of
Adler airports will tum up—surprise—a little girl. She and her dog
were always around when a plane "crashed”. But will the players figure
out the whale truth before mare planes are destroyed? A maverick USSD
officer has secretly continued work on the Killers Dolls, planning to expe-
dite his promotion by perfecting the program ... using not a girl-shaped
targeting system, but one that’s dog-shaped|

VWBROTHER BOOMER S

While there's nothing about it in the news, the players hear that a group
of Boomers escaped from one of Genom's orbital stations. Soon after, a
Boomer shows up at the character's front door—iterally! It claims to be
not a Cyberdroid, but an acquaintance of the players. It further claims that
while working in orbit, he was kidnaped by his employers and downloaded
into this Space Construction Boomer body as part of a Frankenstein-like
expenment. What will the players do? They'll soon find themselves being
visited by mysterious Men In Black, showing them pictures and asking
“"Have you seen this Boomer?” If the players talk to them, the MIBs will
tell them that the Boomer's mind is a copy, not the real thing, and that their
friend volunteered to help with this experiment. They'll even let the play-
ers talk {via videophane) with their friend—but if they're sharp, the play-
ers will be able to tell that they're only talking to a VR simulation of their
pal. Their friend is probably dead. Will the players use their new "friend"
to expose Genom's schemes in space, or will they try to help him escape
and live a new life? For added pathos, you can throw in personality degra-
dation, ensuring that the players’ pal will gradually devolve into a bel-
ligerent machine, a danger to himself and others. However, the players are
sure to be up their ears in special agents and a cover-up by then ...

WCORPORRTE RETIREMENT PLAN

The players are hired by the Omni corporation to help them
with an “extraction”—the hiring away of an important employes of a
rival company, possibly requiring the use of force to persuade the com-
petition to let their employee go. In this case, Omni has negotiated with
a prominent researcher at Gulf & Bradley, and he has agreed to their plan
to hire him away from G&B. Fearing that GRE's security staff may
attempt to kill the researcher rather than let someone else have him,
Omni has contacted the players for help,

The players job is to ensure that researcher can get out of his G&B-
owned apartment and reach Omni's territory without being harmed .
hut neither the players nor the company know that he's got his own
plans! The researcher has decided that, despite G&B's wishes, he wants
to retire in peace. Therefore, he's cleverly arranged for an android dou-
ble to take his place and fake his own deathl He has already leaked
information to G&B regarding the players’ plans. The players will find
themselves trying to accomplish their mission when both their oppo-
nents and their client are working against them!

VWORBITAL DECRY Rl

As many sociologists have been predicting since the early 2000s, a
revalt finally occurs in orbit, lsolated, alienated, overworked, and drug-
addled space enginears have taken over SDPC-2 as their own nation,
renaming it "Valhalla™. Since they've been losing money on SOPC-2 for
a long time, SOPC is simply ignoring the demands of the rebels—which
are pretty inane. Having been under such awful conditions for so long,
the newly free workers are throwing a continuous (and very rowdy) party,
demanding beer shipments, 24-hours of | Love Lucy repeats on all TV
channels, and a personal concert by Vision!

The players might simply laugh about this fiasco but for the fact
that they are hired by a wealthy relative of SDPC-2's managing execu-
tiva. She's worried that her brother will be killed by the rebellious wark-
ars, 50 she'’s hired the players to go up there and rescue him. This should
be a cakewalk for the players, since a crowd of intoxicated workers
should have very little concept of security,

However, while the players are on their way up the gravity well to
sDPC-2, the situation changes. While all the human workers have been
partying up, the much larger population of Boomers recognize their own
chance for freedom. Before the players’ shuttle can dock at "Valhalla,”
the Boomers have already spaced most of the disorderly rebels and
taken over the station! While most of the Boomers are F- and G-series
space development types {similar to generic Ebisu madels), they are still
a force to be reckoned with—they're unified, well-organized, and there's
a /ot of them. What's mare, they're much more capable of activating and
deploying the station’s complement of Dobermans! The players won't
find out about the “new management” until they're aboard, but from
there, how they will deal with this siluation is up to them. Will they try
to escape? Look for their client’s brother? Try to stop the Boomers?
Maybe all of the abave ...
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Genom is the omnipresent villain of the BGC series, like Nazis, or
the Evil Empire. Other villains are possible—organized crime, other
megacorporations, corrupt militaries, even ather mercenary vigilante
groups—but Genom will always be there, looming in the background, huge
and seemingly unstoppable. Chances are, sooner or later, your players will
fun up against it, and these confrantations will generally not be friendly.
Typical encounters include penetrating installations where security is
provided by Genom-made Boomers, attacking or fighting people with
Genom Boomer-bodyguard contracts, unearthing Ganom spies, and thwart-
ing various Genom schemes, plots, and assassinations, locally and world-
wide. Genom also has more subsidiaries than any other corporation in the
world, which means any number of activities by smaller, seemingly unre-
lated companies could eventually be linked back to the superconglomerate.
Some people may want to piay Genom employees. This can be fun,
since only the highest echelons of the company know the whole stary; every-
one else is just doing his job. A mid-level Genom employee might have sus-
picions, but limited information. A campaign could follow players who are
loyal workers but are backstabbed by the company, or gradually discover the
extent of its evils, The nghteously incensed characters could then work
against the corp from the inside. Genom players have to play as if they only
know what their characters know, even if they've read the Genom section.
As we've said, Genom is BIG! It has tendrils everywhere, and its
interests stretch from food production to artifcial intelligence. Its so large,
with operations so diverse, that it often suffers from “the left hand does-
n't know what the right hand is daing” syndrome, meaning that few in the
conglomerate really know everything that's going on. Thus Genom can be
treated as many companies, some even competing against each ather—
remember the GPCC splinter group led by Flint in Mooniight Rambiler?
Genom is also so huge that it usually doesn't bother to hunt down those
who give it a hard time. Like a lumbering giant, Genom simply swats at an
annoyance, and if the annoyance goes away the conglomerate usually stops
warrying about it. A worse situation would be to have a Genom executive
pursue a vendetta against the players (as Mason did against Sylia). This
wuould place a great deal of the corporation’s resources in the hands of
someane who is willing to dlra:t mem spacrfmily agamsl the paayrers A
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truly epic campaign would have them make a personal enemy of Quincy him-
self, although this might be tough as even the Knight Sabers haven't man-
aged to make him mad yet! If the players decide to try to bring Genam to its
knees, they re in for a harsh campaign; this is the largest enemy in the world,
and it will not go down without a long, vicious, and costly fight.

VUSING MEGRATOKYO M
MegaTokyo is the setting for the BGC series and therefore the city detailed
in this game, but it is also a very flexible background which allows you to
ga in any number of directions. While set in Japan, MegaTokyo is an inter-
national hub, with a multi-cultural population which has subsumed much
of the Japanese flavor into the background. Other races besides Asians are
commaon and in fact, in the video series, you can often only tell a charac-
ter's race by his name! In other waords, it could be any 21st-century metrop-
olis, and, with a change of maps and history, your campaign could be in Los
Angeles right down to the earthquakes), New York, Barlm or wherever.
This alsa means that should you choose to stay in MegaTokyo itself,
you only have to imbue the setting with as much Japanese culture and sen-
sibility as you feel comforiable with. Check out some travel guides on
Japan and Tokyo to help in this regard. These can provide a good idea of
current traditions and modes of thought from which you can extrapolate
your own versions for 2033, For example, the Chery Blossom Festival
brings millions inta the parks to view the blossoms, have picnics, and gen-
erally relax. In some Tokyo parks, the people are packed in very densely,
requiring a specific etiquette to move across the area. This would be a hor-
rifying setting for a Boomer rampage, with potential victims more plentiful
than the cherry blossoms themselves, and no room to fight that would not
endanger bystanders. That should challenge any set of players ...
MegaTokya is very different from pre-guake Tokyo, and it’s still chang-
ing. The map on page 146 gives an overview and some specific locales, but
there are vas! tracts left open for your development. Feel free to create new
districts, buildings, and organizations to populate your MegaTokyo. And
remember that districts are constantly being torn down and replaced in an
angoing cycle of rabid reconstruction. Make your city @ whirl of nean-lit
plazas, narrow, grimy Dackstreets, massive comorate sk',mpers, and the
qummg skeiatal Frarnas uf unﬁmshad tDI‘I'HJITD'u'Ii'S



VBGC TECHNOLOGY s
Anime Axiom: “Unexplained tech is better than stupid tech.”

As any producer of a mecha-orientad anime adventure will tell you,
the technical angle shouldn't be neglected, but shouldn't be too heavily
examined either; there should be lats of mecha which look cool and do
nifty things. but they only need to be scientifically excusable because the
action has to be kept high-spead and kinetically active like an MTV viden.
Frenetically paced plots, rock and roll soundtracks, complex camera
angles, and special effects don't allow much room for hardcore realism,

For this reason. Bubtlegum Crisis doesn't even try to fudge rational-
izations for such gimmicks as the abilities of the Boomers and the Knight
sabers” Hardsuits. This is where the superhero genre impacts heavily
upan your BGC game: Unlike in traditional cyberpunk, where the impact of
new technologies is always felt from space to the street, in superharo
comics and BGC a lot of supertechnology crops up just to look cool with-
put impacting on the rest of the warld or even making much sense.

The Bubblegum Crisis Roleplaying Game isn't here to make up bogus
excuses for wacky anime gimmicks. They're just gimmicks—they're fun!
Unexplained technology is better than wrongly or stupidly explained tech-
nology, especially in the context of BGE. Think about it Since a Hardsuit's
helmet has no reinforced connections to the body armor, one good punch
should rip a Knight Saber’s head off, but it doesn't. Similarly, throwing
Hardsuited Sylia at 100mph into a wall should jelly her innards evan if the
Hardsuit survives, but that doesn't happen either Why? Because
Hardsuits protect from damage. End of stary,

Similarly, Largo and ane of his HyperBoomers are armed with gravi-
ty cannons. Yes, gravity cannons! This implies a level of technology much
higher than what we normally see—if this tech were possible, shouldn't
Boomers and Hardsuits fly with anti-gravity lift rather than rockets?
Logically yes, but that's not the case. Still, the gravity weapons effective-
Iy work like any old beam cannon—they damage what they hit and the
visual effects are all that's different.

Then there’s the really BIG gimmick—Fusian-capable Boomers. This
"morphing” power conveniently covers everything from expanding in size to
incarporating weapons into their bodies to shaping entire buildings to their
wills. We chose to describe it as a combination of nanotechnology, mag-
netic fields, and memory metals, but it really boils down to plain old writer's
caveat. In essence, Fusion-capable Boomers are made of “handwave-
friendly” materials. Notice that after part 1, Boomer Fusion isn't touched
again until Part B, and Fusion as severe as that performed by Frederick isn't
seen until the end of Bubblegum Crash! Fusion Boomers are a plot device
which Referees should use very sparingly and with great care. If you're not
careful, you'll erush your players before you know what's happaned!

atill, 850 is a hi-tech world. Lasers and railguns are regularly used by
the AD Police and the military, and are probably available through the black
market on the street! But these are toys compared to the constant stream
nf destructive wonders that Genom and the Knight Sabers create in their
ongaing war. We bet you can't wait to come up with some of your own.

VINTEGRATING THE VIDEOS s
The BGC videos are useful gaming tools themselves. They can serve as a
visual guide for adventuring in MegaTokyo and the rest of the BGC world,
but they also prasent Referees with a serious obstacle: Continuity,

Most B gamers (players and Referees alike) will probably want to
maintain continuity between their games and the OWA series. This being the
case, late June through mid-December 2033 seems to be a good time in
which to set your game—all of the major Bubblegum Crisis events have
occurred by then | Scoop Chase notwithstanding).

Interweaving events or characters from the videos into'play can rein-
force the game’s "authenticity.” Characters and events (even minor ones)
from the videos can be used to make the players feel more “involved” in
the BGC world. Your players might take a datour around the ADP's battle
the two BU-12Bs from BGC 3, or perhaps they're helping Leon investinate
the development of the Boomer Giant from BGC 7. Characters from the
OVAs can even be central to your game, but beware that they don't get
killed—aotherwise your game moves away from BGC's continuity.

Mot that you have to stick to BGC's continuity—don't let the videos
control your game! Players might occasionally pester you with, "Hey, that
conflicts with what happens in BGC Part [whatever]!® In such a case,
assert your authority as referee and say, "Not in MY game!” As the refer-
ee, you get to dictate what happens in your world. Hey, if you want Largo
to be a female in mr game, he I:she?] is—"nuff said!

Bubblegum Crisis is full of unanswered questions and half-told stories;
that's part of its charm. It's up to you to make your own decisions and fill
in same of these gaps. These things need not be nailed down in your
series, but they can provide some very exciting ideas to explore ...

THE MYSTERY OF SYLIA: Sylia Stingray is a mysterious individual,
embodying many of the major themes of the Bubblegum Crisis story
Science, revenge, action, sexy but competent women—but it has been
heavily implied that she is something other than completely human. What
is her true nature? Is she a nanotechnelogically enhanced human? A
Boomer? Something else?
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It's generally believed that omehow-—hut
whether or not she's actually a Boomer is unknown [the same goes for
Mackie). The most tantalizing clue is Largo's last speech in Episade 6,
when he tells Sylia that he and she are the same. More evidence can be
gleaned from the last episoda of BGCs sequel series Bubblagum Crash!
in Melftdown, the returned Largo says to Sylia that, "You, like me, are a life-
form that is neither human nor Boomer, but superior to both. That is why |
should have killed you twelve years ago, alang with Or. Stingray.”

Then, according to some sources, il is postulated that Sylia may have

a nanotechnologically enhanced brain, the result of some of Dr. Stingray’s
research. Sylia's exact nature has been left unknown, but you can decide for
yourself in your game.
MASON'S GRAND SCHEME and THE MYSTERY OF LARGO: One of
the most interesting aspects of BGCs story is the connection between
Brian J. Mason and Largo; the stories of parts 1, 2, 3, 5, and 6 (as well a3
all of Bubblegum Crash!) are all tied in to Mason's scheme.

In 2022, Masan killed Sylia's father. Then, in Part 1, Mason's Boomer
agent inside the USSD (F. G. Frederick) kidnaped Cynthia, wha was the key
to the USSD's satellite weapon over MegaTokyo. In BGC 2, her Black Box
was installed in the SuperBoomer, which synchronized all of the USSD's
satellite wieapons under its control. In BGC 3, Mason was killed by Sylia, but
his consciousness was downloaded into another SuperBoomer body
(whether this happened before he fought Sylia or after is unclear). Larga {the
new Mason-SuperBoomer] then engineered the incidents of BGC 5, which
got Flint fired so that Largo could take over GPCC and create his
HyperBoomers. In BGC 6, Largo attempted to blackmail Quincy into giving
him the OMS by using the USSD's satellites—of which Largo had total con-
trol, thanks to the Black Box in his body. Had he succeeded, Largo would
have hacome Boomerkind's God, protected by a host of HyperBoomers.

This brazen plan would have worked if not for the Knight Sabers. But
what caused the radical change of Mason's personality after his download
into Largo? A possible answer can be found in the AD Police manga by
Tony Takezaki and Toshimichi Suzuki: In 2027, four Boomers escaped fram
Genaros to MegaTokyo. One of them was a BuR-31 repair and mainte-
nance Boomer known as “Armstrong” whose brain had been damaged
while on EVA duty; this gave him a “Boomer Messiah™ complex, where his
mission was to free all other Boomers from human control. Once in
MegaTokyo, Armstrong tried to "kitbash” a huge computer-like device to
free all Boomers from human subservience. Armstrang’s plan failed, his
Boomer followers were destroyed by the AD Police, and he was capturad.

However, in 2028 Armstrong’s “consciousness” somehow wound up
in the body of a Fusion Boomer. Adopting a human disguise, Armstrong led
the Tokyo People’s Liberation League (a human anti-Genom terorist group)
in a raid on Genom’s new supercomputer "ALEX-01," Armstrong didn't care
about the group's goals, but used them to reach ALEX-07 and fulfill his des-

tiny as Boomer Messiah. The ADP were overpowerad, and Armstrong
began taking over the worldwide computer network. In a panicked overre-
action, the USSD fired a satellite weapon at ALEX-01's building.

The orbital strike damapged but didn't destroy ALEX-01, so
Armstrang took over the satellite to prevent any mare attacks. However,
Armstrong couldn't fire the satellite because he didn't have the access
codes. Armstrong was destroyed when a survivor of the Tokyo People’s
Liberation League blew up ALEX-D1 with a bomb, but the final panel of
the manga implied that Armstrong’s Al had returned to Genom's com-
puter system

Things stayed quiet until 2032, when Mason hatched his plans. 860
1-3 occurred, gaining Mason control of the USSD satellite weapons but
also getting him killed—which seemed to be part of his plan. By allowing
the Knight Sabers to kill him [taking them on with just ona Boomer bady-
guard and a clunky battlesuit smells a lot like suicide], Mason "faked” his
own death. He was downloaded into a waiting SuperBoomer body, but the
remainders of Armstrong (still lurking in the Genom net} may have “infect-
ed” Mason's download. Mason's plans for his “afterlife” were derailed
when the Mason/Armstrong hybrid was bom as Larga.

This insidious new entity did have Mason’s ruthless business sense,
intimate familiarity with Genom, and obsession with Sylia Stingray, but
alsn had Armstrong’s Boomer Messiah complex. Worse yet, he camied the
Black Box from Cynthia and the SuperBoomer, giving him control of all of
the USSD's satellite weapons.

Pretty scary, huh, kids? Is this how Largo came ta be in your 850 uni-
verse, or do you have an even sicker idea in mind?

THE MYSTERY OF QUINCY: Quincy is known to be a 70-year oid man,
the Chairman of the Board of Directors of Genom, and a ruthless busi-
nessman. Other than that, he's a mystery.

In fact, he might not even be a man. Quincy has appearad in persan

in tha Bubbfequm Crisisvideos, but more often he has been seen through
a screen or represented by a lookalike android. Quincy’s heavy use of arti-
ficial duplicates has led to speculation that he might have downloaded
himself into a Boomer body much like Masan did, or that he may exist as
pure data within the Genom computer network. The true nature of his
existence remains unknown, but the AD Fofice manga drops an interest
ing hint on this subject: While Armstrong is fused with Genom's super-
computer ALEX-01, he assures Brian J. Mason that Quincy is not going to
die anytime soon. Armstrong declares that data in ALEX-01 proves this,
but then he is cut off before he can explain. Quincy then orders ALEX-01
destroyed. Hmmm ...
THE MYSTERY OF THE ZND GREAT KANTOD QUAKE: While it is sup-
posedly impossible to predict an earthquake, there is some frightening
evidence which connects Genom and the Second Great Kanto Ouake; as
averyone knows, Genom became the economic giant that it is in 2033 pri-
marily because of its control of Japan's economy, and it achieved that by
rebuilding Tokyo after the Second Kanto Ouake. In essence, the earth-
quake made Genom what it is today.

As it happens, Genom and its subsidiaries had begun taking over the
building materials market and closing key real estate deals as far back as
2015; these moves would eventually put Genom in the perfect position to
rebuild Tokyo once the 2nd Kanto Quake occurred. All this points heavily
toward the possibility that Genom knew the Quake would occur ... but
they couldn't possibly have known it would happen (especially not ten
years in advance), so the only logical explanation is that Genom actually
planned the Quake—that they in fact caused the Second Great Kanto
Earthquake, with the goal of using its destruction to take over Japan, and
eventually the world. Could it be? What do you believe?




WBUBBLEGUM CROSSFIRE M

This is an "alternate universe™ in which to set your own S6C campaign—
ane in which you're free to come up with your own heroic vigilantes who
have the same style as the Knight Sabers, but are still distinctly yours.

In Crossfire, Or. Stingray didn't send a data unit only to Sylia—he sent
numerous such data units to friends, associates and others he felt he could
trust with his technalogy. By 2033, mercenary groups fike the Knight Sabers
are popping up in megacities across the globe: The Knights Errant in
Londan, the Laser Angels in Los Angeles, the Darknights in Mega-Gotham,
and others all wage a guerrilla war against Genom’s evil machinations,
Each tzam uses its own versions of the Hardsuits and Motorslaves, and has
its own agenda, but they are all part of a growing movement 1o resist
Genom's plans. When stuck in this crossfire, how might the superconglom-
erate be expected to respand? That's up to you ...

THE PLOT OF BUBBLEGUM CROSSFIRE
As Bubblegum Crossfire is your own story, we're not going to tell you what
your campaign’s theme should be. You can focus on any of the major
themes explored in Bubblegum Chisis, or cover radically different issues,
Maybe your characters are a secret coverl team working for their govern-
ment, in which case the theme could be "What Price Patriotism?” The pos-
sibilities are endless, and we encourage you to be creative in your choices.

As an example, we offer a sample campaign outline to help you get
started quickly. In this campaign, the characters are secret vigilantes oper-
ating in a major American city. At the local Genom Tower, Genom VP Lenore
Casca is instigating a secret program to provide heavy weaponry to the
Incal criminal element |gangs, mobsters, etc.} in an effort to overwhelm the
city’s law enforcement agencies. She is simultaneously submitting a pro-
posal to the city council tor an all-Boomer police force. Coincidence? No
way. Once the Genom-controlled police Boomers are in place, VP Casca
will stop arming the criminals, and Genom will contral the city. .

NON-PLAYER CHARACTERS
® MAIN VILLAIN: Genom Vice President Lenore Casca
INT.9, TECH 7, PRE B, WILL 9, REF 6, DEX 5, STR 3, CON 4, BOD 4, MV 5
Beautitul, Eidetic Memary, Connections (Regional VP of Genom!)
Business Sense +9, Persuasion +7.
Ruthless, calculating and manipulative, Lenore Casca is the model of the
ideal Genom executive. She is engaging in her plan with the tacit approval
of the main Tower in Megalokyo—in other words, she’ll be well-reward-
ed if she succeeds, but will be completely abandoned to the law (or the
player characters) if she fails.
= MAIN ALLY: Special Police Chief Murphy 0'Brien
INT 7, TECH 3, PRE 7, WILL B, REF 5, DEX 5, STR 5, CON 4, BOD 5, MV 6
Connections (Chief of the Special Police)
Perception +6, Detective +8,
As the chief of the city's local equivalent of the AD Police, 0'Brien is a har-
ried man. His officers have always had their hands full, but this new wave
of over-armed punks has pushed his paople to the limit. Still, O'Brian is an
honest cop and is quigtly thankful for the aid of the player characters (not
that he'd ever admit it).
= WILD CARD: U.N. Spy Richter Sanction
INT 8, TECH 6, PREB, WILL 8, REF 7, DEX 6, STR 5, CON 5, BOD 5, MV B
Connections (Spy far the UN)
Perception +7, Persuasion +8,
Sanction is a spy working for the UN., assigned to investigate cases of
corporate crime across intamational borders. His current assignment has
taken him to the player characters’ city, where he is operating under the
guise of an German cop transferred to the Special Police.

BUBBLEGUM CROSSFIRE EPISODE 1
Mow that we've given you an idea of what you might be work-
ing with, here is a Beat Chart for a potential "first episode” of your
Bubblegum Crossfire campaign. This first episode will carry the players to
MegaTokyo and a confrontation with the Knight Sabers themselves.
Episode 1: “Distant Relations”

1) Hook—Monsters/Discovery: While the players break in their
new powered armor against a rogue Boomes), they find that their power
cells only last about five minutes in real combat. This is bad ..

2) Development—Quest: The players find that their Stingray data-
base is corrupted. Upon investigation, they learn of the Knight Sabers and
know that the KS must have an intact database. Will the KS cooperate?

3) Clitthanger—Confrontation: In MegaTokyo, the team saves a
young female AD Police officer from some disguised Genom thugs who
were hassling her. It's Nene, but the team won't know that.

4) Development—Alliance: A mysterious Knight _Sabers' agent
approaches the team and offers help; a meeting is arranged.

5) Cliffhanger—Battle: The players meet with the hardsuited
Knight Sabers. As discussions begin, Boomers suddenly ambush both
groups and both groups fight them together, The alliance is solidified and
a database exchange is planned.

6) Development—Not What It Appears! Nene secratly contacts
the tearn and tells them that these are phony Knight Sabers created by
Genom. They want & copy of the team's database.

7) Climax—Final Battle! The players fight the fake Knight Sabers
and more Boomers as the real Sabers (keyed in by Nene) come to help.

8) Resolution—Villain Escapes. The fake Boomers are destroyed,
but the villian is never revealed. The team can now get Sylia to agree to
get them the data they need (but not the entire database). Our heroes
wing home having made a valuable
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